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T
his work’s purpose is to present a 
bigger list of options for the ever craving 
minds of character-forging Dungeons 
& Dragons players. Aiming to expand 
upon all areas presented by the Player’s 
Handbook, this Compendium of Unusual 
Choices attempts to maintain the game’s 

core theme while expanding its boundaries towards 
more varied characters and their customization.

All options presented in this book were researched 
and compared to others both in Dungeons & Dragons 
5th Edtition and to other incarnations of the game’s 

history, seeking to draw both in thematic inspiration and 
in balance.

I hope you enjoy the options presented in this book, if 
any of them helped you bring what is inside your mind 
into the game table and helped tell a great story, this 
book’s mission has been accomplished. If you have any 
questions, suggesstions, comments, or any feedback 
at all, please do not refrain from contacting me at 
gergecoelho@gmail.com

Gerge Coelho, March 2020

E
ver in an adventuring group there 
is some sort of trouble-maker, Alashar 

“Violet” Dounbades was a paragon 
example of this sort. He interfered in 
every aspect of his party’s businesses, 
be it his resposibility or not, being 
himself involved in the events or not. 

Part of a group known as the “Lords of Scornubel”, 
whose activites usually happened around that area and 
the Sword Coast, he took part in activities from stealing 
sacred relics from temples in Baldur’s Gate, burning 
down a tavern in Candlekeep, and even to disturbing the 
slumber of a god of death.

Alashar eventurally parted ways with his old group 
when he was cursed as a jackalwere, and that is what 

essentially started this book. Unable to break the curse 
through conventional magical means, he scoured the 
lands of the Forgotten Realms in search of a cure, 
resorting to solutions such as potions of longevity and 
other more unconventional means to prolong his life, 
in a way to avoid death as a cursed soul and avoid the 
torture of the Nine Hells.

A cursed existance with the added fact of being a 
fugitive hunted by one of his old companions, the fey-
thouched dervish Effelia Skyforge, Alashar was, to this 
day, unable to cleanse the curse. Though even facing his 
hardships, this book came into existance through the 
eyes of this cursed observer, so that those starting their 
adventurers might have more options and insights into 
the world of Toril.

Preface

A few words on Alashar
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I
f you’ve ever scanned through certain pages of 
the Monster’s Manual and couldn’t help but just 
imagine how characters drawing on species in 
there would work like, or if you have imagined 
characters that just sounded too crazy for the 
options presented in the Player’s Handbook, 
then the options below might just help you.

Some of the racial options presented here draw 
inspiration from known monstrous species, such as 
the Beholderkin, the Pixie, and the Troglodytes, other 
are famous concepts present in various fantastic 
sources, such as the Dhampyr, the Half-Construct, and 
the Treantkin, others among them are variations upon 

themes already present in the D&D multiverse, such as 
the Ettinborn and both the Genasi and Goliath subraces.

Some of the options bravely tackle issues seen as 
tricky balance-wise, while they were all compared and 
options and reasonings are all explicit, a DM is always 
welcome to change, adapt, or avoid any such options.

Wherever their source of inspiration, you are welcome 
into this new array of species, and invited to imagine 
just which new characters might sprout from these 
options, or what new takes on old themes can spring up 
from this.

Azer (dwarf subrace)
Many legends debate over the true origin of these 
metallic creatures, and though they are not truly 
dwarves, they share in their love of crafting. For an Azer, 
creating is all there is. 

Even though azers are not confirmed to have any 
relation to dwarves (though some sages might argue 
otherwise) this option is presented as a subrace only for 
its mechanical similarity to dwarves.

Age. Azers are effectively eternal, only being 
susceptible to wear and destruction.

Alignment. In their discipline and focus, Azers tend 
towards law and neutrality.

Made, not Born. You are an elemental creature, not a 
humanoid.

Metallic Skin. You are resistant to fire damage, and 
whenever you are not wearing any armor, your AC is 
equal to 17. Additionally, you remain conscious of your 
surroundings while taking a long rest.

Heated Body. The blazes that make up your hair 
and beard shed bright light in a 10 foot radius and dim 
light for an additional 10 feet, you can halve that light’s 
brightness at any time, but are unable to completely put 
it out. Additionally, when you are hit with an attack by 
creature adjacent to you, you can spend your reaction to 
deal 1d4 fire damage to it.

Heated Weapons. Once per turn, you deal an extra 
1d4 fire damage against one target on either a weapon 
attack or a spell that deals fire damage.

Living Fire. You don’t require food or drink. You take 
1d4 necrotic damage every turn you are in a vacuum or 
entirely submerged in water or another fluid that would 
douse a flame (like inside a Gelatinous Cube). The fire 
damage you deal with the Heated Body and Heated 
Weapons features increases by 1d4 when you reach 5th 
level (2d4), 11th level (3d4), and 17th level (4d4).

Languages. You can speak, read, and write Ignan.

Beholderkin
With their unusual method of reproduction, beholders 
have sprouted into the material plane the most bizarre 
forms of its existence. However, with more and more of 
their kind being tormented by the nightmares featuring 
humanoid creatures, it was a matter of time until 
one materialized in their shape. Albeit weaker than 
their beholder forebears, beholderkin have the unique 
ingenuity and capacities of humanoid creatures.

Ability Score Increase. Either your Intelligence or 
Charisma scores increases by 2, whichever one you 
didn’t choose increases by 1.

Age. Beholderkin are dreamt into existence already 
bearing the body of a mature humanoid (with some form 
of aberrant skin texture beholders have), and lives for 
about a century until his dreams start to feature its own 
mortality, it eventually becomes a zombie, its version of 
a death tyrant.

Alignment. Sharing the beholder mindset, 
beholderkin have a method for their madness, tending 
towards law and evil.

Darkvision. You can see in dim light within 60 feet 
of you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray.

Magic-dampening Cone. Your central eye creates an 
area that dampens magic energies, in a 30 feet cone. 
At the start of each of your turns, you decide which 
way the cone faces and whether the cone is active (it is 
inactive if you are closing your eyes for some reason). 
The area works against your own eye rays. Whenever 
a spell targets a creature within the cone, its damage 
and healing effects are reduced by the beholderkin’s 
proficiency modifier. Magic also expires twice as fast 
inside the cone.

Eye Rays. As an action, you shoot a magical ray from 
the eye stalks that sprout atop your head at random. 
Choose two different rays from the list below at 
character creation, list them, and roll a d2 whenever you 
use this feature, relating to your list accordingly.

Charm Ray. The target is afflicted by a charm person 
spell.

Races & Subraces
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Fear Ray. The target is afflicted by 
a fear spell.

Paralyzing Ray. The target is 
afflicted by a hold person spell.

Sleep Ray. The target is 
afflicted by a sleep spell.

Slowing Ray. The target is 
afflicted by a slow spell.

When you reach 5th level, you 
can choose two more rays from 
the list below, add them to your 
list, and roll a d4 whenever 
you use this feature.

Death Ray. The target must 
succeed on a Dexterity saving 
throw or take 4d10 necrotic 
damage.

Disintegration Ray. The target 
must succeed on a Dexterity saving 
throw or take 3d6+10 force damage.

Enervation Ray. The target must succeed 
on a Constitution saving throw or take 3d10 
necrotic damage, half as much on a successful one.

Petrification Ray. The target must succeed on a 
Dexterity saving throw or become restrained while its 
flesh turns to stone. At this point the target continues 
making saving throws at the end of each of their turns 
as if afflicted by the flesh to stone spell, but rolling all 
saves at advantage.

Telekinetic Ray. The target must succeed on a 
Strength saving throw or be moved 30 feet in a 
direction you choose. The target is restrained by the 
ray’s telekinetic grip until the start of your next turn or 
until you are incapacitated.

The ability score you increased by 2 on character 
creation is your spellcasting modifier for this feature.

Whenever a spell caused by this feature requires 
Concentration, you do not need to maintain 
Concentration on it.

You can use your Eye Rays features a number of times 
equal to your proficiency modifier, regaining the uses of 
this ability after a long rest.

Languages. You can speak, read, and write Common 
and Deep Speech.

Dhampyr 
Born of a union between any humanoid race and a 
vampire of a compatible race, the dhampyr is the 
biological child of a vampire after it has been deprived 
of blood almost to death and then consumed a large 
amount of living humanoid blood. As the vampire has 
mostly living blood inside it, it functions almost as if it 
were a living creature, with functional organs, rendering 
it capable of bearing an offspring (in the case of a 
female vampire, the child has little chance of survival 
unless a hefty amount of blood is available for the 
mother throughout the whole pregnancy).

Old Life. Choose your base race, you gain all of the 
race’s traits regularly, added by those below.

Ability Score Increase. You 
can choose to replace 1 point 
from your racial ability score 
increases, relocating it into 

either Strength, Dexterity, or 
Constitution.

Bite. Your bite is a 
natural weapon that deals 
1d4+Strength piercing 
damage. Once per turn, 
whenever attacking a willing 
creature, or a creature 
that is grappled by you, 

incapacitated, or restrained, 
the damage type is changed to 

necrotic, the target’s maximum 
hit points are reduced by an amount 

equal to the necrotic damage taken, 
and you regain hit points equal to that 

amount. The reduction lasts until the 
target finishes a long rest. The target dies 

if this effect reduces its maximum hit point to 0.
Darkvision. You can see very well in the dark. You 

can see in dim light within 60 feet of you as if it were 
bright light, and in darkness as if it were dim light. You 
can’t discern color in darkness, only shades of gray.

Nauseated by Running Water. You are poisoned 
until the end of your next turn when you end your turn 
in running water.

Stake to the Heart. You are destroyed if a piercing 
weapon made of wood is driven into its heart while you 
are incapacitated.

Sunlight Sensitivity. While in sunlight, you have 
disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight. Additionally, you 
can never have resistance to radiant damage.

Ettinborn
These two-headed humanoids are usually the result 
of a troubled relationship between a young ettin and a 
humanoid, usually an orc.

Ability Score Increase. Your Strength score 
increases by 2, and your Constitution score increases by 
2, and your Intelligence decreases by 1.

Age. Young ettinborn mature physically quickly, being 
able to hunt as early as after their eighth winter. As orcs, 
they age slightly faster and rarely live past 70 years.

Alignment. Ettinborn fending for themselves in the 
wilds often naturally inherit or develop a tendency 
toward chaos and a selfish evil. When raised in a 
different environment, like a human city, they might still 
show a chaotic tendency, though one more in line with 
their surroundings.

