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INTRODUCTION

Hello there, young adventurer! You must have stumbled upon
my journal, which might have been dropped down a cliff in
the Spine of the World, or lost in the jungles of Chult. I am
Balasar Turnuroth, an explorer and adventurer just like
yourself!

Born and raised in the Triboar, I went into the profession of
forging under the famous Airdan Ensandoral! Don't tell me
you don't know about Airdan, the nimble-fingered elf
blacksmith! Anyway, from that point on, I would watch many
adventurer's come in and purchase my own work. Ah, but
that stirred something inside me. I knew that one day, I must
go out and forge my own path. You see what I did there,
forge? Eh?

I grabbed a chain shirt, a longsword and a shield, all that |
had recently made. Purchased them myself with my own
money, that I did. From there, [ headed north to Longsaddle,
looking for any work I could get. Looking back, I should have
went out when I heard actual rumors, huh?

Nothing occurred for a while. A while being over a month,
which drained my pocket quickly. I knew that if didn't get
work soon, I'd be out on the street and miles away from
everything I had ever known. But as luck would have it, while
drinking my problems away, someone mentioned a massive
beast that regenerated its wounds. It was nearby, attacking
cattle right outside of the gates! I grabbed my gear and
headed out.

Things got spicy, really quick. I didn't even know what it
was (but it was clearly a troll, now that I look back).
Eventually, I slayed the beast, studied magic, and learned
everything I could. Now I am what people call an eldritch
knight, mixing both my martial abilities while weaving magic
into my blade. And now you found my research!

By reading this book, you'll discover all the knowledge I
have written down here. Use this to your advantage! Much of
this world has been explored already, but there is still a lot we
do not know.

If you do read forth, give advice to others that were once in
your position. Humanity itself is a very fickle thing, shown in
the documents. Use this information to spread to others, do
not hoard it to only yourself. The more people informed about
my journal, the more likely someone may survive!

You will find that I have organized it to the best of my
ability, seen in the table of contents. Each section of this
journal has been split into three parts, which are detailed
further below.

The first part of my journal has general information
regarding adventurers. Chapter One contains many of the
new races that I have personally discovered, and rightfully
named! Chapter Two has many types of adventurers that
separate from their normal paths, for example a fighter that
specializes in protecting their allies. Chapter Three is all
about the types of adventurer's that deviate from the worn
path, like the dread lord Death Knight.

After that contains information about more details that
adventurers often have in their life. Chapter Four is
documented to have various views of life that people have,
like an ex-cultist, before they went on their adventuring
career. Chapter Five has written accounts of incredible feats
that some people train themselves to do. Chapter Six has
specialty gear that has been before seen, such as the
powerful stronghold plate!

Part two involves highly intellectual concepts that us
simpletons cannot possibly understand. You can surely give it
a shot, but it might make you mad! Chapter Seven details the
dangerous aspects of the world, traps! Chapter Eight is where
a lot of these new concepts of the physical world may change,
depending on the plane. Chapter Nine is about a long-
forgotten ritual, one that turns powerful spellcasters into
unholy abominations - the lich. Chapter Ten contains all the
rumors of magical items that roam Faerun. Lastly, Chapter
Eleven is filled to the brim with mostly new magical spells
that have been found!

Do not bother about locating me if you feel the need to
return this journal I won't be needing it anymore, as I have
retained all the details. Quite an amazing thing, this brain!

Anyways, read on friend, and may this serve you well
Goodbye!

UsING THIS BOooOKk

The book in its entirety is all homebrew content for both
Dungeon Masters and players. As such, talk to your Dungeon
Master before using anything you find inside. As everything
found is not official content, some features may be
overpowered or underpowered, causing either you to
overshadow the group or not enjoying the sessions. I myself
have tried to balance everything I can by beta-testing all
content in here, along with the others that are found in the
credits.

I implore you to use this book to its fullest extent if you are
the Dungeon Master. There are many variant rules that I have
found useful in calls, along with plenty of spells and magical
items that can throw your group off.

Lastly, I have thrown in clues of my own games into the
mix for lore. Try to find information about some of the
character that appeared into my world!
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CHAPTER 1: DISCOVERED RACES

M-/ o think that we have discovered the entirety of
all our races would be foolish. Humanoids
comes in all shapes and sizes, just look at the
elves! There are eladrin, drow, high elves,
wood elves, sea elves, and more! Who is to say
that there aren't more than just that? If you
don't believe there are, you would just be

downright ignorant!

To prove my point further, your friendly ol' Balasar here
will teach you a thing or two about the ones I have found!
Take a look, maybe you'll learn something! I will warn that
some of these are possibly not native to the prime material
plane, where Faerun is!

As a heads up, I have never seen these humanoids bred
with anything else, so beware!

HEeicHT AND WEIGHT

Use the Random Height and Weight table below for all the
heights and weights for each race.

RANDOM HEIGHT AND WEIGHT TABLE

Base Height Base Weight
Race  Height  Modifier  Weight  Modifier
Fey'ri 5'10" +2d4" 100lbs +1d10 x
10lbs
Half- HROK +2d6" 150lbs +1d8 x 10lbs
dwarf
Kitsune 3'10" +2d4" 40lbs +1d4 x 10lbs
Largling  4'0" +2d6" 110lbs +1d4 x 10lbs
Loxo 6'10" +2d4" 450lbs +1d10 x
10lbs
Lupin 410" +2d4" 70lbs  +1d6 x 10lbs

FEY'RI

Also known as demon-fey, they are not a true elven subrace.
Fey'ri were created as elves bred with the some sort a
tanar'ri, or a powerful, dominate demon. The reason these

two bred were unknown, but some speculate that it was in
order to strengthen the elves.

Fey'ri as mentioned are not true elves. The fey'ri are to
elves as tieflings are to humans. Like tieflings, there are many
differences that can occur, but are not guaranteed. Some
fey'ri have barbed tails, others may have fangs, forked
tongues, or horns. Even further, it could appear in a
combination, or just appear to be a normal elf and be raised
as such.

FEY'RI STATISTICS

When creating a character that is fey'ri, these are the major
features that come from their blood.

Ability Score Increase. Your Intelligence score increases
by 2, and your Wisdom score increases by 1.

Age. Fey'ri are short-lived for elves and demons. They
mature at the same rate humans do and are considered full-
grown adults by 25. They live between 200 to 250 years,
although being drafted into the Blood War often will claim
them before their time.

Alignment. With both demonic and fey blood, they favor
chaotic alignments. They rarely fight their evil upbringing,
and they are unlikely to take risks on behalf of others unless
commanded to do so.

Size. A typical fey'ri stands about 6 to 6 1/2 feet tall and
weighs 150 to 180 pounds. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Demonic Vision. You can see in dim light within 60 feet of
you as if it were bright light. In magical or non-magical
darkness, you can see in it as if it were dim light. You can’t
discern color in darkness, only shades of gray.

Conflicted Magic. You know the create bonfire cantrip.
Once you reach 3rd level, you can cast the misty step spell
once per day as a 2nd-level spell. Once you reach 5th level,
you can also cast the darkness spell once per day. Intelligence
is your spellcasting ability for these spells.

