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Preface

W
elcome to the Tome of Warfare! Within these

pages, you will find a wealth of knowledge

concerning player options, arsenals of

weapons and armor, an abundance of new

combat options, siege weapons, fortifications,

and more, all tied together underneath the

topic of warfare. Players and Dungeon

Masters alike will have plenty of new tools at their disposal.

The content here is applicable to any campaign, whether it

includes warfare or not. Of course, these options are only

those: options, to choose to use based on the needs of your

campaign. If you are a Player, remember to ask your

Dungeon Master about using any options outside of the

Player's Handbook to ensure that they are okay with the

options, and that the options exist in their world in the first

place. Not all worlds will have all subclasses, weapons, or

other options.

Chapter 1 includes the new player options: 23 subclasses,

2 prestige classes, 4 new classes, and a collection of new

feats. Each of them centers around warfare or a unique

combat feature in some way, which is why most of the

subclasses are Martial Archetypes for fighters. Even if they

aren't allowed for player characters, each new option could

inspire unique NPCs. The rules for prestige classes were

originally presented in the 2015 Unearthed Arcana entitled

"Rune Magic and Prestige Classes." The prestige classes

presented here use those rules. Many options here were

converted (or take inspiration) from previous editions of the

game, but many are also original creations.

Chapter 2, Dungeon Master Options, introduces new

equipment options and variant rules concerning the new

options. It also includes a list of magic items, as well as many

new combat options such as new action options, rules for

equipment durability, expanded injuries lists, and "coup de

grace." The final section in this chapter outlines guidelines

and strategies for designing duels, contests, and

tournaments.

Chapter 3 presents rules for warfare, including new siege

weapons, rules for fortifications of all kinds, naval warfare,

and expanded rules for the 2015 Unearthed Arcana entitled,

"When Armies Clash." It also outlines many war strategies,

which can be used in combat encounters of any size to make

them more challenging. After all, it is more difficult to fight a

group of organized hobgoblins who march in a phalanx

rather than an unorganized group of the same monsters.

Chapter 4 has several new spells, the purposes of most of

which are for magical warfare.

Finally, Chapter 5 helps to build armies by providing

guidelines and many stat blocks built for that purpose.

Now go on adventures, lead and destroy armies, and be

awesome. And may the dice ever roll in your favor.

—Conner McCall
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Chapter 1
Character Options

New Subclasses
Class Subclass Level Available Description

Barbarian Path of the Warchief 3rd Leads through brutal deeds and battle frenzy

Barbarian Path of the War Hulk 3rd Massive and powerful, rules the battlefield with sheer strength and size

Barbarian Path of the Warsworn 3rd Clad in heavy armor, enhances the rage with martial prowess

Bard College of War 3rd Rouses allies to bloodshed

Fighter Cavalry 3rd A warrior heavily practiced in fighting from horseback

Fighter Deepstone Sentinel 3rd A dwarven guardian that can control the earth

Fighter Dervish 3rd Performs a deadly dance that enhances speed and maneuverability

Fighter Dreadnought 3rd Emphasizes raw power and physical durability over skill

Fighter Duelist 3rd Utilizes agility and precision rather than heavy equipment and strength

Fighter Eternal Blade 3rd Learns martial mastery through a blade guide

Fighter Gladiator 3rd Entertain crowds and astounds foes with feats of strength and skill

Fighter Gladiator Variant 3rd Practices a specialty fighting style

Fighter Phalanx 3rd Utilizes defensive tactics to help defend allies

Fighter Praetorian Guard 3rd Specializes in defending and protecting others

Fighter Stoneguard 3rd Endures heavy punishment by learning defensive techniques

Fighter Swordsage 3rd Seeks truth in combat and fights with an element of magic

Fighter Warblade 3rd Masters martial combat in all forms

Monk Way of the Sohei 3rd A divine warrior that can enter a ki frenzy during battle

Ranger Blade Dancer 3rd Strikes hard and fast while avoiding counterattacks

Ranger Sentry 3rd Detects creatures and lies, relies on stealth

Ranger Strider 3rd A lone wolf more than capable of defending against powerful monsters

Sorcerer Primal Fury 1st Taps into primal power using a connection through rage and anger

Wizard Duskblade 2nd Trains with armor and weapons to become a dangerously versatile warrior

T
he Player Characters are the main protago-

nists of any campaign. Their actions, heroic or

folly, righteous or villainous, are what drives

the story forward. When it comes to warfare,

the characters could have any number of roles,

whether the battles are only small skirmishes

between bordering provinces or an all-out war

that could end the known world, or anything in-between. This

chapter provides a variety of particularly warmongering

player options, starting with twenty-three subclasses spread

among some of the classes detailed in the 5th Edition

Player's Handbook.

Each class offers a character-defining choice in its early

stages between 1st and 3rd level. This choice allows for a

more unique character as it bestows a number of features

that aren't granted to the class otherwise. That choice is

called a subclass. The table below identifies each of the

subclasses in this book. Some, like the fighter's Deepstone

Sentinel or Eternal Blade, have a race prerequisite. This

prerequisite is set forth to enhance immersion and give that

subclass a distinct flavor, but can be lifted by the DM to fit the

campaign.

Following the subclasses is a section that describes two

new prestige classes and four new classes. The prestige

classes, battlesmith and eye of Gruumsh, both offer unique

features that don't fit into other classes. A class is an enor-

mous part of a character's identity, and each of the four new

classes has a distinct flavor with unique features and powers.

The crusader and the physician each have three sub-class

options, the valkyrie has four subclass options, and the

warlord has seven subclass options.

The chapter concludes with a list of feats that help to flesh

out a character's fighting prowess. As the subclasses, each

feat focuses on a different weapon mastery, fighting style, or

some other skill that would be useful for martial fighters and

others in a combat-heavy campaign. These feats help to make

characters unique and simultaneously give them an edge.
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Prestige Classes

Class Description
Hit
Die

Primary
Ability

Saving Throw
Proficiencies

Armor and Weapon
Proficiencies

Battlesmith A mystical weaponsmith who learns fighting techniques
from the forge itself

d10 Wisdom None None

Eye of
Gruumsh

A devout follower of Gruumsh who puts out an eye in
return for divine power and favor

d10 Wisdom None None

New Classes

Class Description
Hit
Die

Primary
Ability

Saving Throw
Proficiencies Armor and Weapon Proficiencies

Crusader A martial warrior whose power stems from
unshakeable devotion to a cause

d10 Strength Constitution &
Charisma

All armor, shields, simple and martial
weapons

Physician A scholarly healer skilled with an array of
medicines and poisons

d8 Intelligence Constitution &
Intelligence

Light armor, simple weapons

Valkyrie A hero of supernatural origin whose will can
influence the outcome of battle

d10 Strength &
Wisdom

Strength &
Wisdom

Light armor, medium armor, shields,
simple and martial weapons

Warlord A fearless leader capable of rousing
teammates to heroic deeds

d10 Charisma Wisdom &
Charisma

All armor, shields, simple and martial
weapons

6

CHAPTER 1 | PLAYER OPTIONS



Barbarian: Primal Paths
At 3rd level, a barbarian gains the Primal Path feature. The

following options are available to a barbarian: the Path of the

Warchief, the Path of the War Hulk, and the Path of the

Warsworn.

Path of the Warchief
Some barbarians hail from savage cultures or tribes where

war is regular and battles are commonplace. In these places,

their leaders are not exempt from deeds of brutality, leading

their forces in a furious battle frenzy and sweeping enemies

before the onslaught. These leaders are known as Warchiefs.