Size. Ettinborn are much larger and bulkier than 
humans,  reaching almost 7 feet. Your size is medium.

Speed. Your base walking speed is 30 feet.
Darkvision. Because of your orcish origins, you 

can see very well in the dark. You can see in dim light 
within 60 feet of you as if it were bright light, and in 

. The target is afflicted by 

When you reach 5th level, you 
can choose two more rays from 
the list below, add them to your 

. The target 
must succeed on a Dexterity saving 
throw or take 3d6+10 force damage.

. The target must succeed 
on a Constitution saving throw or take 3d10 
necrotic damage, half as much on a successful one.

. The target must succeed on a 

can choose to replace 1 point 
from your racial ability score 
increases, relocating it into 

either Strength, Dexterity, or 
Constitution.

natural weapon that deals 

the damage type is changed to 
necrotic, the target’s maximum 

hit points are reduced by an amount 
equal to the necrotic damage taken, 

and you regain hit points equal to that 
amount. The reduction lasts until the 

target finishes a long rest. The target dies 
if this effect reduces its maximum hit point to 0.

Darkvision. You can see very well in the dark. You 
can see in dim light within 60 feet of you as if it were 
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darkness as if it were dim light. You can’t discern color 
in darkness, only shades of gray.

Two Heads. You have advantage on Wisdom 
(Perception) checks, Concentration checks and on 
saving throws against being blinded, charmed, deafened, 
frightened, stunned, and knocked unconscious.

Wakeful. When one of your heads is asleep, the other 
head is awake. Whenever you take a long rest, one of 
your heads is able to remain alert and awake while the 
other rests the whole body.

Two Heads are Better than One. You can perform 
two tasks simultaneously, if the conditions and allow. 
For example, when searching for traps, you can 
search two areas at the same time, or use one head 
for the search while the other looks around for danger. 
Additionally, you can maintain Concentration on up to 
two spells at the same time, and if you have the Extra 
Attack feature, and are wielding two weapons, you can 
make two attacks when using your Bonus Action to 
attack with your off-hand, instead of only one.

Languages. You know Giant and Orc.

Genasi Subraces
Genasi are generally descendants of creatures native to the 
main elemental planes, genies in almost all cases. Though, 
sometimes a planetouched being akin to a genasi is born 
to a family not because of some dormant ancestry, but 
caused by the direct influence of another plane, either for 
the birth itself happened on that plane, or because of some 
elemental rift nearby, most commonly. That creature might 
not be accepted as a genasi in itself, but their abilities are 
very similar. In these cases, influences from para or quasi 
elemental planes might also happen.

Ash Genasi
Ability Score Increase. Either your Intelligence score 

or your Charisma score increases by 1.
Blindness Resistance. You roll at advantage against 

effects that would render you blind.
Innate Spellcasting. When you reach 3rd level, you 

can cast the purify food and drink spell once with this trait 
and regain the ability to do so when you finish a long rest. 
When you reach 5th level, you can cast the darkness spell 
once with this trait and regain the ability to do so when you 
finish a long rest. Charisma is your spellcasting ability for 
these spells and you require no material components.

Dust Genasi
Ability Score Increase. Either your Strength score or 

your Charisma score increases by 1.
Innate Spellcasting. When you reach 3rd level, you 

can cast the create or destroy water spell (destroy only) 
once with this trait and regain the ability to do so when 
you finish a long rest. When you reach 5th level, you 
can cast the dust devil spell once with this trait and 
regain the ability to do so when you finish a long rest. 
Charisma is your spellcasting ability for these spells and 
you require no material components.

Ice Genasi
Ability Score Increase. Either your Dexterity score or 

your Wisdom score increases by 1.
Permafrost. When you aren’t wearing armor, your AC 

is 13 + your Dexterity modifier. You can use your natural 
armor to determine your AC if the armor you wear 
would leave you with a lower AC. A shield’s benefits 
apply as normal while you use your natural armor. You 
are also resistant to cold damage as long as you haven’t 
taken fire damage since your last turn.

Innate Spellcasting. When you reach 3rd level, you 
can cast either the armor of agathys spell or the ice 
knife spell once with this trait and regain the ability 
to do so when you finish a long rest. Wisdom is your 
spellcasting ability for this spell and you require no 
material components.

Lightning Genasi
Ability Score Increase. Either your Wisdom score or 

your Charisma score increases by 1.
Conduit. You are immune to lightning damage. Once 

you would take any lightning damage, you become 
vulnerable to lightning damage instead until you take 
lightning damage or until you take a long rest.

Innate Spellcasting. You know either the lightning 
lure cantrip or the shocking grasp cantrip. When you 
reach 5th level, you can cast either the call lightning
spell or the lightning bolt spell once with this trait and 
regain the ability to do so when you finish a long rest. 
Charisma is your spellcasting ability for this spell and 
you require no material components.

Magma Genasi
Ability Score Increase. Either your Strength score or 

your Intelligence score increases by 1.
Eruption. Once per turn, you deal an extra 1d4 fire 

damage against one target on either a weapon attack or 
a spell that deals fire damage. Additionally, when you are 

DUAL PERSONALITY

Ettin heads are known to disagree often. You can 
have a different player play each head of the two 
heads of an Ettinborn character. They add together 
their hit points value, using the same AC (whichever 
is higher). They still have different statistics, which 
might represent different focuses or even physical 
asymmetrical mutations. Each player has only half of 
the total movement speed (15 feet normally), and 
each has their regular actions, though with control of 
only one of the arms. If you choose this option, you 
both form a true Ettin or a larger and purer Ettinborn, 
you lose the Two Heads are Better than One feature 
and your size becomes Large, instead of Medium.

Whenever one of the heads is subjected to a 
Strength, Dexterity or Constitution saving throw, the 
effects (other than damage) are applied on both heads, 
while Intelligence, Wisdom and Charisma saving 
throws are resolved individually unless they move you 
somewhere else (like the maze spell) or otherwise 
wouldn’t make sense. For example, one of the heads 
might be targeted by a charm person spell, while the 
other fights on.

DUAL PERSONALITY

other fights on.
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damaged by creature adjacent to you, you can spend your 
reaction to deal 1d4 fire damage to it. The fire damage you 
deal with this feature increases by 1d4 when you reach 
5th level (2d4), 11th level (3d4), and 17th level (4d4).

Fire Resistance. You have resistance to fire damage.

Mineral Genasi
Ability Score Increase. Either your Strength score or 

your Charisma score increases by 1.
Mineral Surface. Non-magical and non-adamantine 

bludgeoning, slashing and piercing damage you take is 
reduced by 3.

Poison Resistance. You are resistant to poison damage, 
and roll saving throws against poisons at advantage.

Ooze Genasi
Ability Score Increase. Either your Strength score or 

your Wisdom score increases by 1.
Acid Resistance. You have resistance to acid damage.
Amphibious. You can breathe air, water, and oozes 

(such as the insides of a gelatinous cube, though you 
are not immune to other effects caused by contact with 
ooze creatures).

Swim. You have a swimming speed of 25 feet.
Slippery Form. You have advantage on Athletics and 

Acrobatics rolls to escape a grapple, and also on any 
saving throw against an effect that would paralyze you.

Innate Spellcasting. When you reach 3rd level, you 
can cast the grease spell once with this trait and regain 
the ability to do so when you finish a long rest. Wisdom 
is your spellcasting ability for this spell and you require 
no material components.

Radiance Genasi
Ability Score Increase. Either your Intelligence score 

or your Charisma score increases by 1.
Innate Spellcasting. You know the light cantrip. 

When you reach 3rd level, you can cast the color spray
spell once with this trait and regain the ability to do 
so when you finish a long rest. When you reach 5th 
level, you can cast the daylight spell (the point of origin 
is yourself) once with this trait and regain the ability 
to do so when you finish a long rest. Charisma is your 

spellcasting ability for these spells and you 
require no material components.

Born of Light. You are resistant 
to radiant damage.

Salt Genasi
Ability Score Increase. Either your Wisdom score or 

your Charisma score increases by 1.
Innate Spellcasting. When you reach 3rd level, you 

can cast the protection from evil and good spell once 
with this trait and regain the ability to do so when you 
finish a long rest. When you reach 5th level, you can 
cast the see invisibility spell once with this trait and 
regain the ability to do so when you finish a long rest. 
Charisma is your spellcasting ability for these spells and 
you require no material components.

Smoke Genasi
Ability Score Increase. Either your Dexterity score or 

your Intelligence score increases by 1.
Innate Spellcasting. When you reach 5th level, you can 

cast the gaseous form spell (targeting yourself only) once 
with this trait and regain the ability to do so when you 
finish a long rest. Intelligence is your spellcasting ability for 
these spells and you require no material components.

Smog Breathing. You can breathe normally in any 
environment, and you are immune to harmful gases and 
vapors (such as cloudkill and stinking cloud effects, inhaled 
poisons, and the breath weapons of some dragons).

Steam Genasi
Ability Score Increase. Either your Wisdom score or 

your Charisma score increases by 1.
Fire Resistance. You have resistance to fire damage.
Innate Spellcasting. When you reach 3rd level, you 

can cast the fog cloud spell once with this trait and regain 
the ability to do so when you finish a long rest. When you 
reach 5th level, you can cast the blur spell once with this 
trait and regain the ability to do so when you finish a long 
rest. Charisma is your spellcasting ability for these spells 
and you require no material components.

Vacuum Genasi
Ability Score Increase. Either your Dexterity score or 

your Charisma score increases by 1.
Innate Spellcasting. When you reach 3rd level, 

you can cast either the absorb elements spell or the 
shield spell once with this trait and regain the ability 
to do so when you finish a long rest. Charisma is your 
spellcasting ability for these spells and you require no 
material components.

Unending Breath. You can hold your breath 
indefinitely while you’re not incapacitated.

Vacuum Resistance. You have resistance to necrotic 
damage and radiant damage.

Half-Giant
(goliath subraces)
Being distant descendants of the giants, the goliath’s 
blood eventually sprouted a different race in itself. 
However, the statistics of a goliath can be used to 
represent a more directly-related half-giant character with 
the few tweaks on some goliath features presented below. 
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Half-giants are usually the offspring of a 
brief union between a young giant and 
a human, the offspring’s alignment 
feature would also change according 
to which parent (the giant or the 
human) has cared for the child.