Dual Ancestry. You count as both fey and fiend when
affected by a feature that interacts with them. If a feature
interacts with both of these types at once, you automatically
fail the saving throw.

Languages. You can speak, read, and write Common, and
either Abyssal or Sylvan.



GEM DRAGONBORN

Much like how there are chromatic and metallic dragonborn
in the world, there are some with tough gems that coat them.
They seem more neutral, compared to the others.

GEM DRAGONBORN TABLE

Gem Breath Weapon
Amethyst Force

Crystal Radiant
Emerald Thunder
Sapphire Madness

Topaz Dehydration

GEM DRAGONBORN VARIANTS

Gem dragonborn are the long descendants of gem dragons,
who roam in exotic places, such as the Underdark, or the
Plane of Earth. You can use these variants in place of either
the metallic or chromatic versions of the dragonborn in the
Player's Handbook.

AMETHYST DRAGONBORN

Amethyst dragons are neutral, logical dragons. They had
lavender skin and crystal-like scales. Their breath weapon
was a blast of concussive force, and they were known to
burrow into the ground. They were also the most powerful of
the gem dragons.

CRYSTAL DRAGONBORN

Crystal dragons were friendly, curious gem dragons. They
enjoyed conversing with other creatures, but sometimes
came into conflict with white dragons due to shared
preferences in habitats. They were chaotic neutral and had a
blinding cone of white light for a breath weapon. They were
the smallest of the gem dragons, and had translucent,
crystalline scales.

EMERALD DRAGONBORN

Emerald dragons were reclusive dragons with a lawful twist.
They are inquisitive about history, but also paranoid and
distrustful of visitors, whom they deter by setting traps in and
by their lairs. With their breath weapon, a powerful blast of
wind who knock over anyone that were unwelcome. They had
scales in many shades of green, with a scintillating
appearance that makes the dragon seem to be in constant
motion.

SAPPHIRE DRAGONBORN

Sapphire dragons were territorial, militaristic dragons who
normally lived in the Underdark. The majority of their diet
was composed of giant spiders, and sapphire dragons
considered all the evil races of the Underdark their enemies.
Their breath weapon was blast of noise that caused panic.
Because of their sparkling, multi-blue colored scales, they
were sometimes mistaken for blue dragons.

ToPAZ DRAGONBORN

Topaz dragons were erratic, antisocial gem dragons who
were often selfish and disinterested in things that did not
affect them. They preferred to live by beaches, and enjoyed
the feeling the sea wind against their faceted, yellow-orange
scales.

BREATH WEAPONS

Gem dragonborn have unique breath weapons compared to
their metallic and chromatic variants. Much like the previous
dragonborn, they can use their action to exhale their breath
weapon. The type is determined on the Gem Dragonborn
Table. Each creature in the area of exhalation must make a
saving throw. The DC for this saving throw equals 8 + your
Constitution modifier + your proficiency bonus.

After you use your breath weapon, you cannot use it again
until you complete a short rest.

DEHYDRATION BREATH

A scorching wave of heat and sand is emitted from the
mouths of topaz dragonborn. This blast is a 15 ft cone, and
requires a Constitution saving throw. A creature gains one
level of exhaustion and 2d6 piercing damage on a failed save,
or only 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

FORCE BREATH

A harmful wave of concentrated magic is emitted from the
mouths of amethyst dragonborn. This line 5 ft by 30 ft, and
requires a Dexterity saving throw. A creature takes 2d6 force
damage on a failed save, and 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

MADNESS BREATH

An ear piercing screech of madness is emitted from the
mouths of sapphire dragonborn. This blast is a 15 ft cone,
and requires a Wisdom saving throw. A creature gains short
term madness on a failed save.

RADIANT BREATH

A blinding beam of light is emitted from the mouths of crystal
dragonborn. This line 5 ft by 30 ft, and requires a Dexterity
saving throw. A creature takes 2d6 radiant damage on a
failed save, and 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

THUNDER BREATH

A concussive blast is emitted from the mouths of emerald
dragonborn. This blast is a 15 ft cone, and requires a
Constitution saving throw. A creature takes 2d6 thunder
damage on a failed save, and 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



GENASI

Genasi are reminders of the distant planes that have a slight
touch in our world. They are manifested, sometimes
occurring through rituals, or freshly opened nodes of a
particular inner plane. Genasi will carry the blood of both
elemental genie and a mortal

The inner planes are thought of as inhospitable areas that
are harsh on all those that wander there. Massive chunks of
earth clash, flaming oceans and deserts, an unfathomable
dark sea, or an infinitely winding sky are just some of the
possibilities. These genasi are in sections where two nearby
inner planes clash.

GENASI VARIANTS

These genasi are the product of two other genasi, or perhaps
a genie from one plane had a child with a humanoid on an
elemental plane that the genie is not from, or even possibly a
new genie type from one of the paraelemental planes came to
the material plane. You can use these variants in place of
either the genasi in Volo's Guide to Monsters.

IcE GENASI

As an ice genasi, you are descended from the Jezzakan in
Frostfell, the area between the Plane of Air and Water. Often
seen as lacking emotion, you come off cold hearted and
uncaring, even when if seems otherwise.

Ice genasi typically have translucent-like skin, hair, and
eyes. A glimmer of frost coats their skin and gives off wisps of
fog from their hair. Some ice genasi speak with low voices,
matching the little emotion they appear to have.

Ability Score Increase. Your Wisdom score increases by
1.

Cold Resistance. You have resistance to cold damage.

Evaporate. You can cast the misty step spell once with this
trait, requiring no material components, and you regain the
ability to cast it this way when you finish a long rest.

MAGMA GENASI
As a magma genasi, you are descended from the Ubrai in the
Fountains of Creation, the area between the Plane of Fire
and Earth. You experience emotions fully and passionately,
with your moods shifting from calm to wild and violent with
little warning, but at the same time are stern and unchanging.
Magma genasi typically have dark brown skin, while their
hair drips with liquid stone that gives off no heat, and eyes
that appear as coals. A faint but constant heatwave
accompanies them, warming those nearby. Some magma
genasi speak with gravelly voices, and a few display odd
protrusions in their flesh or grow rocks from their limbs that
are never in the same place daily.

Ability Score Increase. Your Strength score increases by
1.

Fire Resistance. You have resistance to fire damage.

Supreme Heat. You can cast the heat metal spell once
with this trait, requiring no material components, and you
regain the ability to cast it this way when you finish a long
rest. Constitution is your spellcasting ability for this spell

Oo0zE GENASI

As an ooze genasi, you are descended from the Ishin in the
Swamp of Oblivion, the area between the Plane of Earth and
Water. At first, people may think that your personality is toxic
and bogging, with your moods that drag down everyone else,
but it is unintentional

Ooze genasi typically have tan or copper skin, while their
hair drips slightly with a sludge, and brown eyes. The skin of
an ooze genasi is covered in a thin layer of muck which is
released to keep the skin wet and slippery. A few display odd
bubbles may appear on the limbs at random, eventually
bursting with a small pop.

Ability Score Increase. Your Charisma score increases by
1.

Slippery Skin. You have advantage on escape checks
against being restrained or grappled.