Warchiefs are often a self-proclaimed leader of a tribe or

raiding band, and usually attain this status by deposing the

previous leader. One leads through example and through

unrelenting presence.

Path of the Warchief Features
Barbarian Level Feature

3rd Battle Frenzy

6th Warchief's Authority

10th Leader's Strength, Battle Frenzy (+2)

14th Warchief's Presence

Battle Frenzy
Starting at 3rd level, while you are raging, you can use a

bonus action to enter a battle frenzy, which lasts for one

minute, until your rage ends, or until you end it as a bonus

action. While you are in a battle frenzy, each friendly creature

within 30 feet of you that can see or hear you gains a +1

bonus to damage rolls made with melee weapons.

You can use this feature only once per rage.

This bonus increases to +2 when you reach 10th level in

this class.

Warchief's Authority
Starting at 6th level, you can use your authority to help

influence the outcome of battle. When a creature you can see

is targeted by a melee attack, you can use your reaction to

harry the attacker. If the creature can see or hear you, the

attack is made with disadvantage.

Alternatively, when a friendly creature you can see makes

an attack, you can use your reaction to offer encouragement.

If the creature can see or hear you, the attack is made with

advantage.

You can use this feature a number of times equal to your

Charisma modifier (minimum of once), and you regain all

expended uses of it when you finish a long rest.

Leader's Strength
Starting at 10th level, your leadership can embolden allies to

perform feats otherwise impossible to them. A creature

affected by your Battle Frenzy feature that makes an attack

roll, saving throw, or ability check can choose to gain a bonus

to the roll equal to your Strength modifier. The creature

makes this choice after seeing the roll, but before the DM

describes the roll's effects.

Each creature can gain this benefit only once per Battle

Frenzy.

Warchief's Presence
Starting at 14th level, your inspiring display rallies your allies

to victory. As a bonus action, you unleash a battle cry which

allows your allies to surge against the enemy. You and up to

ten other creatures of your choice within 60 feet of you that

can hear you gain a number of temporary hit points equal to

half your barbarian level + your Charisma modifier.

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

finish a short or long rest.

Path of the War Hulk
The Path of the War Hulk is chosen by barbarians of great

size and strength, who wish to most effectively utilize those

assets on the battlefield. A War Hulk is just that: a hulk meant

for smashing and intimidating opponents en masse. Their

blows are mighty and their strength legendary, and their

specialty is sowing carnage.

Path of the War Hulk Features
Barbarian Level Feature

3rd Powerful Build, Mighty Swing

6th Mighty Throw

10th Great Strength

14th Massive Swing

Powerful Build
When you choose this archetype at 3rd level, you are a

massive creature with immense strength. You count as one

size larger when determining your carrying capacity and the

weight you can push, drag, or lift.

Mighty Swing
Starting at 3rd level, you can attack with wide swings that

affect multiple targets. While you are raging and you target a

creature with a melee weapon attack, you can choose another

creature within 5 feet of the target and within your reach.

That creature becomes a target of the attack. Use the same

attack roll for each target, but make each damage roll

separately.

You can use this feature only once per turn.
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Mighty Throw
Starting at 6th level, you can treat objects and creatures that

weigh 50 pounds or less as thrown weapons, with a normal

range of 20 feet and a long range of 60 feet. You are

proficient when you throw something in this way, and you use

your Strength modifier for the attack and damage rolls.

If the projectile you throw is an object, it deals 2d8

bludgeoning damage on a hit.

If the projectile you throw is a creature, it lands prone and

takes 2d6 bludgeoning damage, plus any damage it would

take from falling (if you threw it off a cliff, for example).

If the projectile you throw is a creature, and you throw it at

another creature, make an attack roll against the target. If it

hits, both targets take 2d8 bludgeoning damage and are

knocked prone. The targeted creature isn't knocked prone if

it is Large or larger. If the attack misses, the thrown creature

lands prone in an unoccupied space next to the target and

takes 2d6 bludgeoning damage.

You can only throw a creature if you are grappling it.

Great Strength
At 10th level, you grow in strength and stamina. Your

Strength and Constitution scores increase by 2. Your

maximum for those scores is now 22.

When you gain the Primal Champion feature at 20th level,

your maximum for those scores is 26 rather than 24.

Massive Swing
Starting at 14th level, you can use an action to lash out all

around you with a single attack using a melee weapon you

are wielding. Each creature within 5 feet of you must make a

Dexterity saving throw. The DC for this save is 8 + your

proficiency bonus + your Strength modifier. On a failed save,

a creature is hit by the attack and takes damage from it as

normal.

Path of the Warsworn
All barbarians have an internal fury, but the rage of a

barbarian that follows this path is a focused rage. It is a rage

that not only allows the shrugging off of blows and the

pummeling of enemies, but also opens the way for martial

skill enhanced and controlled by the rage, rather than

overrun by it.

Most members of this path are trained soldiers and martial

experts, in whom an unquenchable rage is awakened during

battle. Rather than give themselves over to the rage like other

barbarians, however, these warriors learn to control the rage

and focus it into fury that makes them unstoppable on the

battlefield.

Path of the Warsworn Features
Barbarian Level Feature

3rd Armored Rage

6th Fighting Style, Martial Focus

10th Focused Rage

14th Improved Martial Superiority

Armored Rage
When you choose this path at 3rd level, you gain proficiency

in heavy armor if you didn't already have it. In addition, you

gain all the benefits of a rage even while you are wearing

heavy armor.

When you gain the Fast Movement feature at 5th level, you

gain the benefits of that feature even while you are wearing

heavy armor.

Fighting Style
At 6th level, you adopt a style of fighting as your specialty.

Choose one of the following options. You can't take a Fighting

Style option more than once, even if something in the game

lets you choose again.

Dueling. When you are wielding a melee weapon in one

hand and no other weapons, you gain a +2 bonus to damage

rolls with that weapon.

Great Weapon Fighting. When you roll a 1 or 2 on a

damage die for an attack you make with a melee weapon that

you are wielding with two hands, you can reroll the die and

must use the new roll, even if the new roll is a 1 or a 2. The

weapon must have the two-handed or versatile property for

you to gain this benefit.

Martial Focus
Also at 6th level, your focus during battle helps you to strike

true. When you make a melee weapon attack using Strength

while you are raging, you can choose to gain a bonus to the

attack roll equal to your Rage Damage bonus. If you do, you

don't gain your Rage Damage bonus on the damage roll for

that attack.

You must make this choice before the attack roll is made.

Focused Rage
Starting at 10th level, you are completely in control of your

rage and mind. While you are raging, you have proficiency in

Wisdom saving throws.

Improved Martial Focus
Beginning at 14th level, you can attack three times, instead of

twice, whenever you take the Attack action on your turn.
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Bard: Bard College
At 3rd level, a bard gains the Bard College feature. The

following option is available to a bard: the College of War.

College of War
The College of War is a rare and mysterious college, and the

bards who study its teachings are feared. This is because

these bards rarely use the teachings of this college for

entertainment. Nearly always, its rhythms and forbidden

melodies are used to inspire soldiers, spark bloodlust, and

ultimately go to war.

Orcs and hobgoblins have been known to study this college

before beginning a war campaign, distributing their

drummers across their ranks so that all soldiers can reap the

benefits of the songs of war, becoming roused to bloodshed.