Cloud Giant
Remove the goliath’s Natural 
Athlete and Stone’s Endurance 
features, replacing them with those 
below.

Skye Rune. You know one between 
the gust or light cantrips. When you 
reach 3rd level, you can cast one 
between the feather fall or fog cloud 
spells once with this trait and regain 
the ability to do so when you finish a 
long rest. When you reach 5th level, 
you can cast either the levitate or 
misty step spells once with this trait 
and regain the ability to do so when 
you finish a long rest. Charisma is 
your spellcasting ability for these 
spells. You choose spells granted 
by this feature whenever you gain 
access to it, the choice can only be 
changed after you gain a level.

Keen Smell. You have advantage 
on Wisdom (Perception) checks that 
rely on smell.

Cyclops
Remove the goliath’s Ability Score Increase, 
replacing it with those below.

Ability Score Increase. Your Strength score 
increases by 2, and your Constitution score 
increases by 2.

Poor Depth Perception. You have 
disadvantage on any attack roll against a 
target more than 30 feet away.

Fire Giant
Remove the goliath’s Mountain 
Born, and Natural Athlete 
features, replacing them with 
those below.

Ild Rune. Once between long 
rests, you may spend a reaction 
when taking fire damage to become 
immune to fire damage until the end of your next turn.

Tool Proficiency. You gain proficiency with the 
artisan’s tools of your choice: smith’s tools, mason’s 
tools or tinker’s tools.

Fomorian
Remove the goliath’s Natural Athlete, Stone’s 
Endurance, Mountain Born, and Languages features, 
replacing them with those below.

Cavern Lurker. You have proficiency with either the 
Perception or Stealth skills.

Curse of the Evil Eye. As an action, 
you use your Evil Eye feature, but on 

a field save, the creature is also 
cursed with magical deformities. 
While deformed, the creature 
has disadvantage on ability 

checks, saving throws, and attacks 
based on Strength or Dexterity. The 

transformed creature can repeat the 
saving throw whenever it finishes 
a long rest, ending the effect on 
a success. Once you use this 
feature, you must finish a short 
or long rest before you can use 
it again.
Evil Eye. As an action, you can 

magically force a creature you 
can see within 60 feet of you 
to make a Charisma saving 
throw with a DC equal to 8 
+ your Constitution modifier 
+ your Proficiency bonus, or 
take 1d8 psychic damage. 
This feature’s damage 
increases by 1d8 when you 
reach 5th level (2d8), 11th 
level (3d8), and 17th level 

(4d8).
Superior Darkvision. You can 

see in dim light within 120 feet 
of you as if it were bright light, and 

in darkness as if it were dim light. You can’t 
discern color in darkness, only shades of gray.
Languages. You speak Undercommon and 

Giant.

Frost Giant
Remove the goliath’s Natural Athlete 

feature, replacing it with the one 
below.

Ise Rune. Once between 
long rests, you may spend a 
reaction when taking cold 
damage to become immune 

to cold damage until the end of 
your next turn.

Hill Giant
Remove the goliath’s Ability Score 

Increase, Mountain Born, and Natural 
Athlete features, replacing them with those 

below.
Ability Score Increase. Your Strength score increases by 

2, and your Constitution score increases by 2.
Hunger of Grolantor. To sustain yourself, you require 

twice the food of a regular humanoid.

Ogre
Remove the goliath’s Ability Score Increase, Mountain 
Born, and Natural Athlete features, replacing them with 
those below.

Half-giants are usually the offspring of a 
brief union between a young giant and 
a human, the offspring’s alignment 
feature would also change according 
to which parent (the giant or the 
human) has cared for the child.

Remove the goliath’s Natural 
Athlete and Stone’s Endurance 
features, replacing them with those 

 You know one between 
 cantrips. When you 

reach 3rd level, you can cast one 
fog cloud 

spells once with this trait and regain 
the ability to do so when you finish a 
long rest. When you reach 5th level, 

levitate or 
 spells once with this trait 

and regain the ability to do so when 
you finish a long rest. Charisma is 
your spellcasting ability for these 
spells. You choose spells granted 
by this feature whenever you gain 
access to it, the choice can only be 
changed after you gain a level.

 You have advantage 
on Wisdom (Perception) checks that 

Remove the goliath’s Ability Score Increase, 
replacing it with those below.

 Your Strength score 
increases by 2, and your Constitution score 

 You have 
disadvantage on any attack roll against a 

Remove the goliath’s Mountain 

features, replacing them with 

 Once between long 

Curse of the Evil Eye.
you use your Evil Eye feature, but on 

a field save, the creature is also 
cursed with magical deformities. 
While deformed, the creature 
has disadvantage on ability 

checks, saving throws, and attacks 
based on Strength or Dexterity. The 

transformed creature can repeat the 
saving throw whenever it finishes 
a long rest, ending the effect on 
a success. Once you use this 
feature, you must finish a short 
or long rest before you can use 
it again.
Evil Eye.

magically force a creature you 
can see within 60 feet of you 
to make a Charisma saving 
throw with a DC equal to 8 
+ your Constitution modifier 
+ your Proficiency bonus, or 
take 1d8 psychic damage. 
This feature’s damage 
increases by 1d8 when you 
reach 5th level (2d8), 11th 
level (3d8), and 17th level 

(4d8).
Superior Darkvision.

see in dim light within 120 feet 
of you as if it were bright light, and 

in darkness as if it were dim light. You can’t 
discern color in darkness, only shades of gray.
Languages. You speak Undercommon and 

Giant.

Frost Giant
Remove the goliath’s Natural Athlete 

feature, replacing it with the one 
below.

Ise Rune.
long rests, you may spend a 
reaction when taking cold 
damage to become immune 

to cold damage until the end of 
your next turn.

Hill Giant
Remove the goliath’s Ability Score 
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Ability Score Increase.
Your Strength and your 
Constitution scores 
increase by 2, your 
Intelligence score 
decreases by 1.

Darkvision. You 
can see in dim light 
within 60 feet of you as 
if it were bright light, and 
in darkness as if it were dim 
light. You can’t discern color in 
darkness, only shades of gray.

Stone Giant
Remove the goliath’s Natural Athlete and 
Mountain Born features, replacing them 
with those below.

Darkvision. You can see in dim light 
within 60 feet of you as if it were bright 
light, and in darkness as if it were dim 
light. You can’t discern color in darkness, 
only shades of gray.

Stone Camouflage. You have advantage 
on Dexterity (Stealth) checks made to hide 
in rocky terrain.

Rock Catching. Whenever you use your 
Stone’s Endurance ability against a rock or 
similar object that is hurled at you, you can 
attempt to deflect or catch it. If you reduce the 
damage to 0, you can catch the rock if it is small 
enough for you to hold in your available hands. 
If you catch a missile in this way, you can make 
a ranged attack with the rock you just caught, as 
part of the same reaction. You make this attack with 
proficiency, regardless of your weapon proficiencies.

Storm Giant
Remove the goliath’s Natural Athlete and Stone’s 
Endurance features, replacing them with those below.

Amphibious. You can breathe air and water.
Uvar Rune. You know one between the light or 

shocking grasp cantrips. When you reach 3rd level, you 
can cast one between the detect magic or feather fall
spells once with this trait and regain the ability to do so 
when you finish a long rest. When you reach 5th level, 
you can cast either the levitate or water breathing spells 
once with this trait and regain the ability to do so when 
you finish a long rest. Charisma is your spellcasting 
ability for these spells. You choose spells granted by this 
feature whenever gou gain access to it, the choice can 
only be changed after you gain a level.

Storm Resistance. You are resistant to Lightning and 
Thunder damage.

Troll
Remove the goliath’s Ability Score Increase, Natural 
Athlete, Stone’s Endurance, and Mountain Born 
features, replacing them with those below.

Ability Score Increase. Your Constitution score 
increases by 2, and your Strength score increases by 1.

Claws. Your claws are natural 
weapons, which you can use to make 

unarmed strikes. If you hit with 
them, you deal slashing damage 

equal to 1d4 + your Strength 
modifier slashing damage.

Darkvision. You can see in 
dim light within 60 feet of you 
as if it were bright light, and 
in darkness as if it were dim 

light. You can’t discern color in 
darkness, only shades of gray.

Keen Smell. You have advantage 
on Wisdom (Perception) checks 

that rely on smell.
Regeneration. On your turn, you 

can use a bonus action to expend hit 
die and heal accordingly, as if you were 

benefiting from a short rest. Once you 
use this feature, you must finish a short 
or long rest before you can use it again. 
You can use this feature even if you 
are unconscious, and if you do so, you 
heal before rolling any Death Saving 
Throws. However, you cannot use this 

feature if you have taken acid or 
fire damage within the last minute. 
Additionally, when you finish 
a long rest, you automatically 
benefit from the effects of a 

regenerate spell on yourself.

Half-Construct
Brought back from the brink of death through the 
experiments of wizards, these creatures have some vital 
parts of their bodies - damaged in various accidents - 
replaced by worldly materials and imbued with magic, 
granting them powers beyond a regular member of their 
race.

Old Life. Choose your base race, you gain all of the 
race’s abilities regularly, but must choose to replace 
one or more of the race’s ability score increases with 
the list of features below. You can apply one extra -1 
score on any of your abilities - which might reflect some 
consequence of the event that nearly took your life 
and made you need replacement construct parts  - and 
choose one of the features accordingly. Alternatively, as 
per your DM’s judgement, you might choose to replace 
one of your racial features with those below.

Absorption (2 ability scores). Choose one type of 
damage between acid, fire, and lightning. Whenever 
a saving throw allows for taking half damage on a 
successful save against the chosen type of damage, 
you instead heal for the damage you would take on a 
successful save.

Berserk (1 ability score). Once between rests, whenever 
reduced below half your hit points. You can spend your 
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reaction to enter a rage as per the barbarian class feature, 
as if you were a barbarian of half your total level.

Construct Mind (1 ability score). You are immune to 
the Charmed and Frightened conditions, and resistant 
to psychic damage. Additionally, you gain Darkvision 
with a range of 60 ft., and you remain alert of your 
surroundings while taking a long rest.

Construct Organs (1 ability score). You are immune 
to Exhaustion, to the Poisoned condition, to any spell or 
effect that would alter your form, and resistant to poison 
damage. Additionally, you don’t need food or water to 
sustain yourself (but still need rest and repairs), and 
don’t need to breathe.