Mud Suction. You can cast the hold person spell once with
this trait, requiring no material components, and you regain
the ability to cast it this way when you finish a long rest.
Constitution is your spellcasting ability for this spell

SMOKE GENASI

As a smoke genasi, you are descended from the Arrema in
the Great Conflagration, the area between the Plane of Air
and Fire. You seem always collected and calm, never violently
shifting your emotional state, and are able to easily adapt to
other's points of view.

Smoke genasi typically have pale gray skin, with their hair
the same color but fading out much like a ghost's hand. A
faint but constant smell of charcoal accompanies them,
blanketing their clothing and items. A few display tufts of
smoke that appear randomly over the genasi's body that
quickly dissipate.

Ability Score Increase. Your Dexterity score increases by
1.

Smog Walk. You can move across difficult terrain without
expending any extra movement.

Dissipate. You can cast the blur spell once with this trait,
requiring no material components, and you regain the ability
to cast it this way when you finish a long rest. Constitution is
your spellcasting ability for this spell.
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HALF-DWARF

Also known as silver dwarves as they're not fully dwarven,
they can be insulted by being called a tarnished dwarf. Much
like the other half-blooded counterparts, the half-dwarves
walk in two worlds. Unlike the half-elves, the half-dwarves
may belong to either one, and show the best qualities of each
parent: human curiosity, and ambition for greatness
enhanced by the ability to create and sturdiness of the
dwarves.

Some half-dwarves live among humans, set apart by their
gruffness and being stout, outliving their friends and loved
ones. Others live with the dwarves, growing restless with
time and doing their tasks, day in and day out. Many half-
dwarves may explore outside of these civilizations, exploring
the unkept wilderness and hoping to start a kingdom of their
own.

HALF-DWARF STATISTICS

When creating a character that is a half-dwarf, these are the
major features that come from their blood.

Ability Score Increase. Your Constitution score increases
by 2, and two other ability scores of your choice increase by 1.

Age. Half-dwarves mature at the same rate as humans do
and reach adulthood around the age of 20. They live much
longer than humans, however, often exceeding 150 years.

Alignment. Half-dwarves share the good bend of their
dwarven heritage. They value both the value of order in
society, following the best of everyone working together, but
may grow bored by doing the same thing every day.

Size. Half-dwarves are about the same size as humans,
ranging from 5 to 6 feet tall Your size is Medium.

Speed. Your base walking speed is 30 feet.

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

Dwarven Resilience. You have advantage on saving
throws against poison, and you have resistance against
poison damage.

Skill Versatility. You gain proficiency in two skills of your
choice.

Languages. You can speak, read, and write Common, and
Dwarvish.

KITSUNE

At a distance, one would assume that a kitsune is either a fox
lycanthrope, or is a druid in the middle of a wild shape.
Neither are correct, as a kitsune is instead an
anthropomorphic fox that stands on its hind legs.

Kitsune have various shades of fur, ranging from bright
reds, all the way to white fur. Their eyes have a gamut of lush
golden hues, down to clear cobalt blue. Many kitsune have a
hard time wearing normal shoes, so it is common to see
them wearing sandals, if anything at all

Like foxes, kitsune have claws, but are impractical in fights,
as the claws are shallow. This is unlike their fangs, which can
be deadly in close quarters.

KITSUNE STATISTICS

When creating a character that is kitsune, these are the
major features that come from their blood.

Ability Score Increase. Your Dexterity score increases by
2, and your Charisma score increases by 1.

Age. Kitsune are incredibly short-lived, maturing at the age
of 2. Most kitsune live up to 15 years.

Alignment. Crafty and clever, kitsune usually associate
with the chaotic alignments.

Size. A typical kitsune stands about 4 to 4 1/2 feet tall and
weighs 50 to 70 pounds. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Natural Weapon. Your bite attack does 1d4 piercing
damage. You are proficient with this weapon.

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

Skirmisher. You have advantage on checks against being
restrained or grappled.

Silver Tongue. You gain proficiency with the Deception
skill.

Languages. You can speak, read, and write Common, and
Sylvan.

LARGLING

Much like the other half-blooded counterparts, the half-
halfling walk in two worlds. Unlike the half-elves, the
larglings may belong to either one but show difficulty filling
the shoes of their ancestry. They tend to show the best
qualities of each parent, but also the worst: human curiosity,
the ambition for greatness, generosity and sharing, but also
have their slightly smaller stature, a lack of a long life span,
and an urge to build great settlements while not recognizing
the hierarchy that rules it. These diametrically opposed
values often times eat away at a largling's beliefs.

Some larglings live among humans, set apart by their
slightly smaller size, and outliving their friends and loved
ones. Others live with the halfling communities, tending to
their crops, celebrating together as a group, although they
appear to be giants when compared to the little folk. As
stated previously, humans often adventure and create their
greatness, while a halfling seeks to stay close together with
their friends and family. Both of these conflicting ideals affect
larglings, and will often times seek jobs that require travel so
they fulfill their lust for seeing the world.

LARGLING STATISTICS

When creating a character that is a largling, these are the
major features that come from their blood.

Ability Score Increase. Your Wisdom score increases by
2, and two other ability scores of your choice increase by 1.

Age. Larglings mature at the same rate as humans do and
reach adulthood around the age of 20. They live much longer
than humans, however, often exceeding 130 years.

Alignment. Larglings share the good side of their halfling
nature, seeking out to help those that suffer.



Size. Larglings are a little shorter than their human
counterparts, ranging from 4 to 5 feet tall. Your size is
Medium.

Speed. Your base walking speed is 25 feet.

Brave. You have advantage on saving throws against being
frightened.

Everyone's Friend. Whenever a creature rolls a 1 on an
attack roll, ability check, or saving throw, they can reroll the
die and must use the new result. This feature can be used a
number of times, equal to half of your proficiency bonus,
rounded down. You regain all expended uses after completing
a long rest.

Skill Versatility. You gain proficiency in two skills of your
choice.

Languages. You can speak, read, and write Common, and
Halfling.

Loxo

A figure of blue-gray skin, this creature resembles an
elephant. Tufts of hair make a thin mess on the top of their
head, while massive ears protrude from the sides of their
heads. The most outstanding feature on a loxo is the two
trunks on their face, which each hang down about two feet in
length.

Their body is bulb-like, which is supported on their thick,
round limbs. Although their enlarged fingers are not suited
for delicate work, they are still able to use their hands to
grasp objects. Although they have the ability to carry
weapons, loxo are peaceful creatures that merely want to
spend their time with their community. This community is
run in a matriarchy, of which the leader is known as the
"Trunk Mother".

Some loxo have tusks, in which are used for decoration.
They will often hang simple necklaces or totems on them to
signify their importance. Whenever a loxo passes, the herd
will gather around, claiming whatever ivory they can find, in
order to keep the precious ivory out of poachers' hands.

Loxo STATISTICS

When creating a character that is loxo, these are the major
features that come from their blood.

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

Age. Loxo are well-lived, maturing at the age of 15. Most
loxo live into their 7th decade.

Alignmeant. Centered on community and peace, most loxo
favor the neutral alignments.