Bards of other races that seek out this college become

powerful assets to guilds and organizations, and many serve

as enforcers, bodyguards, or troup leaders, while others

become adventurers.

College of War Features
Bard
Level Feature

3rd Bonus Proficiencies, Incite Bloodlust, War
March

6th Lead the Troops

14th Lead the Troops

Bonus Proficiencies
When you join the College of War at 3rd level, you gain

proficiency with medium armor and with one martial weapon

of your choice.

Incite Bloodlust
At 3rd level, you learn rhythms that effectively rouse your

allies to bloodshed. As an action, you can perform a war song,

the effects of which last for 1 minute. During that time, you

and each friendly creature within 30 feet of you gains a +1

bonus to damage rolls. If an attack or spell involves multiple

damage rolls, this bonus only applies to one of them. A

creature must be able to hear you to gain this benefit. The

effect ends early if you are incapacitated or silenced or if you

voluntarily end it (no action required).

The damage bonus increases as you gain levels in this

class, to +2 at 9th level and to +3 at 17th level.

Once you use this feature, you must finish a short or long

rest before you can use it again.

War March
At 3rd level, you and up to ten companions can travel for 2

additional hours beyond 8 during a traveling day without risk

of incurring adverse effects of a Forced March.

Lead the Troops
Starting at 6th level, your leadership makes your comrades

even more effective. Whenever a creature deals extra damage

as a result of your Incite Bloodlust feature, you can use your

reaction to expend one use of your Bardic Inspiration, adding

the number you roll on your Bardic Inspiration die to the

attack's damage.

Battle Furor
Starting at 14th level, whenever you use your Lead the Troops

feature, you can roll a d8 and use it instead of expending a

Bardic Inspiration die.

Once you use this feature, you can't use it again until the

start of your next turn.
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Fighter: Martial
Archetypes
At 3rd level, a fighter gains the Martial Archetype feature. The

following options are available to a fighter: the Cavalry, the

Deepstone Sentinel, the Dervish, the Dreadnought, the

Duelist, the Eternal Blade, the Gladiator, the Phalanx, the

Praetorian Guard, the Stoneguard, the Swordsage, and the

Warblade.

Cavalry
The Cavalry is a fighter who reaches maximum potential

while on horseback. The archetypal Cavalry is usually trained

in rank-and-file armies with a specific skill set or military

purpose in mind: to run down the enemy and slaughter them

without mercy.

Cavalry Features
Fighter
Level Feature

3rd Bonus Proficiency, Born to the Saddle, Spur
Onward

7th Cavalry Training

10th Quick Response

15th Improved Cavalry Training

18th Tower of Defense

Bonus Proficiency
When you choose this archetype at 3rd level, you gain

proficiency in one of the following skills of your choice:

Animal Handling, History, Insight, Performance, or

Persuasion. Alternatively, you learn one language of your

choice.

Born to the Saddle
Starting at 3rd level, your mastery as a rider becomes

apparent. You have advantage on saving throws made to

avoid falling off your mount. If you fall off your mount and

descend no more than 10 feet, you can land on your feet if

you’re not incapacitated.

Finally, mounting or dismounting a creature costs you only

5 feet of movement, rather than half your speed.

Spur Onward
Beginning at 3rd level, whenever you use your Second Wind

feature while you are mounted, your mount regains a number

of hit points equal to 2d10 + your fighter level.

Alternatively, you can instead choose one creature within

30 feet of you that can see or hear you. That creature regains

hit points equal to 1d10 + your fighter level.

Cavalry Training
At 7th level, you manifest a particular skill that reflects your

cavalry training. Choose one of the following options.

 

   Cataphract. Your training lies in charging with spears and

lances. If you move 20 feet or more straight toward a

creature, and then hit it with a melee weapon attack, you can

roll one of the weapon's damage dice one additional time and

add it to the damage of the hit. You can gain this benefit only

once on each of your turns.

Dragoon. If you are wielding a melee weapon in one hand

and no other weapons, you gain a +1 bonus to attack rolls

with that weapon.

Prodromos. You are experienced with throwing weapons,

especially from horseback. For you, the normal and long

ranges of thrown weapons are increased by 10 feet. In

addition, when you draw a thrown weapon on your turn, you

can draw up to three additional thrown weapons as a bonus

action.

Sagittarius. You are trained to use a bow and arrow from

horseback. You can use a bonus action to aim carefully. Until

the end of your current turn, all ranged weapon attack rolls

that you make with bows or crossbows ignore half and three-

quarters cover, and you gain a +2 bonus on damage rolls with

bows and crossbows.

Quick Response
Beginning at 10th level, your quick thinking gives you

advantage at the onset of battle. You have advantage on

initiative rolls.

 

Archery Cavalry Training
If you are using the optional Ranged Attacks while
Mounted rules (detailed in Chapter 2), then add the
following benefit to the Prodromos and Sagittarius
options within the Cavalry Training class feature:

You don't have disadvantage on ranged weapon
attacks as a result of being mounted, even if
your mount moves on your turn.
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Improved Cavalry Training
When you reach 15th level, your skills gained through cavalry

training reach further heights. You gain one of the following

benefits. You must choose the same type that you chose for

your Cavalry Training feature.

Cataphract. Because of your charging expertise, your

charges can be especially ferocious. If you move 20 feet or

more straight toward a creature, and then hit it with a melee

weapon attack, you can force the target to make a Strength

saving throw. The DC for this saving throw equals 8 + your

proficiency bonus + your Strength modifier. On a failed save,

the target is knocked prone. You can use this ability only once

on each of your turns.

Dragoon. You excel in combat using melee weapons.

Whenever you score a critical hit with a melee weapon that

you are wielding in one hand, and are wielding no other

weapons, the attack deals extra damage equal to your fighter

level.

Prodromos. You can use your momentum to your

advantage when using thrown weapons, making your attacks

with such weapons deadlier. Once on each of your turns,

when you hit with a thrown weapon attack, you can make the

attack deal an extra 1d8 damage of the weapon's damage

type.

Sagittarius. You can target those beneath you with

pinpoint accuracy. While you are mounted, you have

advantage on ranged attack rolls against unmounted

creatures that are smaller than your mount.

Tower of Defense
At 18th level, you are used to being targeted by arrows while

atop your steed, which makes you better at evading them. If a

creature you can see makes a ranged weapon attack against

you from 30 feet away or farther, the attack roll is made with

disadvantage. If you are incapacitated or unconscious, you

don't gain this benefit.

Deepstone Sentinel
A Deepstone Sentinel is a dwarven warrior who combines

martial prowess with power over the earth itself. Each

immerses itself in ancient teachings to learn its ways, and

most become powerful protectors of their people. More

rarely, a Deepstone Sentinel will search out their enemies to

destroy them.

Restriction: Dwarves Only
Only dwarves and duergar can become a Deepstone Sentinel.

The teachings and rites needed to become a Deepstone

Sentinel are held by the dwarves, who never let an outsider

follow such powerful, ancient, and sacred traditions.

Your DM may lift this restriction, as befits the campaign.

Deepstone Sentinel Features
Fighter Level Feature

3rd Deepstone Investiture

7th Mountain Fortress Stance, Pillar of Earth

10th Stone Curse

15th Awaken the Stone, Deepstone's Passage

18th Stone Simulacrum

Deepstone Investiture
When you choose this archetype at 3rd level, you begin to

control the very ground on which you walk. You learn the

mold earth cantrip and can cast it at will.