Haste (varies). For 1 ability score, once between rests, 
you can cast haste on yourself as an action, it doesn’t 
require your concentration and lasts only until the end 
of your next turn. For 2 ability scores, the haste lasts as 
per the spell.

Magic Resistance (2 ability scores). You have 
advantage on saving throws against spells and other 
magical effects.

Plating (1 ability score). You reduce bludgeoning, 
slashing and piercing damage you take from non-
magical non-adamantine weapons by 3. Additionally, 
you are immune to the Petrified condition.

Poison Breath (1 ability score). Once between rests, 
you can exhale a 15-foot cone of poisonous gas as a 
bonus action. Each creature in that area must make a 
Constitution saving throw with a DC equal to 8 + your 
Proficiency modifier + your Constitution modifier, taking 
2d6 poison damage on a failed save, or half as much 
damage on a successful one. The damage increases to 
3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level.

Slam (1 ability score). Your construct fist becomes a 
natural weapon, dealing 1d8 bludgeoning, slashing, or 
piercing damage (chosen at character creation). Your 
Slam is considered a magic weapon for the purposes of 
overcoming damage resistance.

Slow (1 ability score). For 1 ability score, once 
between rests, you can cast slow as an action, it 
doesn’t require your concentration.

Kuo-toa
Ability Score Increase. Your 

Strength, Constitution, and Wisdom 
scores all increase by 1.

Age. Kuo-toas age as half-orcs do.
Alignment. In their selfish 

madness, kuo-toas tend towards 
neutrality and evil.

Size. Your size is Medium.
Darkvision. You can see in dim light within 120 feet 

of you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray.

Speed. Your base walking speed is 30 feet. You have 
a swim speed of 30 feet.

Amphibious. You can breathe air and water.
Otherworldly Perception. You can sense the 

presence of any creature within 30 feet of you that is 
invisible or on the Ethereal Plane. You can pinpoint 
such a creature that is moving.

Bite. Your bite is a natural weapon, which you can use 
to make unarmed strikes. If you hit with them, you deal 
piercing damage equal to 1d4 + your Strength modifier.

Underwater Warfare. You are proficient with nets 
and spears.

Slippery. You have advantage on ability checks and 
saving throws made to escape a grapple. You also 
secrete a sticky substance over your scales. Once per 
day, you can collect enough to apply over a shield, so 
it can be used as per the sticky shield ability a kuo-toa 
possesses (Monster Manual, the DC is equal to 8 + the 
wielder’s Strength modifier, and add proficiency bonus 
only if the shield is being wielded by a kuo-toa). The 
shield eventually loses its sticky properties after 24 
hours.

Sunlight Sensitivity. While in sunlight, the kuo-toa 
has disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight.

Languages. You can speak Undercommon.

Pixie
Ability Score Increase. Your Dexterity score 

increases by 4, your Wisdom score increases by 1, your 
Charisma score increases by 1, your Strength score 
decreases by 6.

Age. You age similarly to elves.
Alignment. Curious and noble-hearted forest dwellers, 

Pixies tend towards good.
Size. You are Tiny.
Speed. Your base walking speed is 10 feet. Your 

wings grant you a flying speed of 30 feet. 
Tiny Fey. You are a fey creature, not a humanoid. All 

your hit die are reduced by one die category (d6 to d4, 
for example).

Magic Resistance. You have advantage on saving 
throws against spells and other magical effects.

Pixie Dust. Your wings exhale a potent magical dust, 
which you can use to cast the following spells. Your 
spellcasting ability for these spells is Charisma.
• 1st level, at will: dancing lights, druidcraft
• 1st level, 1/day out of: detect evil and good, entangle, 

sleep
• 3rd level, 1/day out of: detect thoughts, phantasmal 

force
• 5th level, 1/day out of: dispel magic, fly
• 7th level, 1/day out of: confusion, polymorph

Faerie Trickster. You can cast greater invisibility on 
yourself without expending material components once 
between rests. Additionally, whenever you hit with a 

between rests, you can cast  as an action, it 
doesn’t require your concentration.

Kuo-toa
Ability Score Increase. Your 

Strength, Constitution, and Wisdom 
scores all increase by 1.

Age. Kuo-toas age as half-orcs do.
Alignment. In their selfish 

madness, kuo-toas tend towards 
neutrality and evil.
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weapon attack while invisible, you deal damage as if 
your weapon were a Medium sized version of itself. For 
example, attacking a creature while invisible with a tiny 
shortbow would cause 1d6 piercing damage instead of 
its regular 1 piercing damage.

Languages. You know Sylvan.

Sahuagin
Ability Score Increase. Your Strength score 

increases by 2 and your Wisdom score increase by 1.
Age. Sahuagin age as half-orcs do.
Alignment. Sahuagin have a structured and 

oppressive society, leaning towards law and evil.
Size. Your size is Medium.
Darkvision. You can see in dim light within 120 feet 

of you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray.

Speed. Your base walking speed is 30 feet. You have a 
swim speed of 40 feet.

Blood Frenzy. On your first attack every turn, you 
have advantage on a melee attack rolls against any 
creature that doesn’t have all its hit points. You can’t 
benefit from this trait when attacking construct, 
elemental, or any creature that lacks liquid blood (such 
as an undead skeleton).

Fang and Claw. Your fangs and claws are natural 
weapons, which you can use to make unarmed strikes. 
If you hit with them, you deal either piercing (fangs) 
or slashing (claws) damage equal to 1d4 + your 
Strength modifier.

Limited Amphibiousness. You can breathe air and 
water, but you need to be submerged at least once 
every 4 hours plus 1 hour per Constitution modifier to 
avoid suffocating.

Shark Skin. You gain a +1 bonus to your AC.
Shark Telepathy. You can cast animal friendship an 

unlimited number of times with this trait, but you can 
target only sharks with it. Wisdom is your spellcasting 
ability for this spell. You also have a limited telepathy to 
communicate with sharks.

Languages. You can speak Sahuagin.

Sprite
Ability Score Increase. Your Dexterity score 

increases by 4, your Intelligence score increases by 1, 
your Wisdom score increases by 1, your Strength score 
decreases by 6.

Age. You age similarly to elves.
Alignment. Stalwart defenders of the woodlands, 

Sprites tend towards good, opposing other evil fey.
Size. You are Tiny.
Speed. Your base walking speed is 10 feet. Your 

wings grant you a flying speed of 30 feet. Your flying 
speed increases by 5 feet when you reach 3rd level, and 
by another 5 feet when you reach 5th level.

Tiny Fey. You are a fey creature, not a humanoid. All 
your hit die are reduced by one die category  (d6 to d4, 
for example).

Heart Sight. You can touch a creature and magically 
know its current emotional state. If the target fails a 
DC 8 + your Proficiency modifier + your Intelligence 
modifier Charisma saving throw, you also know the 
creature’s alignment. Celestials, fiends, and undead 
automatically fail the saving throw.

Invisibility. You may cast the invisibility spell on 
yourself a number of times between long rests equal to 
your proficiency modifier.

Forest Protectors. Whenever you hit an unconscious 
poisoned creature with a weapon attack, it takes 
damage as if your weapon were a Large version of itself. 
For example, attacking an unconscious creature with a 
tiny shortbow would cause 2d6 piercing damage instead 
of its regular 1 piercing damage.

Poison Brewer. You gain proficiency on the Poisoner’s 
kit. Additionally, once between rests you can use the fairy 
dust off your own wings to create six doses of sleep poison, 
which loses its efficiency after 24 hours. Creatures hit by 
weapons coated with this poison must succeed on a DC 8 
+ your Proficiency modifier + your Intelligence or Wisdom 
modifier Constitution saving throw or become poisoned 
for 1 minute. If its saving throw fails by 5 or more, the 
poisoned target falls unconscious for the same duration, or 
until it takes damage or another creature takes an action to 
shake it awake.

Languages. You know Common, Elvish, and Sylvan.

Thri-kreen
Ability Score Increase. Your Dexterity score 

increases by 2, your Wisdom score increases by 1.
Age. A thri-kreen reaches adulthood at the age of 5 

and generally lives only into their third decade.
Alignment. Most tend toward a freedom-based 

lifestyle of chaos and neutrality.
Size. Your size is Medium.
Darkvision. You can see in dim light within 60 feet 

of you as if it were bright light, and in darkness as if it 

TINY WEAPONS

The wording on the heavy property of weapons 
in the Player’s Handbook allows us to assume that 
all weapons presented there are sized for small and 
medium creatures (with the heavy weapons leaning 
towards the medium or larger).

The entry for sprites in the Monster’s Manual lists 
their weapon damage as 1 of the weapon’s damage type.

The Dungeon Master’s Guide (p. 278) presents a 
ruling that prevents creatures from wielding weapons 
two size categories than their own size.

All that said, you could rule that a tiny pixie or sprite 
might be able to wield tiny weapons regularly (dealing 1 
damage on each attack), and wield the regular medium-
sized weapon at a disadvantage for ir being one size 
category higher (as small characters are able to wield 
them), being unable to wield weapons with the heavy 
category, similarly to what happens to small characters.

TINY WEAPONS
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were dim light. You can’t discern color in darkness, only 
shades of gray.

Speed. Your base walking speed is 35 feet.
Additional Limbs. You have an extra pair of arms 

coming out of your torso. They are too small to attack 
with, but can properly hold, draw or stow one extra item 
on your turn.

Bite. As an action, you can bite as a natural weapon 
attack, dealing 1d6+Strength modifier piercing 
damage on a hit, and forcing the target to succeed on 
a Constitution saving throw with a DC equal to 8 + 
your Wisdom modifier + your Proficiency bonus or be 
poisoned for 1 minute. If the saving throw fails by 5 or 
more, the target is also paralyzed while poisoned in this 
way. The poisoned target can repeat the saving throw on 
each of its turns, ending the effect on itself on a success. 
Once you hit a target with this attack, you must finish 
a short or long rest before you can use its poisonous 
feature again, but may use the bite alone as usual.

Chameleon Carapace. You can change the color of 
your carapace to match the color and texture of your 
surroundings. You have advantage on Dexterity (Stealth) 
checks. Additionally, while you are not wearing armor, 
your carapace grants you an AC of 13 + your Dexterity 
modifier.

Standing Leap. Your long jump is up to 30 feet 
and your high jump is up to 15 feet, with or without a 
running start.