Size. A typical loxo stands about 7 to 7 1/2 feet tall and
weighs between 500 to 550 pounds. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Trunks. Each of your two trunks can carry up to 20
pounds. These trunks act as arms in order to hold items, but
cannot be used for actions that are complicated, such as
swinging a weapon, holding a shield, or using an herbalism
kit. Actions that your trunks can do could be grabbing an
object, holding a lantern, or tying a rope.

Charge. Whenever you take the Move action or Dash
action and move at least 20 feet in a line, you can become an
unstoppable force. You can move through any occupied space
within this line, even if a hostile creature occupies it, as long
as the creature is of Medium size or smaller. You still receive
all effects from hazardous areas that you move through.

Loxo Memory. You gain proficiency with the History skill

Languages. You can speak, read, and write Common, and
Sylvan.

LurIN

Covered in a mass of fur, the lupin appears to be wolf or dog-
like in appearance. The lupin stands on their hind legs,
similar to a kitsune, but resemble a werewolf in stature. Their
fur runs in many shades and patterns, similar to the
interbreeding of different breeds of dogs. In this case, there
may be select pedigrees of lupin, somewhere in the wild.

Lupin have no remembered history of how they came to be.
Instead, many lupin find comfort with the cultures and society
of humanfolk. Many speculate that lupin formed by the
shared bonds of dogs and humans. Unfortunately, people
who had not encountered a lupin before had thought it was a
person cursed with lycanthrope, resulting in numerous
deaths on both sides.

While lupin enjoy the stress-free life among humans, there
are times where wilderness beckons them. This
overwhelming sense of being among nature is called "Pack's
Howl", where nature howls for their return. During this
moment, many lupin wander out for adventure, seeking
whatever they may find.

LuPIN STATISTICS

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

Age. Lupin are incredibly short-lived, maturing at the age of
3. Most lupin live up to 40 years.

Alignment. Lupin love a majority of humans, sharing an
innate bond with them. This friendship and loyaly often
makes a lupin a lawful or good alignment.

Size. A typical lupin stands about 5 to 5 1/2 feet tall and
weighs 90 to 130 pounds. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Natural Weapon. Your bite attack does 1d4 piercing
damage. You are proficient with this weapon.

Best Friend. Once per day, you can cast charm person
without expending a 1st level spell slot. Wisdom is your
spellcasting ability for this spell

Enhanced Hearing. You gain proficiency with the
Perception skill.

Languages. You can speak, read, and write Common, and
Sylvan.



CHAPTER 2: NEWFOUND ARCHETYPES

SUBCLASSES TABLE

Level
Class Subclass Available Description
Barbarian  Path of the Siege 3rd Formally trained and brought onto the battlefield to siege fortresses
Weapon
Barbarian  Path of the Survivor 3rd Is comfortable in nature as a guide and protector for others
Bard College of Destiny 3rd Uses readings from cards to perform in front of cards, sees the future
Bard College of Origami 3rd Folds paper and makes creations come to life, forms many things
Cleric Ooze Domain st Transformers their body like slimes, engulfing objects in acid
Cleric Protection Domain st Pacifists that heals the sick and prevent more harm
Druid Circle oféhethScorched 2nd Believes that to save nature, they must consume it in fire
ar
Druid Circle of the Sun 2nd Uses their ability to shift into plants and recover from light
Fighter Guardian 3rd Specializes in taking blows for others, guards anyone they can
Fighter Warlord 3rd Rallies and inspires their allies to take the battlefield
Monk Way of the 3rd Uses techniques in battle, such as disarming an opponent
Fundamentals
Monk  Way of the Third Eye 3rd Taught that all things are connected, and physical objects can be
manipulated
Paladin  Oath of the Arcane 3rd Believes that magic should be found, respected and in the hands of good
Paladin  Oath of Engagements 3rd An oath taken up by those that believe in warfare
Ranger Diabolist 3rd ﬁ\ndexorcist that tries to help the good ethereal creatures and destroy the
a
Ranger Sylvan Knight 3rd Relies on the gifts received by nature to become it's protector
Rogue Bounty Hunter 3rd An expert in infiltrating dangerous gangs, capturing their targets and
collecting bounties
Rogue Cardthrower 3rd Plerforms tricks with cards and magic, dealing damage with cards up their
sleeve
Sorcerer Blood Sorcery 1st Magic is infused in their veins, granting more power when harmed
Sorcerer Time Magic 1st Bends time to their will, slowing it down to help others
Warlock Fathom Patron 1st A deep horror such as a kraken becomes your patron
Warlock Jotunmagisk 1st A pact with a giant patron that allows you to interact with certain elements

Wizard Chaos Magic Tradition 2nd An informal, self-trained wizard who has accidental effects while casting



BARBARIAN

"Generally, your kind can barely grunt a single syllable, but
you? Your brain matches your brawn, perhaps exceeds it."

One who is seen as an outsider to society, a person of great
rage and passion. Barbarians may seem like the stereotypical
near-nude warriors, cut from the cloth of pure muscle and a
brute presence.

Thankfully, not all barbarians are created equal, there are
those that practice worship to the undead deities, called to
forever fight in tremendous wars after death, or those that
are nomadic and gathering food for their family.

No matter the path they walk, barbarians become
overwhelmed with intense emotions during the heat of battle.
Whether this is the passion of battle, the fury of spilt blood, or
the love of hunt as sport, the result is the same - their
endurance cannot be overcome, forging a supernatural
strength that is not normally seen. This boost is temporary,
and often described as a rage.

Another fun fact! I once had an acquaintance that was
obsessed with having a "great death" before they reached old
age. But the hilarious part about it is that no matter what, no
one was powerful enough to defeat him! He would go into a
rage, looking for a death that he could not obtain!

CAUSE OF INFURIATION

Barbarians have a terrifying fury that hides deep within them.
The anger that they harness can turn the tides in a battle, but
can also be a hinderance. While all barbarian's rage is
different from one another, there are some things that may
just push them over the edge.

Tapping into their rage enhances their ability, furthering
their strength. An event that occurs may automatically trigger
their rage without meaning to.

Use the Cause of Infuriation table to find out what might
set off their inner anger.

CAUSE OF INFURIATION
d6 Event

1 Seeing an animal being abused

2 Losing a bet or gamble

3 Being ridiculed or called weak

4 Not understanding a complex concept right away
5 Not having respect for nature, or being wasteful

6 Societies that eat meat, or do not eat meat at all

TRIBE SOCIETAL STATUS

Barbarians are known to come from tribes, with a structure
of power. War chiefs can be mighty leaders for their people,
while gatherers may be lower in society. You can use this
thought to tell where your character was in their tribe. Were
they a powerful survivor of war, or did they stay with the tribe
as a shaman?

Use the Tribe Societal Status table for more details.

TRIBE SOCIETAL STATUS
d6 Status

1 Child or sibling of the war chief, next in line to rule
2 A hunter of the war chief

3 Retired tribesmen that survived a great battle

4 Secondhand to the tribe shaman

5 Normal tribesmen that has not went to battle

6 A gatherer of fruit and vegetables in a hunter-based
society

‘WARRING FACTION

Tribes of barbarians often have conflict with others. Whether
these conflicts derive from another tribe that has spanned
centuries, or if it is monsters, that is up to you. Blood spilled
from these battles have their memories told through oral
traditions.