In addition, you learn the earth tremor spell, and can cast it

at its lowest level without expending a spell slot. Your

spellcasting ability for this spell is Strength, and your spell

save DC is calculated as follows:

Deepstone Investiture save DC = 8 + your proficiency

bonus + your Strength modifier

You are immune to the difficult terrain created by the spell

when you cast it in this way. Once you cast the spell in this

way, you can't do so again until you finish a short or long rest.

Mountain Fortress Stance
When you reach 7th level, you learn the fighting stance

utilized by the Deepstone Sentinels. You can use a bonus

action to enter mountain fortress stance. While you are in the

stance, you gain the following benefits:

You have advantage on Strength ability checks and saving

throws

You can't be knocked prone or moved against your will

You gain tremorsense with a radius of 10 feet

The stance lasts until you take the Dash action, you are

incapacitated or knocked unconscious, or until you end it as a

bonus action.

Pillar of Earth
Beginning at 7th level, you can use an action to choose a

point on the ground within 60 feet of you, which must be

unworked earth or stone. A cylindrical pillar with a 5-foot

diameter erupts from the ground at that point. The pillar can

be anywhere from 1 foot to 10 feet tall. If the pillar erupts

underneath a creature, that creature must succeed on a

Dexterity saving throw or fall prone. The DC for this save is

equal to the save DC of your Deepstone Investiture feature.

If a pillar is prevented from reaching its full height because

of a ceiling or other obstacle, a creature on the pillar takes

2d6 bludgeoning damage and is pushed off, landing prone in

an adjacent space.

A pillar has AC 5 and 10 hit points. When reduced to 0 hit

points, a pillar crumbles into rubble, which creates an area of

difficult terrain in its space that lasts until the rubble is

cleared. It takes 1 minute to clear away the rubble.

A pillar remains until you use an action to cause it to sink

back into the ground, or until it is destroyed.
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Stone Curse
At 10th level, you learn additional techniques implemented

during the mountain fortress stance. While you are in that

stance and hit a creature with a melee weapon attack, you

can force the creature to make a Strength saving throw. The

DC for this save is equal to the save DC of your Deepstone

Investiture feature. On a failed save, you can choose to either

knock the target prone or reduce its speed to 0 until the end

of its next turn. You can force this saving throw only once per

turn.

If a creature fails this saving throw on its turn (as the result

of an opportunity attack) and you choose to reduce its

movement speed, its movement speed is instead reduced to 0

until the end of the current turn.

Awaken the Stone
Starting at 15th level, you can cast the erupting earth spell at

its lowest level without expending a spell slot or providing

material components. Once you cast the spell in this way, you

can't do so again until you finish a short or long rest.

Deepstone's Passage
Starting at 15th level, you can create passages in the tunnels

of the deep. You can cast the passwall spell without

expending a spell slot or providing material components.

However, you can only affect stone or earth with the spell.

Once you cast the spell in this way, you can't do so again

until you finish a long rest.

Stone Simulacrum
When you reach 18th level, you can move the very stone to

fight your opponents in your name. As an action, choose an

unoccupied space on the ground within 30 feet of you, which

must be unworked earth or stone. A Large stone statue of you

erupts from the ground in that space. The statue has the

statistics of a stone golem with the following changes:

It has 50 hit points

Its Wisdom score is 3

Instead of immunity, it has resistance to bludgeoning,

piercing, and slashing damage from nonmagical attacks

not made with adamantine weapons

It doesn't have a Multiattack

It can't use the Slow action option.

The statue rolls initiative when you conjure it, and it acts

on that initiative count. On your turn, you can use a bonus

action to mentally command the statue if it is within 500 feet

of you. You decide what action the statue will take and where

it will move during its next turn, or you can issue a general

command, such as to guard a particular chamber or corridor.

If you issue no commands, the statue only defends itself

against hostile creatures. Once given an order, the statue

continues to follow it until its task is complete.

The statue lasts for as long as you maintain concentration

(as if concentrating on a spell) for up to 1 minute, or until it is

reduced to 0 hit points.

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

finish a long rest.
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Dervish
Dervishes are fighters for whom combat isn't just a fight; it is

a performance. Most are gypsies who learn the techniques

from the others of their tribes or nomadic bands, but there

are some Dervishes who are simple entertainers. These rarer

few make their living by showing off elaborate dances on

stages or street corners, or as a part of a theatrical troupe or

traveling circus, but are always taught by a gypsy or one that

learned from them. What most people don't realize is that

this dance is as deadly as it is beautiful.

To a Dervish, combat is an elaborate dance, and one that is

to be practiced until it can be executed flawlessly and with

deadly precision. Though steps may seem random, each is

made with grace and to an internal rhythm always flowing

through the warrior.

Dervish Features
Fighter Level Feature

3rd Bonus Proficiency, Dervish Dance

7th Fast Movement

10th Unhindered Dance

15th Spring into Action

18th A Thousand Cuts

Bonus Proficiency
When you choose this archetype at 3rd level, you begin to

learn the techniques of the Dervish. You gain proficiency in

the Performance skill if you don't already have it.

Dervish Dance
Starting at 3rd level, you can become a whirling dancer on

the battlefield. You can use a bonus action to begin a dervish

dance. You can't begin a dance if you are wearing medium or

heavy armor, using a shield, or wielding a weapon with two

hands.

While you are in a dervish dance, you gain the following

benefits:

If you aren't wearing any armor and aren't holding a shield,

your Armor Class equals 10 + double your Dexterity

modifier.

If you make multiple attacks on your turn, you must move

at least 5 feet between attacks.

Opportunity attacks against you are made with

disadvantage.

You can use a bonus action on your turn to make a melee

weapon attack.

If you have the Rage class feature or a similar feature, you

can't gain the benefits of that feature and a dervish dance at

the same time. If you enter one while you are still in the other,

the first feature ends.

Your dervish dance lasts for 1 minute. It ends early if you

are knocked unconscious, your movement speed is reduced

to 0, or if your turn ends and you haven't moved since your

last turn. You can also end your dance on your turn as a

bonus action.

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

finish a short or long rest.

Fast Movement
Starting at 7th level, your speed increases by 10 feet while

you aren't wearing medium or heavy armor.

Unhindered Dance
Starting at 10th level, while you are in a dervish dance, you

ignore difficult terrain.

Spring into Action
Beginning at 15th level, you can add your proficiency bonus

to initiative rolls. In addition, while you are in a dervish

dance, you don't provoke opportunity attacks by moving out of

a creature's reach.

A Thousand Cuts
At 18th level, you can become a whirlwind of death and

blades, moving with uncanny speed and power. When you

take the Attack action, you can double the number of attacks

you make using that action. This doesn't affect the number of

attacks you make with your bonus action or with an extra

action, such as that granted by the haste spell.

You can't use this feature and your Action Surge feature on

the same turn.

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

finish a long rest.
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Dreadnought
Where other fighters train with parries, ripostes, maneuvers,

and any number of other techniques that require skill,

Dreadnoughts simply develop their physical power and hone

their bodies and wills to peak perfection. They don't see the

need for other pursuits if they are able to simply withstand

blows and hit hard enough that whatever they are fighting

stops hitting back.

Dreadnought Features
Fighter Level Feature

3rd Unstoppable

7th Thick Skinned

10th Additional Fighting Style

15th Legendary Stamina

18th Survivor

Unstoppable
When you choose this archetype at 3rd level, your sheer

strength and power makes you unstoppable. When you make

an attack roll using Strength, you can gain a +10 bonus to the

roll. You make this choice after you see the roll, but before the

DM says whether the attack hits or misses.