Torpor. When taking a long rest, instead of sleeping, 
you enter a state of torpor, during which you remain fully 
aware of their surroundings. After four hours of torpor, 
you gain the benefits of a long rest. Also, magic can’t put 
you to sleep.

Languages. You can speak Thri-kreen, which is 
more of a combination of mandible clicks and antennae 
waving than a language based on words. In order to 
interact with creatures who speak other vocal languages, 
thri-kreens often resort to other methods, such as 
drawing pictures in the sand or making pictures out of 
twigs or blades of grass.

Treantkin
Treants usually live in the deepest forests, having 
contact only on occasion with humanoids, usually a 
druid or a wood elf. However, treants who spent their 
time nearer to druidic coves or communities in the 
woods began to interact more with these folk, and 
eventually their thoughts started to grow similar to that 
of humanoids, and when awakening trees in the forests, 
sometimes those would take their form.

Ability Score Increase. Your Strength, Constitution, 
and Wisdom scores all increase by 1.

Age. A treantkin reaches adulthood at the age of 30 
and can live well into millenniae depending on the type 
of tree it was awakened from.

Alignment. Treantkin tend to live free lives and tend 
towards chaos and good.

Size. Treantkin average about 6 feet tall and weigh 
well over 300 pounds. Your size is Medium.

Speed. Your base walking speed is 25 feet.
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Slam. Your wooden fists are natural weapons, which 
you can use to make unarmed strikes. If you hit with 
them, you deal bludgeoning damage equal to 1d6 + your 
Strength modifier.

Barkskin. Your AC can’t be less than 16, regardless of 
what kind of armor you are wearing.

Foliage. You have advantage on Dexterity (Stealth) 
checks made to hide in forest terrain. However, you have 
disadvantage on rolls against effects that would cause 
fire damage.

Innate Spellcasting. You know the druidcraft 
cantrip. When you reach 3rd level, you can cast the 
animal messenger spell once with this trait and regain 
the ability to do so when you finish a long rest. When 
you reach 5th level, you can, as an action, conjure the 
creatures below, following the same rules as a conjure 
animals spell (including Concentration) once with this 
trait and regain the ability to do so when you finish a 
long rest.
•	 Two vine blights
•	 Four needle blights
•	 Eight twig blights

These blights are not tainted, being neutral good 
instead of neutral evil, and must be awakened from the 
vegetation available within range.

Wisdom is your spellcasting ability for these spells. 
Plant. You are considered both an humanoid and a 

plant creature.
Languages. You can speak, read, and write Common 

and Druidic.

Troglodyte
Ability Score Increase. Your Strength and 

Constitution scores increase by 2, your Intelligence 
score is reduced by 1.

Age. Troglodytes age as half-orcs do.
Alignment. Troglodytes are cold and selfish hunters, 

tending towards chaos and evil.
Size. Your size is Medium.
Darkvision. You can see in dim light within 60 feet 

of you as if it were bright light, and in darkness as if it 
were dim light. You can’t discern color in darkness, only 
shades of gray.

Speed. Your base walking speed is 30 feet.
Fang and Claw. Your fangs and claws are natural 

weapons, which you can use to make unarmed strikes. 
If you hit with them, you deal either piercing (fangs) or 
slashing (claws) damage equal to 1d4 + your Strength 
modifier.

Chameleon Skin. You have advantage on Dexterity 
(Stealth) checks made to hide. Also, you gain a +1 bonus 
to your AC.

Stench. As a bonus action, you can secrete an 
oily substance out of your skin, nauseating nearby 
opponents for 1 minute. While active, any creature 
other than a troglodyte that starts its turn within 5 feet 
of the troglodyte must succeed on a Constitution saving 
throw with a DC of 8 + your Constitution modifier + your 
Proficiency bonus or be poisoned until the start of the 
creature’s next turn. On a successful saving throw, the 
creature is immune to the stench of all troglodytes for 
1 hour. After using this feature you regain the ability to 
use it after a short rest.

Sunlight Sensitivity. While in sunlight, the troglodyte 
has disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight.

Languages. You can speak Troglodyte. You can use 
your stench to freely and wordlessly communicate 
simple ideas with other troglodytes within 60 feet of you.
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T
his section is where the bulk of this 
book actually formed from.

Starting to tinker and adapt the classes 
presented in the Player’s Handbook
sprouted a few initial archetypes kept back 
and revisited from time to time.

Demands from players wanting a character more 
customized to their needs eventually sprouted a few 
more, while the natural course of the story in some 

campaigns eventually drove towards others, completely 
different ones.

The creation of these archetypes, their origins in other 
media, old sources, and player’s own minds, eventually 
demanded the creation of the other options in this 
book. Some of them might be more close-knit together 
than others, but as all player’s options in D&D, the fact 
that they might come together seamlessly or to create 
entirely new perspective and oddities is no restriction in 
their existance.

Path of the Fiend
Barbarian Archetype

Some far off tribes seal pacts with various fiends in 
order to survive, to subjugate other tribes, or just to gain 
power. Barbarians of these tribes use these pacts to 
reach further peaks of rage, fueled by fiendish energies, 
turning themselves into engines of destruction on the 
battlefield. The most common is for a tribe to seal a pact 
with Baphomet or Yeenoghu in order to reach their level 
of savagery and thirst for destruction in the hunt.

Fiendish Frenzy
Starting when you choose this path at 3rd level, you can 
call upon hellish or abyssal boons upon your strikes. 
Whenever you hit with a melee weapon attack while 
raging, you can sacrifice a hit die, and use it to deal extra 
fire or necrotic damage on your attack. If you currently 
lack any hit dies, you can choose to take 1d12 fire and 
necrotic damage, dealing extra 1d12 fire or necrotic 
damage on your attack. Additionally, you are resistant to 
fire and necrotic damage while you are raging.

Soul Sacrifice
Beginning at 6th level, you learn 
a ritual used to sacrifice 
your defeated foes to 
your fiendish lords. By 
spending 10 min after 
battle to ritualistically 
burn their bodies, you 
can send the soul of a 
creature that was reduced 
to 0 hit points by you 
towards your lord’s domain, 
and recover 1 hit dice if the 
creature had a CR of up to 1, 
and 2 hit die if higher.

Additionally, you learn either 
Abyssal or Infernal. You cannot 
recover more than half your hit die 
this way between long rests.

Hexing Hysteria
Beginning at 10th 
level, whenever 
you rage, you can 

choose to cast the hex spell at 1st level automatically 
against a target within range. However, if you choose 
to cast the spell, your rage ends if you spend one turn 
without taking damage or attacking the hexed target. 
This hex ignores the restriction your rage imposes on 
spellcasting and you can maintain concentration on this 
hex while raging. 

Cursed Carver
Starting at 14th level, when you damage a creature 
afflicted by a hex casted by you while raging, you can 
choose to automatically cast bestow curse at 3rd level 
on it (Wisdom saving throw DC of 8 + your proficiency 
modifier + your Constitution modifier). This curse 
removes the previous hex, if not resisted, and ignores 
the restriction your rage imposes on spellcasting, and 
you can maintain concentration on this bestow curse
while raging.

College of 
Painting
Bard Archetype

As already experimented with 
other forms of art, such as singing, 

instrument playing, and even story-
telling, bards may draw upon painting for 
their spellcasting. Bards of this college 
use their knowledge to change spells 
with magically imbued paint and ink, 
creating illusions unattainable by even a 
master illusionist, and altering spells in 
versatile way based in their colors.

Bonus Proficiencies
When you join the College of Painting 
at 3rd level, you gain proficiency with 
the Painter’s supplies, and you can 
use this tool as your spellcasting 
focus, and you can choose to double 
your proficiency modifier with it using 

your Expertise feature.
You also add the minor illusion

cantrip and the color spray spell to your spell 

Class Archetypes

necrotic damage, dealing extra 1d12 fire or necrotic 
damage on your attack. Additionally, you are resistant to 
fire and necrotic damage while you are raging.

Beginning at 6th level, you learn 
a ritual used to sacrifice 
your defeated foes to 
your fiendish lords. By 
spending 10 min after 
battle to ritualistically 
burn their bodies, you 
can send the soul of a 
creature that was reduced 
to 0 hit points by you 
towards your lord’s domain, 
and recover 1 hit dice if the 
creature had a CR of up to 1, 
and 2 hit die if higher.

Additionally, you learn either 
Abyssal or Infernal. You cannot 
recover more than half your hit die 
this way between long rests.

Beginning at 10th 

College of 

instrument playing, and even story-
telling, bards may draw upon painting for 
their spellcasting. Bards of this college 
use their knowledge to change spells 
with magically imbued paint and ink, 
creating illusions unattainable by even a 
master illusionist, and altering spells in 
versatile way based in their colors.

Bonus Proficiencies
When you join the College of Painting 
at 3rd level, you gain proficiency with 
the Painter’s supplies, and you can 
use this tool as your spellcasting 
focus, and you can choose to double 
your proficiency modifier with it using 

your Expertise feature.
You also add the 

cantrip and the 
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list, they don’t count against the number of cantrips or 
spells you know.

Chromatic Spellcraft
Also at 3rd level, you learn how to use chromatic 
energies to alter spells you cast. When you cast a Bard 
spell of 1st level or higher, you can choose to expend 
one of your uses of Bardic Inspiration to add color to 
the spell, in doing so, you change the type of all damage 
the spell would cause to one of acid, cold, fire, lightning, 
poison, or thunder.

Additionally, once before the end of your next turn, 
the first time an allied creature damages one of the 
creatures you damaged with this spell, it deals extra 
damage equal to your Bardic Inspiration die, of the type 
you chose to alter the spell with.

Color and Light
At 6th level, whenever you use your Chromatic Spellcraft 
feature to alter a spell’s damage type, all targets roll 
saves against it at disadvantage.

Additionally, all illusion spells you cast that rely purely 
on sight (no sound) have their duration doubled and you 
add the silent image spell to your known spells list, it 
doesn’t count against your maximum number of spells 
known, and you can choose another spell if you already 
know it.

Alla Prima
Starting at 14th level, when an ally deals extra damage 
due to your Chromatic Spellcraft feature, the targeted 
creature becomes vulnerable to the next source of that 
damage type until the end of your next turn.

Chaos Domain
Cleric Archetype

Few divine beings stretch their luck so far as to meddle 
in the powers emanating from the plane of Limbo, the 
ones that do often offer powerful magic, and even more 
powerful madness.