These rivals could involve a get together of nearby tribes
that have contests of strength and physical prowess, who
fight for the title of king. A nearby settlement of drow could
be coming up at night and ambushing your tribe taking
captives. Anything could be a warring faction, which keeps
the tension high.

Use the Warring Faction table for more details.



WARRING FACTION
d6 Faction

1 1d4+1 nearby tribes have an annual battle ceremony
for tribe chief

2 An orc campsite has been conducting raids and setting
fire to your encampment

3 Goblins, hobgoblins, and bugbears pillage the
campsite every now and then, only trying to take
supplies

4 A bloody feud between your tribe and another has
battles over the right to the throne, due to two
founding brothers that argued long ago

5 A large city such as Waterdeep or Baulder's Gate sends
their troops monthly to try and take control of your
tribe

6 An internal conflict arises between two or more
descendants for the title of chief

PRIMAL PATHS

At 3rd level, a barbarian gains the Primal Path feature. The
following options are available to a barbarian, in addition to

those offered in the Player’s Handbook and Xanathar's Guide
to Everything: the Path of the Siege Weapon, and the Path of
the Survivor. e D

PATH OF THE SIEGE WEAPON

Made of a tribe who stray away from the paths most taken,
these barbarians train with knights to develop rigorous
discipline. Barbarians who take this path receive formal
martial training and study warfare tactics. They are
unwavering from their goal, which is to destroy all on the
battlefield, and take the fight to the fortress itself.

LAy S1EGE

At 10th level, you are capable to delivering the fight to the
stronghold. Whenever you make a melee attack to an object
or structure, you ignore resistance and deal maximum

PATH oF THE SIEGE WEAPON FEATURES damage. In addition, you have advantage whenever you attack
Barbarian Level Feature with a siege weapon against a structure.
3rd Unwavering SINGLE GARRISON

6th Legion Breaker Once you reach 14th level, you have the power and fighting
prowess of an entire garrison. While you are raging, you can

1@ Léy Sl . use your reaction to an enemy attack that you can see to half
14th Single Garrison all damage until the start of your next turn.
UNWAVERING PATH OF THE SURVIVOR

At 3rd level, you are an unstoppable force to be reckoned
with. Whenever you are raging and are required to make an
Intelligence, Wisdom or Charisma saving throw, you can
instead make a Constitution saving throw in its place.

These nomadic tribes of barbarians stay mobile at all times,
gathering plants and tracking animals for food. With the
constantly movement, they have become skilled in using
nature for shelter and protection, and in turn will defend it
from those who harm it. Even the lowest member of the tribe
is an excellent tribe tracker and knows how to use plants as
medicine.

LEGION BREAKER
Once you reach 6th level, foes drop around you, one after
another. While you are raging and drop an enemy to zero hit

points with a melee weapon attack, you can make one PATH OF THE SURVIVOR FEATURES
additional attack with your bonus action. Barbarian Level Feature

3rd Natural Survivor, Weave the Trail
6th Breakneck Recovery
10th Enduring Fortitude

14th Guardian of the Pack



NATURAL SURVIVOR

When you take this path at 3rd level, you have proficiency in
your choice of either Nature, Medicine or Survival If you are
already proficient in all of these, you become proficient in one
skill of your choice.

WEAVE THE TRAIL
Also at 3rd level, you are an expert at moving through the
untamed wildlands, acting as a guide for others. While you
are raging, you cannot become restrained from natural traps,
like a bush of thorns.
In addition, all difficult terrain within a 10 foot radius
centered on you does not cost any additional movement.
Lastly, whenever you would take damage from a natural
hazard in the wilderness, like a boulder falling, you take half
damage.

BREAKNECK RECOVERY

At 6th level, you are a difficult foe to keep down. Whenever
you have been knocked prone and are not restrained, you can
take a reaction to immediately stand on your feet at no cost of
movement.

ENDURING FORTITUDE
At 10th level, your fortitude knows no bounds. You no longer
get exhaustion due to extreme weather. You are still able to
die if you reach six levels of exhaustion.

In addition, while you are raging, friendly creatures within
a 10 foot radius of you have advantage on Constitution saving
throws when exposed to extreme heat or cold locations.

GUARDIAN OF THE PAck

Once you reach 14th level, you become the protector of your
fellow tribe members. When an ally becomes the target of an
attack by a creature within 5 feet of you, you may use your
reaction to make one melee attack towards that creature.
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BARD

"Until I heard the musical rendition, the Tale of Shava had
not entirely clicked with me. Keep playing, minstrel!"

There is more to a bard than just reciting poetry and
strumming their lute. In fact, bards seem to unravel the
hidden mysteries of lore and history with every lyric, bringing
the tale to life.

Bards are often the performers that keep history alive,
passing that knowledge to those who pass by. Knowledge,
they realize, is often dark, dreadful, and lacking the
audience's emotional attachment. Bards who perform try to
captivate their listeners with flamboyant stage performances:
swallowing fire, creating origami with the wind, or juggling
swords.

FAILED PERFORMANCES

Every performer has something that no matter how much
they try, they cannot succeed at. Some may pursue their
entire life into this one thing, trying to get the satisfaction of
accomplishment. This is known as your failed performance.
Was this act harmful and has left your scared to try it
again? Was it embarrassing, trying to do it in a crowd?
Use the Failed Performances table for more details.

FAILED PERFORMANCE
d6 Event
1 You once fell 20" from a tripwire

2 You attempted to swallow a sword, but started to
choke

3 You recited poetry in front of a crowd, and was
laughed at when you became too emotional

4 Your tent caught flame when practicing how to spit
fire

5 You cannot juggle at all, and have an irrational fear of it

6 You get speechless when talking in front of crowds

v drypped His dang ting

BARDIC MUSE

Every artist has an inspiration for their craft. It could be from
a long-lost love, the overwhelming sense of danger, or even
the awe-inspiring beauty of nature. Wherever there is
emotion, there is someone who will capture the feeling.

Use the Bardic Muse table for more details.

BARDIC MuUSE
d6 Inspiration

1 You had travelled the high seas, and was caught off
guard by stunning storm clouds

2 You had two loves in your life: a barmaid in a large city,
and the thrill of adventure. Adventure won, but you will
never forget them

3 A mighty war occurred, and you were witness to it

4 Dramatic conflict plagues a city, and you stir the muck
with your performances

5 You climbed the Spine of the World, and were
awestruck with the sight

6 You see emotion in daily life between people and the
world. You attempt to capture this bond

BARD COLLEGES

At 3rd level, a bard gains the Bard College feature. The
following options are available to a bard, in addition to those
offered in the Player’s Handbook and Xanathar's Guide to
Everything: the College of Destiny, and the College of
Origami.

COLLEGE OF DESTINY

Whenever a bard takes on the life of magic, their
performance can even allow them to find the future. Their
presentation is superb, leaving the audience wondering,
stunning even the most skeptical. On the battlefield, this
wondrous showing even effects hostiles.

COLLEGE OF DESTINY FEATURES
Bard Level Feature
3rd Bonus Proficiencies, Foretell the Odds
6th Reading Fate
14th  Spell Fold
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BoNUSs PROFICIENCIES
At 3rd level, you become proficient with a gaming set of your
choice and two of the following skills of your choice:
Deception, Insight, Perception or Sleight of Hand.