Alternatively, when you make a Strength check, you can

gain a +10 bonus to the check. You make this choice after you

see the roll, but before the DM says whether the check

succeeds or fails.

You can use this feature a number of times equal to your

Strength modifier (minimum of once), but only once per turn,

and you regain all expended uses of it when you finish a long

rest.

Thick Skinned
By the time you reach 7th level, your experience and thick

skin (and likely excessive scarring) has made you more

durable. When you gain this feature, your hit point maximum

increases by 14. Every time you gain a level in this class

thereafter, your hit point maximum increases by 2.

Additional Fighting Style
At 10th level, you can choose a second option from the

Fighting Style class feature.

Legendary Stamina
Starting at 15th level, you can focus your physical durability

to shrug off damage and other effects. Whenever you make a

Strength, Dexterity, or Constitution saving throw, you can

gain a +10 bonus to the roll. You make this choice after you

see the roll, but before the DM says whether you succeed or

fail.

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

finish a short or long rest.

Survivor
At 18th level, you attain the pinnacle of resilience in battle. At

the start of each of your turns, you regain hit points equal to 5

+ your Consitution modifier if you have no more than half of

your hit points left. You don't gain this benefit if you have 0 hit

points.

Duelist
A Duelist is a nimble, intelligent fighter who proves that

agility and precision are viable alternatives to brute force.

Rather than slow themselves down with heavy armor and

shields, most Duelists figure that the best way to protect

themselves is not to get hit in the first place.

Some Duelists are simply nimble fighters, while many

others are those with noble backgrounds who live in a culture

where dueling is a large part of one's honor and reputation.

Many work in tandem with rogue Swashbucklers. In any

case, the circumstances in which a Duelist truly shines are in

honorable duels or other situations where it is only them and

their opponent.

Duelist Features
Fighter Level Feature

3rd Canny Defense

7th Precise Strike (1d6)

10th Attack from Defensive

15th Precise Strike (2d6)

18th Master Duelist

Canny Defense
When you choose this archetype at 3rd level, you learn

techniques that allow you to better protect yourself. While

you aren't wearing armor or using a shield, your Armor Class

equals 10 + your Dexterity modifier + your Wisdom modifier.

While you are wearing light or medium armor, but not

using a shield, you gain a bonus to your Armor Class equal to

your Wisdom modifier, to a maximum of +2.

Precise Strike
At 7th level, you learn to strike with precision that makes your

attacks more deadly. You can use a bonus action on your turn

to line up a precise strike. The next time you hit with a melee

weapon attack before the start of your next turn, the attack

deals an extra 1d6 damage.

This extra damage increases to 2d6 when you reach 15th

level in this class.

Attack from Defensive
At 10th level, you learn even more effective defensive

techniques. If you take the Dodge action on your turn, you

can make a melee weapon attack as a bonus action on the

same turn, and you gain a bonus to AC that lasts until the

start of your next turn. This bonus is equal to half your

proficiency bonus (rounded down).

Master Duelist
Beginning at 18th level, your mastery of dueling lets you turn

failure into success in combat. If you miss with an attack roll,

you can roll it again with advantage. Once you do so, you

can't use this feature again until you finish a short or long

rest.
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Eternal Blade
An Eternal Blade is an elf who learns a variety of fighting

styles through the tutelage of a mighty, ancient elf warrior

who manifests in the form of a blade guide. The Eternal

Blades were, anciently, champions of Corellon who sought to

protect the elves from all forces of evil, and the blade guides

have been guiding them since their organization. Following a

schism in the ranks, the Eternal Blades were disbanded, and

are but a shadow of their former glory.

It is said that one doesn't choose to become an Eternal

Blade. A blade guide seeking a student chooses a young elf to

become its student, often appearing in its dreams years

before the elf is capable of becoming a warrior.

Restriction: Elves Only
Only elves can become an Eternal Blade. The ancient order

of Eternal Blades only consisted of elves, and each blade

guide only chooses to confer knowledge upon one of their

same race.

Your DM may lift this restriction, as befits the campaign.

Eternal Blade Features
Fighter Level Feature

3rd Blade Guide

7th Guided Strike

10th Maneuver Insight

15th Defensive Insight

18th Guide Meld

 

Blade Guide
When you choose this archetype at 3rd level, you gain a blade

guide: the spirit of an ancient elf member of the Eternal

Blades, who has thousands of years of combat knowledge. It

provides you with advice, combat assistance, and training,

but only as outlined in these features.

The elf's spirit resides elsewhere on a plane of the DM's

choice, and manifests to you in dreams as a spirit. Outside of

dreams, it can manifest to you as a small mote of glowing

white light. It uses your senses to see and hear, and

communicates with you telepathically. It can speak to you

regardless of your circumstances or situation, whether it

manifests or not.

Your blade guide is immune to damage and can't be

dispelled or otherwise destroyed by any means.

Your connection to your blade guide grants you the

following benefits:

Eternal Knowledge. You can draw on your blade guide's

vast wealth of knowledge accrued over millenia. You can use

an action to ask your blade guide about a specific subject.

The next time you make an Intelligence (Arcana or History)

check concerning that subject within the next minute, you

gain a bonus to the check equal to your proficiency bonus.

Eternal Training. Your blade guide offers you training

based on its many years of combat experience. When you are

in your trance during a long rest, your blade guide visits you

in your dreams to train you. Specifically, you practice fighting

against one type of creature.
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    Choose one type of creature: aberrations, beasts, celestials,

constructs, dragons, elementals, fey, fiends, giants,

monstrosities, oozes, plants, or undead. Alternatively, you can

choose one race of humanoid (such as orc or dwarf). You gain

a +2 bonus to damage rolls with weapon attacks against

creatures of the chosen type.

Whenever you finish a long rest, you can change your

choice to a different creature type.

Guided Strike
Starting at 7th level, your blade guide can seek out a

creature's weaknesses and guide you accordingly. As a bonus

action on your turn, you can confer with your blade guide,

asking about a creature within 30 feet of you that you can

see. You have advantage on attack rolls against that creature

until the end of the current turn.

Once you use this feature, you must finish a short or long

rest before you can use it again.

Maneuver Insight
Beginning at 10th level, you begin to practice combat tactics

and maneuvers with your blade guide during your dreams.

Practice as you might, you can only retain the knowledge of

them for a short time.

You gain one superiority die, which is a d8 (this die is

added to any superiority dice you have from another source).

You can use this superiority die (thus expending its use) to

perform one maneuver of your choice from among those

available to the Battle Master archetype in the fighter class,

detailed in the Player's Handbook. Each time you use this

feature, you can choose which maneuver to use.

You regain your expended superiority die when you finish a

short or long rest.

 

Defensive Insight
Beginning at 15th level, your blade guide can give you tactical

guidance during combat to improve your defenses. As a

bonus action on your turn, you can choose a creature within

30 feet of you that you can see. That creature has

disadvantage on attack rolls against you until the start of your

next turn.

Once you use this feature, you must finish a short or long

rest before you can use it again.

Guide Meld
Beginning at 18th level, you can meld your mind with your

blade guide, allowing it to guide your actions while you draw

on its combat experience. This grants you the following

benefits:

You gain a +2 bonus to attack and damage rolls.

You gain 20 temporary hit points, which last until the meld

ends.

Once during the meld, you can use your Maneuver Insight

feature without expending the use of your superiority die.