Chaos Domain Spells
Cleric Level Spells
1st  chaos bolt, find familiar
3rd  augury, crown of madness
5th  enemies abound, hypnotic pattern
7th  confusion, freedom of movement
9th  mislead, modify memory

Limbo Familiarity
When you choose this domain at 1st level, you gain a 
slaad control gem and can choose to summon a blue or 
red slaad tadpole with your find familiar spell. While the 
slaad tadpole is within 10 feet of its master, the master 
shares the tadpole’s Magic Resistance trait.

Additionally, whenever you provoke a Wild Magic 
Surge, if your familiar can see you, it is fully healed and 
can spend its reaction to make an Attack.

Dual-sided Luck
Starting at 1st level, When you roll a 1 on the d20 for 
an attack roll, ability check, or saving throw, you can 
reroll the die and must use the new roll. Once you have 
benefitted from this feature, you can only do so again 
after a short rest. Any time before you regain the use of 
this feature, when you roll a 20 on the d20 for an attack 
roll, ability check, or saving throw, you can reroll the die 
and must use the new roll. You then regain the use of 
this feature.

Channel Divinity: Bestow Chaos
Starting at 2nd level, you can use your Channel 
Divinity to manipulate the forces of chance and chaos 
to grant advantage on the next attack roll, ability check, 
or saving throw for each ally within 30 feet of you. 
However, you cause a Wild Magic Surge (PHB, 104) 
centered on yourself.

Double or Nothing
Beginning at 6th level, whenever you cast a cleric spell 
of 1st level or higher on an ally, you can choose for your 
ally to make a saving throw against it. The ally rolls a 
d20 and adds your Charisma modifier to the result. If 
the result is 1-10, the spell is wasted, however, if the 
result is 11-20, the spell also affects you.

Chaotic Imbuing
At 8th level, you gain the ability to infuse your weapon 
strikes and cantrips with chaotic energy. Once on each 
of your turns when you hit a creature with a weapon 
attack, a spell attack cantrip, or it fails on the save 
against one of your captrips, you can cause extra 2d4 
damage to the target. This damage type is determined 
by choosing between the results of either die extra 
damage or the sum of both:

1. Acid
2. Cold
3. Fire
4. Force
5. Lightning
6. Poison
7. Psychic
8. Thunder
When you reach 14th level, the extra damage increases 

to 4d4. If you roll the same number on all d4, the chaotic 
energy leaps from the target to a different creature of your 
choice within 30 feet of it. Make an attack roll against the 
new target, and make a new damage roll (only the 4d4 
granted by this feature), which could cause the 
chaotic energy to leap again.

Reign of Chaos
Starting at 17th level, whenever you 
would normally roll one 
or more dice to deal 
damage or restore 
hit points with a 
cleric spell of 1st 
level or higher, 
you can choose 
to roll a dice, 
provoke a Wild 

new target, and make a new damage roll (only the 4d4 
granted by this feature), which could cause the 
chaotic energy to leap again.

Reign of Chaos
Starting at 17th level, whenever you 
would normally roll one 
or more dice to deal 
damage or restore 
hit points with a 
cleric spell of 1st 
level or higher, 
you can choose 

provoke a Wild 
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Magic Surge (PHB, 104), and proceed as below. All these 
effects are limited to the end of your current turn only.

Odd result. The targets of the damaging spell may 
reroll its saving throw, or you must reroll your spell 
attack rolls. A healing spell heals its minimum possible 
amount of hit points.

Even result. The target is considered vulnerable to all 
damage the spell deals. A healing spell heals double its 
maximum possible amount of hit points.

Circle of the Predator
Druid Archetype

The Circle of the Predator seeks to include intelligent 
humanoid creatures back into the food chain as the 
predators they are, and as maintainers of the cycle.
Using magic and intelligence as their natural gifts, 
these druids enhance their martial abilities in order to 
perform their work.

Druids of this circle usually focus their activities in 
the hunting grounds of barbarian villages, incorporating 
their dogmas into their culture seamlessly.

Druidic Warrior Tradition
Starting at 2nd level, you learn the shillelagh cantrip, 
and can apply it to all melee weapons druids are 
proficient with, replacing the material component of 
the spell with the weapon accordingly. The weapon’s 
damage die increases to d10 instead of d8.

Additionally, you are considered proficient with the 
carpenter’s tools. However, as your tradition dictates, 
you use your druidic focus for this activity instead. You 
use your druidic magic to slowly shape and twist the 
wood, instead of carving and cutting it.

Natural Weapon
Starting at 6th level, you can attack twice, instead of 
once, whenever you take the Attack action on your turn 
and are wielding a weapon imbued by the shillelagh
cantrip. The number of attacks increases to three when 
you reach 11th level in this class.

Ferocity
Starting at 10th level, as an action, you can loudly roar 
in bestial rage, ending all frightened effect on yourself 
or on allied creatures within 30 feet. After using this 
feature, you have advantage on all melee attack until the 
end of your next turn.

Additionally, you learn the ironwood spell (see Spells). 
You always have it memorized, it doesn’t count against 
your number of memorized spells, and can use it once 
between long rests without expending a spell slot (even 
if you don’t have a slot of high enough level yet).

Primal Guardian
Starting at 14th level, you learn the guardian of nature 
spell. You always have it memorized, it doesn’t count 
against your number of memorized spells. Whenever 
you cast it, you don’t need to choose between the two 
forms, instead gaining the benefits of both while it lasts.

Bannerlord
Fighter Archetype

Banner carriers have 
proven to be the turning 
point of more than one 
big battle, bringing 
some direction to 
the chaos of war, 
ordering troops 
from afar into a single 
concise unit. Fighters have been known to use such 
techniques while representing their armies to great effect.

Battlefield Banner
Beginning when you choose this archetype at 3rd 
level, you may wield a banner of your army, clan, guild, 
group, or other form of organization, with special ability. 
The banner may take the form of a simple wooden 
pole bearing a cloth banner you can wield with one 
hand. Alternatively, your banner can be adapted as a 
quarterstaff, a spear, a glaive, a halberd, a pike, or a 
trident, and used in combat.

Herald of War
Also at 3rd level, while you are carrying your banner or 
it is firmly planted on the ground as a bonus action, it 
emanates a 30 feet aura for allies who can see it. You 
may change the aura by waving your banner in a certain 
way while you wield it in one of your hands, waving it 
around or changing its sign somehow, instructing your 
allies on applying other tactics or be inspired in crucial 
moments of battle, but you must have the banner in your 
hands in order to do so. Your banner can be strapped to 
your back if you have the proper equipment to do so, but 
you need to wield it in your hands in order to change the 
aura it emanates.

Herald of Duty. You and allies within the aura of your 
banner have advantage on saving throws against effects 
that would push, pull, slide, or shove them. Additionally, 
once per round, any of the creatures affected by this 
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aura can move extra feet equal to your proficiency 
modifier times 5 feet, this movement can be divided 
among different creatures.

Herald of Hope. You and allies within the aura of your 
banner gain extra hit points equal to your proficiency 
modifier whenever healed. Additionally, once per round, 
you choose one of the creatures affected by this aura 
who is under half their maximum hit points to heal your 
proficiency modifier hit points at the start of their turn 
as long as they have at least 1 hit point. To benefit from 
this healing, the ally needs to be under immediate threat 
(enemies within the area and tracked initiative order.)

Herald of Resolve. You and allies within the aura 
of your banner have advantage on saving throws 
against effects that would cause the charmed condition. 
Additionally, once per round, one of the creatures 
affected by this aura can reduce your proficiency 
modifier from one damage source.

Herald of Valor. You and allies within the aura of your 
banner have advantage on saving throws against effects 
that would cause the frightened condition. Additionally, 
once per round, one of the creatures affected by this 
aura can add your proficiency modifier as bonus 
damage on damage roll.

Call to Arms
Starting at 7th level, you can direct and demand greater 
deeds from certain allies. You can use your action to 
perform the options below, after using any of these 
powers, you must regain the ability to do so after you 
finish a long rest. Alternatively, you can choose to 
expend one use of your Action Surge feature without 
gaining its benefits to regain one use of this feature.

Cavalry Charge. You and all allies within the aura of 
your banner grant the creatures they currently mount (if 
any, the creature must be one size category larger than 
the one mounting it, or somehow able to be mounted) 
the Trampling Charge feature until the end of your 
next turn (as per the warhorse feature), changing the 
DC according to their Strength modifiers. If any of the 
mounts already had the Trampling Charge feature, their 
DC is increased by 5.

Rallying Cry. You and all allies within the aura of 
your banner gain temporary hit points equal to your 
proficiency modifier, and deal that same number as 
extra damage on their next successful attack until the 
end of your next.

Tactical Retreat. You and all allies within the aura 
of your banner gain 10 feet of extra movement and do 
not provoke opportunity attacks from moving out of an 
opponent’s reach until the end of your next turn.

Volley. You and all allies within the aura of your 
banner gain advantage on your next ranged attack until 
the end of your next turn. You or any ally can choose to, 
instead, gain half-cover for the duration.

Last Stand
At 10th level, whenever you use your Second Wind 
feature, it also affects all allies within the aura of your 
banner, healing half as much.

Inspire
Starting at 15th level, every time you hit with three 
attacks in one turn, you may grant an ally within your 
banner’s aura Inspiration.

Herald of Victory
At 18th level, all secondary features of your banner’s 
Herald of War auras can be applied twice per round, 
instead of only once per round.

Commander
Fighter Archetype

No army or military unit maintains cohesion in battle 
without someone directing them, the difference between 
an organized and precise cavalry charge and a band of 
rambling brigands is precisely the competence of the 
one giving the orders, and their effectiveness changes 
accordingly. The Commander is a fighter specialized 
in just that, giving orders and organizing his group 
towards maximum efficiency, attaining victory through 
battlefield dominance.

Battle Tactics
When you choose this archetype at 3rd level, you learn 
maneuvers that are fueled by special dice called tactics 
dice.

Tactics. You learn three tactics of your choice, which 
are detailed under “Tactics” below. Many tactics are 
based on timely reactions you can use to bolster or 
protect your allies. Allies need to be within 60 feet of 
you and able to hear or see you to benefit.

You learn two additional tactics of your choice at 7th, 
10th, and 15th level. Each time you learn new tactics, 
you can also replace one tactic you know with a different 
one.

Tactics Dice. You have four tactics dice, which are d8s. 
A tactics die is expended when you use it. You regain all 
of your expended tactics dice when you finish a short or 
long rest.