Whenever you use your gaming set to make a skill check
that you are proficient in, you can add double your proficiency
bonus instead.

FORETELL THE ODDS

Also at 3rd level, you can slightly manipulate the odds of an
event happening around you. Whenever a creature makes an
attack roll, skill check or saving throw, you may expend one
Bardic Inspiration as a reaction. If you choose to do so, their
roll becomes 10, before any modifiers are applied. You can
choose to do this after the roll, but before the dice outcome is
deemed to be a success or failure.

READING FATE

At 6th level, you have the ability to affect creatures with your
foresight. At the end of a short or long rest, you may have two
readings of a deck of cards or a similar tool. Roll 2d12 and
match the separate rolls on the table below.

READING FATE TABLE

Roll  Reading
Boon of Strength
Bane of Strength
Boon of Dexterity
Bane of Dexterity
Boon of Constitution
Bane of Constitution
Boon of Intelligence
Bane of Intelligence
Boon of Wisdom
Bane of Wisdom

Boon of Charisma

— —) —]
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Bane of Charisma

When you or a creature you can see within 60 feet does an
attack roll, skill check or saving throw of the reading’s ability,
you can use one of your readings to hopefully manipulate the
outcome as a reaction. If the reading was a boon, the target
creature has advantage on the roll. If the reading was a bane,
the target creature has disadvantage on the roll

You regain all expended uses at the end of a short or long
rest, in which you reroll both dice uses. If any readings are
unused by the end of a rest, they are lost.

SPELL FoLD
At 14th level, you have learned when to wrap up one of your
acts. Whenever you are maintaining concentration on a spell,
you can use your bonus action to end the spell early. If you do
S0, you can either recover a spell slot equal to or half of the
spell that just ended, or you can instantly roll another time on
the Reading Fate feature.

Once you use this feature, you cannot until you finish a
short or long rest.

COLLEGE OF ORIGAMI

Bards that practice in this college are often seen in parades,
where their very music breathes life into parchment. They
captivate all those who watch, performing a show with
animated origami that folds itself and flows in the wind.

COLLEGE OF ORIGAMI FEATURES
Bard Level Feature

3rd Life of Folding, Dance of Paper
6th Trace the World
14th Graph the World

Lire oF FOoLDING

At 3rd level, you can construct and fold paper in a way that it
comes to life. During a short rest, you can use sheets of paper
to fashion origami, creating a Tiny sized beast out of paper.
The end product comes to life, but cannot speak. It retains
the same statistics a normal creature would have in this way,
including its own innate knowledge as if it had lived in its
ordinary terrain all its life.

You can only have one active origami beast at one time. If it
is destroyed, you can make another creature by spending one
hour and 10 gp worth of sheets of paper and special wax to
cover the cost.

The origami beast has the following changes:

e [t is vulnerable to slashing and fire damage.
¢ It has blindsight.

Once you reach 9th level, you can make creatures that are
Small sized or smaller. The cost of a Small sized beast is 25
gp worth of materials.
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DANCE OF PAPER

Additionally, at 3rd level, you can perform with the wind as
you tell stories, captivating those who watch and listen. You
learn the prestidigitation cantrip if you do not already know
it. If you do, you learn one bard cantrip of your choice.

In addition, as a bonus action, you can expend one Bardic
Inspiration die to attempt to captivate one audience member
with your origami beast. Select one creature within 30 feet
that you can see. The creature must make a Wisdom saving
throw. On a failure, the creature is charmed by you.
Creatures that have would advantage against charms do not
gain the benefits of advantage.

TRACE THE WORLD

At 6th level, you have a knack for obtaining objects when you
need them most. By spending 1 minute, you can create an
object with a value of less than or equal to 50 gp, made
directly out of origami.

You must expend an equal value of paper, and what you
create is obviously not a real version, like gems, which are
deemed worthless. It cannot be used to create objects that
are unknown, for instance legendary artifacts like Shava's
Blackrazor, but objects that hold weight, namely ladders, can
still be used properly.

Examples of items you can create can be found on the
Adventuring Gear Table and Weapons Table found in the
Players Handbook, or in Chapter 6 of this book.

GRrAPH THE WORLD

At 14th level, you have the ability to manipulate the world,
related to folding a map so that two vastly distances touch.
You can use your sheets of paper and parchment to create
objects that are up to 15 feet cube.

Objects made using this feature are able to do exactly what
their normal counterparts are able to do, examples like a
bridge holding weight, or a rowboat able to float without
becoming ruined.

Furthermore, if you spend 1 minute in concentration, you
can rip the fabric of reality, transporting yourself and one
other creature you are touching to an unoccupied space
within 120 feet.

You can use this ability equal times up to your Charisma
modifier per long rest.
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CLERIC

"You think its easy receiving your power from the Gods? I
thought you wizards were intelligent!"

Many go about their days without being affected directly by a
deity. Due to this, not everyone sees how a cleric must be,
feeling the ever-present touch of a divine being.

To be a cleric is not just to be devout to a deity. Where a
cleric is touched by a deity and feels their ever-present touch,
a cultist is one who reveres a deity is if they have divine
power.

Does a person become a cleric because their normal lives
already embody the qualities of that deity? Or does a cleric
start to reflect those qualities after a divine experience?
Ultimately, that is up to you, dear adventurer.

FArTH

A cleric's faith is what drives them to pursue divinity. Their
magic comes from their faith, granted by the worship of their
deity. Over the course of their life, there might be events that
shake their faith down to the core. This could provide an
interesting arc of events to take place. Although some clerics
stray from the light of their deity, most do come back with a
newfound strength.

How strong is the faith of your cleric? Do they believe
everything their deity has done to be in good attentions, even
with obvious flaws? Do they lack the fundamental beliefs that
their deity holds?

Use the Faith table for more information.

FAITH
d6 Relationship

1 | lack the blatant oversight of their faults. | still choose
to worship

2 My deity has done some wrongs, but they have done
more good. | wish to spread more good in their name

3 The deity | worship has not provided any evidence that
they exist in the world. | want to create miracles for
them so others will worship too

4 My deity has only done good - or | choose to ignore
the bad. | follow blindly

5 | only commune and pray to my deity when it is
beneficial to me

6 | do not believe my deity exists, but am still granted
divine magic for a reason unknown to me

MENTOR

Often times, temples have high priests that teach young
acolytes the ways of worship. The bond of an apprentice, a
mentor, and a divine spirit helps make the foundation for a
priest to show their signs of being a cleric.

Mentors come in many shapes and forms, or possibly
deceased and obtained sainthood. It is up to you and your
organization of what your mentor is, who they were, and their
outcome.

Use the Mentor table for further information.

MENTOR
dé Mentor

1 My mentor was the holy symbol of my deity, such as a
flaming sword for Tempus

2 The mentor was burned at the stake in a village for
protesting a crime. They became a saint for the church

3 Unknown to me, my mentor was a celestial in disguise

4 My mentor was a normal humanoid, seeking to create
quality clerics, such as myself

5 An ethereal spirit wanders the temple halls, and guided
me to my path

6 My temple does not allow mentors. Instead, | taught
myself. You should not rely on others to find your faith



D1viINE DOMAIN

At 1st level, a cleric gains the Divine Domain feature. The
following domain options are available to a cleric, in addition
to those offered in the Player’s Handbook and Xanathar's
Guide to Everything: Ooze and Protection.