The meld lasts for 1 minute. It ends early if you are

knocked unconscious or if you end it as a bonus action.

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

finish a long rest.
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Gladiator
The archetypal Gladiator is a warrior who gained most of

their experience in a colosseum or fighting ring, engaging

fighters and monsters of all kinds for the entertainment of the

masses. Their skills are often specialized, but extremely

effective in melee combat. For a Gladiator, combat is about

much more than living to fight another day; it's about

throwing down your opponent in a blaze of glory and

knowing how to make a show of it.

Gladiator Features
Fighter
Level Feature

3rd Bonus Proficiencies, Manica Mastery, Roar of
the Crowd

7th Fight Dirty, Improviser

10th Exhaust Them

15th Brutal Strike

18th Adrenaline Surge

 

Bonus Proficiencies
When you choose this archetype at 3rd level, you learn the

basics of fighting to please the crowd. You gain proficiency in

the Intimidation and Performance skills if you didn't already

have it.

Manica Mastery
At 3rd level, your gladatorial practice has made you more

efficient with a manica than other warriors. While you are

wearing a manica, you gain a +1 bonus to Armor Class.

When you gain this feature, you can purchase one Manica

at half price. (See the "Equipment" section in Chapter 2 for

information on a manica.)

Roar of the Crowd
Starting at 3rd level, you can appeal to spectators with

flourishes, trash-talking, and fancy moves. Even if there isn't

an audience, your gloating and show of skill can demoralize

your enemies while emboldening you. As a bonus action, you

can attempt a DC 15 Charisma (Performance) check. If you

succeed, you gain a +1 bonus to attack and damage rolls for 1

minute. This effect ends early if you are incapacitated.

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

finish a short or long rest, or until you roll a 20 on the d20 for

an attack roll, saving throw, or ability check during combat.

Fight Dirty
By 7th level, you are practiced in underhanded tactics such as

pretending to be wounded or kicking dirt in an opponent's

face. As a bonus action, choose a creature within your reach.

That creature must make a Wisdom (Insight) check

contested by your Charisma (Deception) or Charisma

(Performance) check (your choice). If you win the contest, you

have advantage on melee weapon attacks you make against

that creature before the end of the current turn.

Once you use this feature against a creature, you can't

target that creature with this feature again for 1 minute.

Improviser
Beginning at 7th level, your experience with all kinds of

weapons and in all kinds of situations has gifted you with the

ability to defend yourself with anything you have on-hand. You

are proficient with improvised weapons.

Exhaust Them
When you reach 10th level, you have mastered a technique

that allows you to outlast your foes during long fights. On

your turn, if you make all of your attacks against the same

creature, you gain a +2 bonus to damage rolls with melee

weapon attacks against that creature on your next turn.

If you gain this damage bonus against the same creature

on two or more of your turns in a row, that creature must

make a DC 15 Constitution saving throw at the start of its

next turn. On a failed save, it gains one level of exhaustion.

The levels of exhaustion gained from this feature are

removed after the creature finishes a short or long rest.

In addition, you have advantage on saving throws made

against gaining levels of exhaustion during combat.
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Brutal Strike
When you reach 15th level, you have learned to make a brutal

spectacle out of your most effective strikes, heartening your

allies and terrifying your enemies. Whenever you score a

critical hit with a melee weapon attack against a creature,

you gain a number of temporary hit points equal to half your

fighter level, and you can make a Charisma (Intimidation) or

Charisma (Performance) check (your choice). Each creature

of your choice within 30 feet of you that can see or hear you

must make a Wisdom saving throw, the DC of which is the

total of your check. On a failed save, a creature is frightened

of you until the end of its next turn.

Adrenaline Surge
At 18th level, the excitement of battle can drive you to

incredible feats, especially when your life is hanging in the

balance. At the start of your turn, if you have less than half of

your maximum hit points remaining but at least 1 hit point,

you can choose to expend up to 5 Hit Dice. For each Hit Die

you spend, you regain hit points equal to the maximum value

of the die. You also gain a number of temporary hit points

equal to the number of Hit Dice you spent times your

Constitution modifier, which last until you finish a short or

long rest.

Once you use this feature, you must finish a short or long

rest before you can use it again.

Gladiator Variant
Some Gladiators have a specialty, which represents their

specialized training or kind of fighting that they use to

entertain the crowds. If you are one of these warriors, use

this variant option to represent your specialized skill.

Instead of gaining the Roar of the Crowd feature at 3rd

level, you gain the Specialty feature below. When you reach

10th level, you gain the Improved Specialty feature below,

instead of the Exhaust Them feature. You otherwise gain all

the same features as the archetypal Gladiator.

Specialty
At 3rd level, you choose a specialty that you focus on as a

Gladiator. Your specialty reflects the weaponry that you are

most practiced with, and is a direct indication of your unique

skills. Choose one of the options below. This choice cannot

be changed.

Boxer. You are a fist-fighter trained to fight without other

weaponry. Your unarmed strikes deal 1d4 bludgeoning

damage, rather than the damage normal for an unarmed

strike. In addition, cestus or spiked gauntlets deal 1d6

damage when you hit with them, rather than 1d4. (See the

"Equipment" section in Chapter 2 for information on cestus

and spiked gauntlets.)

Dimachaerus. You are a dual-wielding expert, able to use

your weapons for defense as well as offense. While you are

wielding a separate melee weapon in each hand, you can use

your bonus action to gain a +1 bonus to Armor Class until the

start of your next turn.

Hoplomachus. You can use your shield as a weapon in

combat. If you take the Attack action on your turn while you

are holding a shield, you can make one of your attacks with

your shield. You are considered proficient with your shield,

and you use your Strength modifier for the attack and

damage rolls. On a hit, your shield deals 1d4 bludgeoning

damage.

Murmillo. Your skill with a shield is nearly unparalleled.

When another creature within 5 feet of you makes a melee

attack against you, you can use your reaction to impose

disadvantage on the attack roll. You must be wielding a shield.

Retiarius. You have practiced with a net in combat. You

can use two-weapon fighting with any one-handed weapon in

one hand and a net in your other hand. Using the net to attack

does not affect the number of attacks you can make.

Venationes. You are adept at fighting against beasts and

monstrosities in the ring. You gain a +2 bonus to damage

rolls against these creatures.

Improved Specialty
At 10th level, your specialty skill grows. You gain a benefit,

depending on the specialty you chose at 3rd level.

Boxer. If you are unarmed, and you take the Attack action

and make all of your attacks as unarmed strikes (or with fist

weapons), you can use your bonus action to make an

additional unarmed strike (or attack with a fist weapon). (See

the "Equipment" section in Chapter 2 for information on fist

weapons.)

Dimachaerus. While you are wielding a separate melee

weapon in each hand, and you use your bonus action to make

a melee weapon attack, you gain a +1 bonus to Armor Class

until the start of your next turn.

Hoplomachus. If you take the Attack action on your turn,

you can use a bonus action to attack with your shield.

Murmillo. When you impose disadvantage on an attack

roll using your Specialty feature, if the triggering attack

misses, you can make a melee weapon attack against the

triggering creature as a part of the same reaction.

Retiarius. If you are two-weapon fighting 

with a net in one hand, you have 

advantage on attack rolls that you 

make with the net. In addition, a 

creature restrained by the net also 

falls prone.

Venationes. You are adept at 

avoiding the attacks of beasts and 

monstrosities. While you are wearing 

light or medium armor, you gain a 

+1 bonus to your Armor Class 

against the weapon attacks of 

beasts and monstrosities.