You gain another tactics die at 7th level and one more 
at 15th level.

Saving Throws. Some of your tactics require your 
target to make a saving throw to resist the tactic’s 
effects. The saving throw DC is calculated as follows:

Tactic save DC = 8 + your proficiency bonus + your 
Intelligence or Charisma modifier (your choice)

Tactics
Ardor. As a reaction when an ally is about to make a 

weapon attack, add your tactic die to the damage roll. 
The die is lost if the ally fails to hit the target.

Art of War. As a reaction when an ally is about to 
make a skill check, add your tactics die to the roll.

Bolster. As a reaction when an ally regains hit 
points or gains temporary hit points, add your tactics 
die to the amount of hit points healed or temporary 
hit points gained.

Motivate. As a reaction when an ally is about to make 
a saving throw, add your tactics die to the roll.
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Position. As a reaction when an ally is about to be 
targeted by an opportunity attack, the ally does not 
provoke opportunity attacks by movement until the end 
of your next turn.

Precision. As a reaction when an ally is about to make 
a weapon attack, add your tactic die to the attack roll.

Savagery. As a reaction when an ally strikes a critical 
hit, add your tactic die to the damage (doubled as usual).

Rescue. As a reaction when an ally is reduced to 0 hit 
points, roll a tactic die, move the result times 5 feet on 
the shortest path towards the ally, if there are any feet of 
movement left at the end, heal the ally for 1 for every 5 
feet left. If you were targeted by any opportunity attacks 
in while you moved, add 5 feet of movement or convert it 
to extra healing.

Stir. As a reaction when you roll initiative and you’re 
not surprised, remove the surprised condition from a 
number of allies equal to your Intelligence or Charisma 
modifier.

Urgency. As a reaction when an ally is about to move, 
add your tactic die times 5 feet to the total movement.

Warning. As a reaction when an ally is about to roll 
a Strength, Dexterity or Constitution saving throw, add 
your tactic die to the saving throw. If more than one ally 
is about to roll a saving throw against the same effect, 
you may apply other tactic die to additional allies with 
the same reaction.

Watchful Eye. As a reaction when an ally is targeted 
by an attack, add your tactic die to the ally’s AC. The 
ally might choose to apply the die to a Concentration 
roll instead.

Battlefield Diplomacy
When you choose this archetype at 3rd level, you 
gain proficiency with either the Persuasion or the 
Deception skill.

Commanding Action
Starting at 7th level, you can spend your action to grant 
an ally within 60 feet of you, who can either see or hear 
you, an Action. You can do the same with your Bonus 
Action, your Movement, and even the actions granted by 
your Action Surge.

Improved Battle Tactics
At 10th level, your tactics dice turn into d10s. At 18th 
level, they turn into d12s.

Tactic up your Sleeve
Starting at 15th level, when you roll initiative and have 
no tactics dice remaining, you regain one tactics die.

Dusk Guard
Fighter Archetype

Towns at the edge of civilization, assailed by 
monstrosities like lycanthropes and worse, need to 
rely on some sort of bastion. The Dusk Guards face 
darkness face-on, with torch in hand and a brave heart 
against their sworn enemies.

Fighter in the Dark
Beginning when you choose this archetype at 3rd level, 
while wielding a weapon in one hand and a lightsource 
in the other hand, you treat the weapon you are holding 
as if it had the light property, and the lightsource as an 
improvised light weapon you are proficient in, dealing 
1d4 bludgeoning damage. If the lightsource is on fire, 
such as a lit torch or lantern, it deals 1d4 extra fire 
damage on attacks. If your light source emits some sort 
of magical light, it causes 1d4 extra radiant damage.

Foe of the Night
Starting at 7th level, while you wield a lit lightsource in 
one of your hands, your attacks always count as if made 
with silvered magical weapons.

Whenever you deal fire or radiant damage to fey, 
fiends, shapechangers, or undead creatures which 
damage resistances are bypassed by radiant damage, 
magical or silvered weapons, the creature loses all its 
damage resistances and immunities until the end of 
your next turn.

Bright Flame
At 10th level, enemies in the bright or dim light of 
a lightsource you hold are unable to benefit from 
invisibility or stealth.

In addition, while you wield a lit lightsource, you and 
all allies within the bright light of your lightsource are 
immune to the frightened condition.

The extra fire or radiant damage you deal when 
attacking with a lit lightsource increases to 1d6.

Beacon of Light
Starting at 15th level, allies have advantage on saving 
throws against effects which originate within the bright 
light area of a lightsource you hold.

The extra fire or radiant damage you deal when 
attacking with a lit lightsource increases to 1d8.

Light of Hope
At 18th level, whenever an ally starts their turn inside 
the area of bright light of a lightsource you hold, they 
are healed by 5 hit points if they are below half their 
maximum hit points or gain 5 temporary hit points if 
they are at or above their maximum.

The extra fire or radiant damage you deal when 
attacking with a lit lightsource increases to 1d10.

Fire Eater
Fighter Archetype

Circus and tavern performers, playing with deadly 
flames, these agile jugglers have had their abilities used 
in wars of distant cultures. With flasks of oil or other 
alchemical concoctions, these warriors spread their fire 
over the battlefield to dangerous results.

Fire Eating
Beginning when you choose this archetype at 3rd level, 
you are proficient in attacks with Alchemist’s Fire and 
Oil flasks, and able to safely attach a piece of cloth to oil 
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flasks, igniting the cloth as part of the action required to 
throw them, making the oil flask ignite and deal damage 
immediately upon impact with a creature. Whenever you 
apply oil, it immediately ignites for a number of turns 
equal to your proficiency modifier. Multiple applications 
add up the damage and refresh the duration. Whenever 
you wield them, Alchemist’s Fire an Oil flasks are 
considered to be ranged weapons and have the Light 
and Thrown properties.

Additionally, you gain resistance to fire damage, 
proficiency in Alchemist’s Tools and in the 
Performance skill.

For quick reference, a flask of Alchemist’s Fire deals 
1d4 fire damage every turn until the creature uses an 
action to extinguish the fire, while a flask of Oil deals 
5 fire damage and burns for 2 rounds (regularly, when 
applied by a Fire Eater it will burn for a number of 
rounds equal to their proficiency modifier).

Tricks of the Flame
At 7th level, you choose one of the following maneuvers. 
Any maneuver involving a saving throw uses a DC of 8 + 
your proficiency modifier + your Dexterity modifier.

Candle Fingers. Provided you have access to 
your Alchemist’s Tools, you can perform tricks of fire 
handling simulating the effects of the create bonfire, 
green-flame blade, and produce flame cantrips without 
expending material components.

Fire Breathing. Provided you have access to your 
Alchemist’s Tools, you can perform tricks of fire 
breathing simulating the effects of the burning hands, 
scorching ray, and fireball spells without expending 
material components. You can use these tricks twice 
between rests. These spells are simulated at a level 
equal to your proficiency modifier.

Smoke Breathing. Provided you have access to 
your Alchemist’s Tools, you can perform tricks of 
fire breathing simulating the effects of the fog cloud, 
blur, and stinking cloud spells without expending 

material components. You can use these tricks twice 
between rests.

Volatility. Whenever you successfully drench a 
creature in either Alchemist’s Fire or Oil, it has 
disadvantage on any saving throw against an effect that 
would deal fire damage.

Fire Hazard
Starting at 10th level, whenever you successfully 
drench a creature in either Alchemist’s Fire or Oil, 
they lose any resistance to fire damage while they are 
still drenched. Creatures of the elemental type are 
unaffected by this effect.

Scorch
Starting at 15th level, whenever you successfully drench 
a creature in either Alchemist’s Fire or Oil flasks, they 
lose any immunity to fire damage while they are still 
drenched, becoming resistant instead (this resistance is 
not further affected by the Fire Hazard trait). Creatures 
of the elemental type are unaffected by this effect.

True Burning
At 18th level, whenever you successfully drench a 
creature in either Alchemist’s Fire or Oil flasks, they 
become vulnerable to the one next source of fire 
damage you cause to it, which ignores any resistance or 
immunity they had to it. Creatures of the elemental type 
are unaffected by this effect.

Tempest
Fighter Archetype

Only the most dexterous warriors dare wade into fights 
with two weapons, the less prone to the art bearing the 
scars they carved upon themselves accidentally. Those 
bearing the gift or rigorous training of ambidexterity 
are able to achieve unprecedented levels of grace and 
technique in combat, becoming deadly tempests of steel 
in the field of battle.

Two-weapon Technique
Beginning when you choose this archetype at 3rd level, 
when you use a bonus action to attack with your second 
weapon, you can simultaneously use your Second Wind 
feature, if it is available.

Additionally, whenever you hit with an attack with your 
second weapon, your next 5 feet of movement do not 
provoke attacks of opportunity.

Weapon Flurry
Starting at 7th level, while wielding a melee weapon in 
each hand, when you use a bonus action to attack with 
your second weapon, you can make as many attacks as 
your Extra Attack feature allows you to make with your 
action. However, when you miss one of your second 
weapon attacks, you cannot make any more attacks with 
that hand until the end of this turn.
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Combat Reflexes
At 10th level, whenever you make an Opportunity 
Attack, you may attack once with each melee weapon 
you are wielding.

Dual Surge
Starting at 15th level, whenever you use your Action 
Surge feature, it also grants you an extra Bonus Action.

Dual Mastery
At 18th level, whenever you hit a target with a melee 
weapon attack, all your other attacks in the same turn 
deal an extra 1d4 damage, continuing to stack as you hit 
more attacks, regardless of hitting the same target or not.

Way of the Cosmic Knight
Monk Archetype

A large complex composed of twelve different 
monasteries floats in a demiplane tied to the Astral 
Plane. The monks that live there train with exotic armor 
and are able to be unhindered by their bulk, throwing 
punches that approach the speed of light even under the 
weight of a heavy suit of plate. Siphoning their power 
from the energies of the cosmos, these knights blend 
radiant and cosmic powers with the martial techniques 
of a monk.

Cosmic Armor
Starting when you choose this tradition at 3rd level, you 
gain proficiency light and medium armor, and it does 
not interfere with your Monk abilities and features other 
than Unarmored Defense.

Additionally, you learn a ritual that creates a magical 
bond between yourself and one piece of armor. You 
perform the ritual over the course of 1 hour, which can 
be done during a short rest. The armor must be within 
your reach throughout the ritual, at the conclusion of 
which you touch the armor and forge the bond.