Oo0zE DOMAIN

The Underdark contains many threats, like drow and illithids,
but another beast lurks in the darkness. Piles of slime and
muck consume objects, eating away metals and organic
material, slowly moving and growing in size. These creatures
are called slimes, they hail from the demon lord Juiblex, one
of the three lesser deities of the Underdark.

Many forms of oozes and slimes can be find, from the
simple ochre jelly, all the way to the monstrous gelatinous
cube. Either way, these abominations slither upon
unsuspecting prey, ready to dissolve them. The burns from
said slimes are unlike a normal fire. They will eat your
clothing and armor, until all that is left is a pile of suspended
bones. To be eaten alive is one of the most gruesome ways to
die.

Clerics that worship these monsters offer reverence their
ability to overwhelm their foes with smaller sliced chunks,
while whittling down their metal armor down to scraps.

Ooze DOMAIN FEATURES
Cleric Level Feature
1st Domain Spells, Bonus Cantrip, Slime Body
2nd Channel Divinity: Split
6th Acidic Body
8th Potent Spellcasting
17th  Avatar of Ooze

DOMAIN SPELLS

You gain domain spells at the cleric levels listed in the Ooze
Domain Spells table. See the Divine Domain class feature for
how domain spells work.

Ooze DOMAIN SPELLS
Spell Level Spells
1st Ensnaring Strike, Grease
3rd Acid Arrow, Web
5th Blink, Meld into Stone
7th Blight, Otiluke’s Resilient Sphere
9th Antilife Shell, Contagion
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BoNus CANTRIP
At 1st level, you learn the acid splash cantrip, which counts as
a cleric spell for you.

SLIME Bopy

Additionally, at 1st level, your skin becomes layered in a thin
slime, which coats you and your items. Whenever you are
grappled or restrained, you have advantage on all Strength or
Dexterity checks to break free.

In addition to this, you can move into a space of 1 inch
wide without squeezing, as if you have the amorphous trait.
You can also climb difficult surfaces without making an
ability check, such as walls and ceilings.

CHANNEL DIVINITY: SPLIT

Starting at 2nd level, you have the ability to split into two. As
a reaction to a melee attack that hits or as a normal action,
you can use this Channel Divinity. Whenever you do so, your
size becomes one size smaller than it was before, along with
half of your hit points, as long as you have at least 2 hit
points.

Items you are wearing are not copied, just weapons and
armor. Additionally, your second clone cannot cast spells.
Your clone has the same initiative as your character.

You can use an action to combine both split versions of
yourself. Whenever you do so, your hit points equal the total
hit points of both split versions added together, along with
your size becoming one size larger.

Acipic Bopoy
At 6th level, you can eat away objects when you touch them
with the slime that covers your body. As a reaction to
whenever you are hit with a melee attack, that creature takes
1d6 points of acid damage. At 11th level, this feature does
2d6 acid damage, and at 17th level, this does 3d6 acid
damage.

If you touch an object that is nonmagical for 1 minute, you
can choose to destroy 1 cubic foot of that material

POTENT SPELLCASTING

At 8th level, you gain the ability to infuse your spells for more
damage. You may add your Wisdom modifier to the damage
you deal with a cleric cantrip.

AVATAR OF OOZE

Finally at 17th level, you can show the horror of the
aberrations that you are devoted to. You now have the
following benefits:

« You have blindsight out to 60 feet.

* You are immune to acid damage.

* You are immune to the blinded, deafened, and exhausted
conditions.

* You can make a pseudopod attack that you are proficient
with, and has a reach of 10 feet. In order to do so, you must
make a melee weapon attack. This attack does bludgeoning
damage equal to 2d6 + your Strength modifier. In addition,
this also does 1d6 acid damage.



PrROTECTION DOMAIN

Often manifested in clerics who worship Lord Ao or
Chauntea, those under the protection domain try to heal the
sick and prevent more harm. On account of this, they do not
usually partake in causing even more harm, including to their
enemies. They are pacifists who would prefer to talk things
out, but still defend themselves when required.

Very few will take arms against an enemy. Many will carry a
simple dagger, but that can be used in a pinch to cut
bandages. Others will stretch their calling into battle, bulking
in armor and shields to not be hurt. Their way of thinking is
that if they're unable to be hurt from a deadly blow, they can
step in place of an attack to an ally.

PROTECTION DOMAIN FEATURES

Cleric
Level Feature

1st  Domain Spells, Bonus Proficiency, Shield the
Defenseless

2nd  Channel Divinity: Saveguard
6th  Preservation

8th  Divine Strike (1d8)

14th  Divine Strike (2d8)

17th  Imposition of the Immortal

DOMAIN SPELLS

You gain domain spells at the cleric levels listed in the
Protection Domain Spells table. See the Divine Domain class
feature for how domain spells work.

PROTECTION DOMAIN SPELLS
Spell Level Spells

1st Sanctuary, Shield of Faith

3rd Aid, Warding Bond

5th Beacon of Hope, Glyph of Warding
7th Aura of Purity, Stone Skin

9th Circle of Power, Wall of Force

BoNuUs PROFICIENCY
At 1st level, you gain proficiency in heavy armor.

SHIELD THE DEFENSELESS

From 1st level, you have been trained to be in the thick of
battle, curing the wounds of the knights and paladins. You
gain the protection fighting style. When a creature you can
see attacks a target other than you that is within 5 feet of you,
you can use your reaction to impose disadvantage on the
attack roll. You must be wielding a shield.

At 8th level, you no longer have to be within 5 feet of a
creature to use this feature. Instead, a shield of radiance
protects the creature. You must be within 30 feet of them,
and must be able to see them.

o al

CHANNEL DIVINITY: SAFEGUARD

Starting at 2nd level, you can make it harder for your friends
to be harmed in battle. As an action, you may touch one
friendly creature within 5 feet of you. Attack rolls against the
selected creature have disadvantage until end of your next
turn.

PRESERVATION

At 6th level, you can help preserve your allies on the
battlefield or in a dungeon, where danger is everywhere.
Whenever a creature within 30’ of you makes a saving throw,
you can use your reaction to grant them advantage.

D1VINE STRIKE

At 8th level, you gain the ability to infuse your weapon strikes
with divine energy. Once on each of your turns when you hit a
creature with a weapon attack, you can cause the attack to
deal an extra 1d8 damage of the same type of damage by the
weapon to the target. When you reach 14th level, the extra
damage increases to 2d8.

IMPOSITION OF THE IMMORTAL

Finally at 17th level, you can now protect all of your allies on
the battlefield from hostile foes. Whenever you use the
Safeguard channel divinity, it instead affects all friendly
creatures within 30’ of the creature you touch.




DruID

"Nature shall consume all as it was before. This is how it will
be, and how it has always been."

Often the caretakers of the forests, coasts and mountains,
druids are the voice of the natural world. Those that become
druids seem to gravitate towards certain areas outside of
civilization.