18

CHAPTER 1 | MARTIAL ARCHETYPES



Phalanx
Though most Phalanx are trained in rank-and-file armies, not

all of them are; the archetype also includes fighters who have

a much more defensive strategy than others. The archetypal

Phalanx is a master with the shield and capable of protecting

their allies far beyond the capacity of other martial masters.

Phalanx Soldier Features
Fighter Level Feature

3rd Phalanx Fighting

7th Brace

10th Phalanx Formation

15th Irresistible Advance

18th Shielded Fortress

Phalanx Fighting
When you choose this archetype at 3rd level, you are highly

trained using small swords in confined areas, as a result of

fighting consistently in shield walls. When you make a melee

weapon attack against a creature wielding a shield, you can

ignore the AC bonus of the shield if you make the attack with

a shortsword or gladius. You can gain this benefit only once

per turn.

In addition, your training within the ranks of a phalanx has

increased your proficiency with spears. While you are

wielding a shield, you ignore the two-handed property of

longspears and pikes.

Brace
At 7th level, you can prepare yourself against charging

enemies. If a creature moves at least 20 feet straight toward

you and then attacks you, you can use your reaction to brace

yourself against that creature's attacks. You gain a bonus to

your AC equal to your Strength modifier, and you have

advantage on Strength ablity checks and saving throws.

These effects last until the end of the current turn.

Phalanx Formation
At 10th level, your tactical awareness allows you to shield

your allies. If at least one of your allies is within 5 feet of you

and you are wielding a shield, then you and each friendly

creature within 5 feet of you gains a +1 bonus to Armor Class

and Dexterity saving throws.

Irresistible Advance
Beginning at 15th level, you can push forward with such

strength that none can resist your advance. If you are

wielding a shield, then as an action, you can raise your shield

and charge in a straight line up to your movement speed

without provoking opportunity attacks. Each creature in your

path must make a Strength saving throw. The DC for this

saving throw equals 8 + your proficiency bonus + your

Strength modifier. On a failed save, a creature is knocked

prone and pushed 5 feet to the side, out of your path. If there

are no unoccupied spaces for the creature to be pushed to, it

instead takes 1d6 bludgeoning damage and is knocked prone,

and you can continue your charge through its space. On a

successful save, a creature dodges your charge, but isn't

pushed out of its space. A creature that is one size larger than

you has advantage on the saving throw, and a creature that is

two sizes larger than you or larger is immune to this effect. If

you attempt this feature against a creature so large, your

movement stops before you enter its space.

Once you use this feature, you must finish a short or long

rest before you can use it again.

Shielded Fortress
At 18th level, you are an impenetrable fortress of protection.

When another creature within 5 feet of you is hit by a weapon

attack, you can use your reaction to cause the attack to miss,

unless it was a critical hit. You must be wielding a shield to

use this feature.

You can use this feature a number of times equal to your

Constitution modifier (minimum of once), and you regain all

expended uses of it when you finish a long rest.
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Praetorian Guard
Fighters who can call themselves a Praetorian Guard (though

some call them devoted defenders) are elite bodyguards who

specialize in defense and in protecting whoever (or whatever)

they happen to be guarding. They are most often hired by

elite nobility or other important figures, and are usually well

compensated for their work. Others might be made the

captain of a security force or a city watch.

Praetorian Guard Features
Fighter Level Feature

3rd Devoted Defender, Harm's Way

7th Retribution Strike

10th Defensive Strike

15th Total Defense

18th Vigilant Guardian

Devoted Defender
When you choose this archetype at 3rd level, you train

relentlessly with defensive techniques. While you are wearing

heavy armor, you gain a +1 bonus to AC.

Harm's Way
At 3rd level, you are willing to risk your own safety for that of

your allies. When another creature within 5 feet of you is

targeted by a melee weapon attack, you can use your reaction

to switch places with the target. You become the target of the

triggering attack. You must make this decision before the

attack roll is made.

Retribution Strike
Starting at 7th level, you can punish your enemies for injuring

your allies. If another creature friendly to you is damaged by a

hostile creature, you can make a special melee weapon attack

against the hostile creature as a bonus action on your next

turn. You have advantage on the attack roll, and if it hits, the

attack's weapon deals extra damage to the target equal to half

your fighter level (rounded down).

You can use this feature a number of times equal to your

Strength modifier (minimum of once), and you regain all

expended uses of it when you finish a long rest.

Defensive Strike
At 10th level, you learn to interrupt an attack with a strike of

your own. If a creature within your reach makes a weapon

attack and you're wielding a melee weapon, you can use your

reaction to make a melee weapon attack against the

triggering creature. If your attack hits, the triggering attack

has disadvantage.

Total Defense
Starting at 15th level, if you take the Dodge action on your

turn, each creature of your choice within 5 feet of you gains a

+2 bonus to AC until the start of your next turn. A creature

loses this bonus when it is no longer within 5 feet of you.

A creature with this bonus to AC also has resistance to the

damage of the first attack that hits it before the start of your

next turn.

Vigilant Guardian
Starting at 18th level, you can respond to danger with

extraordinary vigilance. In combat, you get a special reaction

that you can take once on every creature's turn, except your

turn. You can use this special reaction only to impose

disadvantage on an attack roll as long as you are within 5 feet

of the target and wielding a shield.
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Stoneguard
The dwarves guard the secrets of the Stoneguard jealously,

only allowing warriors of their own to learn them. These

warriors are incredibly resilient and able to withstand

tremendous punishment, learning techniques that help them

to mitigate injury to themselves and their allies.

Restriction: Dwarves Only
Only dwarves and duergar can learn the way of the

stoneguard. The stoneguard fills a special role within the

society and military ranks of dwarves.

Your DM may lift this restriction, as befits the campaign.

Stoneguard Features
Fighter
Level Feature

3rd Dwarven Weapon Training, Stone's
Resilience

7th Heavy Defender

10th Hold the Line

15th Stone's Resistance

18th Stone's Endurance

Dwarven Weapon Training
When you choose this archetype at 3rd level, you recieve

training with elite dwarven weaponry. You gain proficiency

with the dwarven waraxe and the dwarven urgrosh. (See the

"Equipment" section in Chapter 2 for more information on

these and more exotic weapons.)

Stone's Resilience
Beginning at 3rd level, your stamina in battle allows you to

push through where others falter. When you gain this feature,

your hit point maximum increases by 6. Each time you gain a

level in this class thereafter, your hit point maximum

increases by 2.

Heavy Defender
When you reach 7th level, you have learned to use the weight

of your weapon to defend those around you. If you are

wielding a weapon with the heavy property, and a creature

within 5 feet of you is targeted with a melee weapon attack,

you can use your reaction to impose disadvantage on the

attack roll.

Hold the Line
At 10th level, you become a master of locking down your

enemies. Creatures provoke an opportunity attack from you

when they move 5 feet or more while within your reach, and

if you hit a creature with an opportunity attack, the target’s

speed is reduced to 0 until the end of the current turn.

Stone's Resistance
When you reach 15th level, your resilience allows you to

remain unshaken despite the blows you take. Any nonmagical

bludgeoning, piercing, or slashing damage that you take is

reduced by 3. This cannot reduce the damage below 1.

Stone's Endurance
At 18th level, you can endure as stone, withstanding fatal

injury as though your skin itself was composed of rock.