Once you have bonded a suit of armor to yourself, 
as long as the armor is within 30 feet of you (such as 
in your backpack), you can summon that armor as 
an action on your turn, causing it to fly to your body, 
instantly donning it.

If you attempt to bond with another armor, you must 
break the bond with your older one.

Wisdom is your spellcasting ability for any spell granted 
by this archetype. All spells you cast through ki points are 
cast at a level equal to your proficiency modifier.

Cosmic Attack
Starting when you choose this tradition at 3rd level, 
you choose one of the following options of ki-enhanced 
attacks.
•	You can spend 2 ki points to cast the guiding bolt spell. 

For any other Monk ability requirement, the casting of 
this spell also counts as if you had used the Attack action.

•	You can spend 2 ki points to cast the inflict wounds 
spell. On a hit, the target has vulnerability against all 
your damage until the end of your next turn.

•	You can spend 2 ki points to cast the spiritual weapon 
spell. Additionally, as long as you can see it, when your 
Spiritual Weapon attacks, you can use your reaction to 
make an unarmed attack.

Cosmic Defense
At 6th level, you choose one of the following options of 
defense-enhancement abilities:
•	 Whenever you finish a short rest, you automatically 

cast the shield of faith spell on yourself. This requires 
your concentration and lasts until the start of your 
next rest (the spell can end early as normal).

•	You can spend 2 ki point to cast the shield spell.
•	You can spend 2 ki points to cast the absorb elements 

spell. When using this specific feature, you can 
use the spell against any damage type other than 
Bludgeoning, Piercing, and Slashing.

•	You gain proficiency on heavy armor and shields. Like 
the Astral Knight feature, they do not interfere with 
your Monk abilities and features, and your shield does 
not prevent you from using unarmed attacks with the 
same hand. Additionally, you can cast the mending 
cantrip, the material component for this cantrip is 
fresh humanoid blood, the quantity depends on how 
much needs to be repaired.

Cosmic Walk
At 11th level, you choose one of the following options of 
movement-enhancement abilities:
•	 Whenever you finish a short rest, you automatically 

cast the the expeditious retreat spell on yourself. This 
requires your concentration and lasts until the start of 
your next rest (the spell can end early as normal).

•	You can move through space occupied by corporeal 
creatures, spending 1 ki point per creature and 
dealing your Wisdom modifier as radiant damage 
when you do so. A creature can only be damaged this 
way once per turn. You take 1d10 force damage if you 
end your turn inside a creature, and are forced to the 
nearest unoccupied square.

•	As a bonus action, you can reduce your movement 
speed to 0 until the start of your next turn and cast the 
misty step spell.

Sixth Sense
At 17th level, you can cast the foresight spell on yourself 
once per day without providing material components. 

Additionally, you can’t be surprised while you are 
conscious, and have advantage on Initiative rolls.

Way of Sumotori
Monk Archetype

Some monks train their bodies to become unmoving 
bulwarks of strength, consuming unthinkable amounts 
of food to gain weight and training their strength beyond 
measure to secure their footing and their place in battle. 
There are only a few known forces able move a sumotori 
monk from its place.
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Oshi-zumo
Starting when you choose this tradition at 3rd 
level, you can use your Strength modifier in place of 
your Dexterity when calculating your AC with your 
Unarmored Defense feature.

Additionally, you have advantage when rolling grapples, 
shoves, and on saving throws against all effects that 
would push or pull you. Whenever you successfully save 
against an effect that would push or pull you, you gain 
resistance against this effect’s damage, if any.

Oshi, Yori, Tsuki
At 6th level, whenever you successfully shove a target, 
you can choose to push the target 5 feet per Strength 
modifier you have.

Additionally, whenever you successfully shove or grapple 
a target, it counts as if you had hit with an unarmed attack 
for the purpose of your Flurry of Blows feature, and you 
can attack the target before pushing it away.

Dohyo
Beginning at 11th level, you learn to cast the magic 
circle spell, as an action instead of 1 minute, and using 
salt instead of the usual material components.

Additionally, all your attacks are made at advantage 
whenever you are inside a magic circle created by you.

Matawari
At 17th level, you become immune to being knocked 
prone, pushed, pulled, or somehow slid, unless from 
some sort of mind control or teleport.

Additionally, every time you ignore an effect that would 
knock you prone or move you, you save a number equal 
to your Strength modifier, applying it as a bonus on your 
next damage roll. This number may add up normally.

Oath of Judgement
Paladin Archetype

Justice depends on point of view, but there are those 
who strive towards true neutrality in order to better 
judge the qualms of the cosmic balance. Paladins so 
devoted to this cause take an oath that directs them 
towards this ideal, of the true judge, one able to strip off 
their prejudices and deal out justice untainted.

Tenets of Judgement
Though the exact words and striptures of the Oath of 
the Judgement vary with each kingdom or clan, paladins 
of this oath share these tenets.

Order. The laws of no kingdom are above law itself. 
You serve order in its purest form.

Impartiality. You seek truth above all opinions and 
world views, and no other bond is greater than that.

Integrity. In order to judge the wrongdoing of others, 
you must be above wrongdoing yourself.

Diligence. To live under order is to deliver it at every 
breathing hour, the quest for justice is restless.

Oath Spells
You gain oath Spells at the Paladin levels listed.

Level Spells
3rd ensnaring strike, shackle
5th hold person, see invisibility
9th clairvoyance, speak with dead
13th compulsion, divination
17th hold monster, planar binding

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

Additionally, all your attacks are made at advantage 
whenever you are inside a magic circle created by you.

Brand the Unjust. As an action, you censure those 
who wronged your quest for justice. Each enemy within 
30 feet of you must make a Wisdom saving throw or 
take your Charisma modifier in radiant damage if it 
currently has more hit points than you. You also gain 
advantage on all attacks against enemies damaged by 
this ability until the end of your next turn.

Judgement. As a reaction, whenever you or an ally 
within 30 feet takes damage from an enemy also within 
30 feet of you, you may make one attack with a melee 
or thrown weapon against it, and the creature takes an 
extra 1d8 radiant damage.

Long Arm of the Law
Beginning when you take this Oath at 3rd level, can also 
use your Divine Smite whenever you hit with a ranged 
attack using a thrown weapon you 
are proficient with. By 11th level, 
your Improved Divine Smite 
feature also improves damage you 
deal with ranged attacks using 
thrown weapons.

Aura of Truth
Starting at 7th level, while 
you are conscious, you emit a 
magical effect that works as per 
the zone of truth spell within 10 feet 
of you.

At 18th level, the range of this aura 
increases to 30 feet.
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Will of the Judge
Beginning at 15th level, whenever you 
successfully save on am Intelligence, Wisdom, 
or Charisma saving throw by 5 or more, you can 
spend an use of your Channel Divinity to cause 
the effect to automatically revert against the origin, if 
somehow possible.

Lawgiver
At 20th level, as an action, you magically 
manifest the aspect of law itself. For 1 minute 
you emanate orderly magic within 30 feet of you.

• Whenever an enemy with more than half its hit 
points starts their turn within range, they take your 
Charisma modifier as radiant damage.

• Whenever an ally with less than half their hit points 
starts their turn within range, they are healed by an 
amount equal to your Charisma modifier.

• You are immune to effects that would decrease your 
movement speed.

• Enemies roll all saving throws against effects caused 
by you at disadvantage.

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

Huntmaster’s Enclave
Ranger Archetype

Mixing their natural wordly magic with a proficiency in 
directing a hunting party, rangers from this enclave are 
able to imbue allies who follow their directions with 
healing magic and rain hell upon those who they hunt.

Huntmaster’s Mark
Beginning when you choose this archetype at 3rd level, 
you learn the hunter’s mark spell (or other spell if you 
already have it). It doesn’t count against your number of 
known spells.

In addition, whenever an ally who can see or hear 
you hits the target of your hunter’s mark spell, you can 
choose to heal 1d6 hit points from that ally, if you do 
so, you are unable to deal the extra damage granted 
by the spell or heal another ally with this feature when 
attacking the same target until the end of your next turn.

Covering Fire
Starting at 7th level, as a reaction whenever a creature 
afflicted by your hunter’s mark spell attacks an ally within 
range of your weapon, you can make one attack against it 
as a reaction before it attacks your ally. On a hit, you deal 
no damage and all your allies gain +4 AC against all of 
that creature’s attacks until the end of the turn.

Nock, Draw, Loose
At 11th level, as an action you can allow a number of 
allies equal to your Wisdom modifier, who can see or 
hear you, to attack a creature currently afflicted by your 
hunter’s mark spell.

25

successfully save on am Intelligence, Wisdom, 
or Charisma saving throw by 5 or more, you can 
spend an use of your Channel Divinity to cause 
the effect to automatically revert against the origin, if 

At 20th level, as an action, you magically 
manifest the aspect of law itself. For 1 minute 
you emanate orderly magic within 30 feet of you.

Whenever an enemy with more than half its hit 
points starts their turn within range, they take your 
Charisma modifier as radiant damage.
Whenever an ally with less than half their hit points 
starts their turn within range, they are healed by an 
amount equal to your Charisma modifier.
You are immune to effects that would decrease your 

Enemies roll all saving throws against effects caused 

Once you use this feature, you can’t use it again until 

Huntmaster’s Enclave

Mixing their natural wordly magic with a proficiency in 
directing a hunting party, rangers from this enclave are 
able to imbue allies who follow their directions with 
healing magic and rain hell upon those who they hunt.

Beginning when you choose this archetype at 3rd level, 
 spell (or other spell if you 

already have it). It doesn’t count against your number of 

In addition, whenever an ally who can see or hear 
hunter’s mark spell, you can hunter’s mark spell, you can hunter’s mark

choose to heal 1d6 hit points from that ally, if you do 
so, you are unable to deal the extra damage granted 
by the spell or heal another ally with this feature when 
attacking the same target until the end of your next turn.

Starting at 7th level, as a reaction whenever a creature 
 spell attacks an ally within 

range of your weapon, you can make one attack against it 
as a reaction before it attacks your ally. On a hit, you deal 
no damage and all your allies gain +4 AC against all of 
that creature’s attacks until the end of the turn.

At 11th level, as an action you can allow a number of 
allies equal to your Wisdom modifier, who can see or 
hear you, to attack a creature currently afflicted by your 
























