It seems like sages and hermits are frequently mistaken as
druids due to their consistent studying, but do not get them
confused. Druids have a connection so deeply rooted into
nature itself that they embody the magic that flows through
every leaf, river and gust of air.

BioME HOME

Druids can come from anywhere. Examples of this are the icy
mountains of the far north called the Spine of the World, the
coast of the Trackless Sea, or the blistering deserts of
Anauroch.

Each biome has a train of thought tied to them about
nature. Where does your druid come from? How does this
affect them?

Use the Biome table for more details.

BioME
d6 Terrain

1 | grew up in the hot desert of Anauroch, and keep a
similar heated personality

2 | was raised near the Grandfather Tree, and know that
patience is key to everything

3 Living in the Evermoors, the swamp showed me that
you must persist

4 From the Trackless Sea, | learned to move with the
everchanging events

5 Near the Spine of the World, | was taught to be sturdy
6 The Serpent Hills showed me to stay true to my path

DruiD CIRCLES

At 2nd level, a druid gains the Druid Circle feature. The
following options are available to a druid, in addition to those
offered in the Player’s Handbook: the Circle of the Scorched
Earth and the Circle of the Sun.

CIRCLE OF THE SCORCHED EARTH

The Circle of the Scorched Earth is a last resort used by
druids. Whenever a powerful threat endangers the world,
these druids consume the plant life in flames. This way, it can
be reborn from the ashes once the threat has subsided.

CIRCLE OF THE SCORCHED EARTH FEATURES
Druid Level Feature

2nd Bonus Cantrip, Incendiary Touch
6th Soul of Flames

10th Body of Ash

14th Blessings of Nature

BoNus CANTRIP
When you take this circle, you learn the produce flame
cantrip.

INCENDIARY TOUCH
Starting at 2nd level, you are filled with the passion of fire,
and so your touch gives off heat. Whenever you are hit by a
melee attack within 5 feet of you, you can inflict a burn on
your enemy. As a reaction, the creature that hit you must
make a Dexterity saving throw. On a failure, that creature
takes 1d6 fire damage, or half as much on a success.

This damage increases to 2d6 at 7th level, again increases
to 3d6 at 12th level, and once more increases to 4d6 at 17th
level

SouL oF FLAMES

At 6th level, the flame which grows inside you warms you like
a belly full of ale. You have resistance to fire damage, and do
not have to make Constitution saving throws against
exhaustion in climates of extreme cold.

Bopy oF AsH

At level 10, you have controlled the flame. You are no longer
required to eat normal food, but instead can eat any organic
matter instead, like wood. In addition, you can cast heat metal
once per long rest, without using a spell slot.



BLESSINGS OF NATURE

At 14th level, you can now regrow the land from the ash that
once consumed it. Once per week, you can use an action to
regrow within a 1 mile radius, centered on you. These plants
will fully mature within 2d4-1 days.

Plants that grow in this way have a chance of being
awakened, as if the awaken spell had been cast. Once the
plants have fully matured, you may roll a 1d6 to determine
the number of awakened shrubs and 1d4 awakened trees.
There will always be 1 treant when this occurs.

In addition, whenever you cast a spell that can bring a
creature back from the dead that requires a body, an example
being revivify, the body no longer has to be mostly intact.
Instead, even if the body has been reduced to ash, you can
still use the spell.

CIRCLE OF THE SUN

The Circle of the Sun is a community of mystics and druids
who know that nature can only exist with the sun. With the
sun comes plants, and with plants comes creatures.

These druids gather on the peaks of vegetated mountains,
as close as they can possibly get to the sky, sending their
voices throughout the air, and whisper between the
connected trees. As a member of this circle, you rely on the
senses of plants and the breeze at your back.

CIRCLE OF THE SUN FEATURES

Druid Level Feature
2nd Phytoform Shape
6th Synthesis
10th Safety of the Soil
14th Phytophylactery

PHYTOFORM SHAPE
Starting at 2nd level, you can use your Wild Shape to
magically assume the shape of creatures with the Plant type
that you have seen before. Beasts you Wild Shape into
remain the same according to the CR rating found on the
table, but using your Phytoform Shape allows you to
transform into plants with a CR equal to or less than half of
your druid level

While in plant form and in direct sunlight, you get the
following benefits:

¢ Once per day, you may cast goodberry as a 1st level spell.
These berries grow from your body.

¢ You gain temporary hit points equivalent of your
proficiency bonus at the start of your turn, to a maximum
amount of temporary hit points allowed equal to your
druid level These temporary hit points remain as long as
you are in plant form.

¢ You have advantage on all Dexterity (Stealth) checks while
you are not moving.

CHAPTER 2 | NEW NG EINDEAREEERES

SYNTHESIS

At 6th level, any spell that creates magical light counts as
direct sunlight only for you for the purpose of your Phytoform
Shape feature. You also know the daylight spell, and always
have it prepared. Knowing this spell does not count against
the maximum number of spells you can have prepared.

SAFETY OF THE SOIL

At level 10, difficult terrain does not slow your movement
while in your Phytoform Shape form. All terrain within 15
feet of you counts as difficult terrain for your enemies.

NURTURING LIGHT
Finally, at 14th level, you give off and aura so powerful that it
quickly binds the wounds of your allies. If an ally starts their
turn with 15 feet of you, they recover temporary hit points
equal to your proficiency bonus.

The maximum number of temporary hit points a creature
can have from this feature is equal to your druid level

This effect does not work on construct creatures, undead
creatures, or an ally that has more than half of their hit point
total.




FIGHTER
"Can we cut out the chit-chat already? My blade hasn't been
tested today, and I'm getting a little antsy."

When the thought of an adventurer comes to mind, it is often
a fighter with a charred shield from a recent red dragon
encounter. Classically trained in martial fighting, they are an
expert in all things combat related. Most fighters will vary in
their tactics and styles.

One can specialize in fighting with a morningstar and plate
mail, or another that picks off threats across the battlefield
with their crossbow.

Much like a paladin or knight, their reward does not come
from materialistic items. No, their reward is knowing that
they bested an enemy, and the renown of their name.

‘WEAPON OF CHOICE

While fighters may have a certain fighting style or a signature
style, most fighters are at home with a type of weapon. It
could be the first weapon they were every trained with, or
that it was the one that was most comfortable with. Needless
to say, if a fighter picks up their choice weapon, it will not be
pleasant.

Use the Weapon of Choice table for more details.

WEeAPON oF CHOICE
d6 Weapon
1 | prefer the feeling of a sharp blade in my hand

2 There is nothing better than hearing bones snap under
my hammer

3 Keeping distance with longer weapon gives me more
space to play with

4 | do not have to worry about getting hurt if | can kill
them with my bow

5 My accuracy with throwing axes and spears is
unrivaled

6 The ordinary man might think a shield isn't a weapon. |
call them fools

RivaL. CHAMPION

It is rare to see a fighter without an antagonistic opponent.
Often, the battle for glory will lead two opposing forces to
meet. From there, the conflict will ensue, with the champion
declared.

Simply put, no matter where you are, a fighter wants fame.
The arena is a show where people come all around in order
to see them fight. Those on the battlefield seek glory and
renown of their prowess. There will be opportunities to claim
it, but out of the hands of another. This is your rival

Use the Rival Champion table for more details.
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