Whenever you take damage that would reduce you to 0 hit

points, you can make a Constitution saving throw. The DC for

this throw is 10. Each time you succeed, you are instead

reduced to 1 hit point, and the save DC increases by 5. This

does not stop you from being killed outright by massive

amounts of damage.

When you finish a short or long rest, the save DC resets to

10.
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Swordsage
The prowess of a Swordsage is different from that of other

fighters; a Swordsage doesn't focus on raw power, learn

specialized battle techniques, study magic, or simply hone

skill. For a Swordsage, the connection to the weapon is a

sacred one that goes beyond the physical. It is the wisdom of

the smith, both the teacher and the student. A Swordsage

seeks only to know the secret knowledge of the multiverse

through combat, and every blow helps to come closer to that

revelation. In this regard, a Swordsage only seeks truth, and

through it uncovers power other warriors could never hope to

achieve.

Swordsage Features
Fighter Level Feature

3rd Disciplined Focus, Sense Magic

7th Quick Thinking

10th Improved Focus (d10)

15th Relentless

18th Improved Focus (d12)

Disciplined Focus
When you choose this archetype at 3rd level, you begin to

uncover truths within the multiverse that grant you power in

combat. These disciplines are fueled by special dice called

focus dice.

Discipline Maneuvers. You learn three discipline

maneuvers of your choice which are detailed under

"Discipline Maneuvers" below. Many maneuvers enhance an

attack in some way. You can use only one maneuver per turn.

You learn two additional discipline maneuvers of your

choice at 7th, 10th, and 15th level. Each time you learn new

maneuvers, you can also replace one maneuver you know

with a different one.

Focus Dice. You have four focus dice, which are d8s. A

focus die is expended when you use it. You regain all of your

expended focus dice when you finish a short or long rest.

You gain another focus die at 7th level and one more at

15th level.

Casting Spells. Some discipline maneuvers grant you the

ability to cast spells. When you use a discipline maneuver to

cast a spell, you cast the spell at its lowest level.

Saving Throws. Some of your discipline maneuvers

require your target to make a saving throw to resist the

maneuver's effects. The saving throw DC is calculated as

follows:

Discipline Maneuver save DC = 8 + 

your proficiency bonus + your Wisdom modifier

Sense Magic
Starting at 3rd level, you can innately sense the presence of

magic. You know the detect magic spell, but when you cast it

using this class feature, you can only cast it as a ritual.

Quick Thinking
At 7th level, your wits and your mind keep you one step ahead

in battle. You gain a bonus to initiative rolls equal to your

Wisdom modifier.

 

In addition, you gain proficiency in Wisdom saving throws.

If you already have this proficiency, you instead gain

proficiency in Intelligence or Charisma saving throws (your

choice).

Improved Focus
At 10th level, your focus dice turn into d10s. At 18th level,

they turn into d12s.

Relentless
Starting at 15th level, when you roll initiative and have no

focus dice remaining, you regain one focus die.

Discipline Maneuvers
The discipline maneuvers are presented in alphabetical

order.

Absorb Elements. You can use your reaction and expend a

focus die to cast the absorb elements spell.

Blade Tempest. When you take the Attack action on your

turn and make a weapon attack, you can expend one focus

die to make an additional weapon attack using the same

weapon as a bonus action. If the attack hits, you add the focus

die to the damage roll.

Blinding Flourish. When you hit a creature with a weapon

attack, you can expend one focus die to attempt to blind the

target as your weapon emits a flash of brilliant light. You add

the focus die to the attack's damage roll, and the target must

make a Constitution saving throw. On a failed save, it is

blinded until the start of your next turn.

Burning Blade. At the start of your turn, you can use a

bonus action and expend a focus die to make a weapon you

are holding burst into flame, which stays lit until the end of

the current turn. Whenever you hit with a melee weapon

attack using the flaming weapon, it deals extra fire damage

equal to the result of the focus die. If you make multiple

attacks, roll the focus die separately for each damage roll.

Evasion. When you are subjected to an effect that allows

you to make a Dexterity saving throw to take only half

damage, you can expend a focus die to instead take no

damage if you succeed on the saving throw, and only half

damage if you fail.

Flame Riposte. When a creature misses you with a melee

attack, you can use your reaction and expend one focus die to

make a melee weapon attack against the creature. If the

attack hits, instead of dealing the weapon's normal damage, it

deals fire damage equal to the focus die roll + your Wisdom

modifier.

Flame Thrust. When you take the Attack action on your

turn and are wielding a melee weapon, you can expend a

focus die to make one of your attacks as a flame thrust. For

that attack, choose a creature within 30 feet of you. That

creature must make a Dexterity saving throw as a white-hot

ball of flame streaks from your weapon toward it. On a failed

save, the target takes fire damage equal to 1d8 + the focus die

roll.

Ghost Blade. When you take the Attack action on your

turn and are wielding a melee weapon, you can expend a

focus die to create an illusion of your attack, masking your

true strike. You add the focus die to the next melee attack roll

you make.
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    Hidden Stance. You can use a bonus action and expend a

focus die to take the Hide action. When you take the Hide

action in this way, you can attempt to hide even while you are

only lightly obscured, and you add the focus die roll to your

Dexterity (Stealth) check.

Magic Athleticism. As an action, you can expend a focus

die to cast the jump spell.

Alternatively, whenever you make a Strength (Athletics) or

Dexterity (Acrobatics) check, you can expend a focus die,

adding the focus die roll to your check total.

Moment of Alacrity. When you roll initiative, you can

expend a focus die and add the focus die roll to your initiative

roll.

Redirection Parry. When a creature misses you with a

melee weapon attack, you can use your reaction and expend

a focus die to redirect the blow at another creature. Choose a

creature adjacent to you and within the attacker's reach. The

attack targets that creature, and the new target takes damage

equal to the focus die roll + your Wisdom modifier.

Rising Phoenix. You can use a bonus action and expend a

focus die to give yourself a flying speed equal to your

movement speed on foot. This speed only lasts until the end

of your current turn. If you end your turn in the air and

nothing else is holding you aloft, you fall.

Step of the Wind. You can use a bonus action and expend

a focus die to take the Dash action. When you take the Dash

action in this way, for the rest of the current turn you ignore

difficult terrain, and swimming and climbing don't cost you

extra movement.

Swordsage's Defense. When another creature hits you

with an attack, you can use your reaction and expend a focus

die to make a Wisdom (Insight) check, adding the focus die

roll to your check. If your check total is higher than the

creature's attack roll, the attack misses.

Teleporting Target. You can use a bonus action and

expend a focus die to cast misty step.

Alternatively, when you are hit by an attack, you can use

your reaction and expend a focus die to cast misty step. The

triggering attack still hits, and you teleport after you take the

damage, even if it reduces you to 0 hit points.

Wind Stride. You can use an action and expend a focus die

to cast the longstrider spell on yourself.

Warblade
A Warblade thrives in conflict. Battle is not only a skill to be

practiced, but an art to be studied and perfected. Tireless

study of weaponry and martial combat leads to mastery of

battle in all forms. A Warblade often will travel far and wide

in search of worthy opponents.

Warblade Features
Fighter Level Feature

3rd Weapon Aptitude

7th Battle Clarity

10th Parry-Riposte

15th Battle Ardor

18th Battle Mastery

Weapon Aptitude
Starting at 3rd level, your martial study and training has

made you an unparalleled master of a specific weapon.

Choose one simple or martial weapon that you are proficient

with. You gain a +1 bonus to attack and damage rolls you

make with weapons of that type. This bonus increases as you

gain levels in this class; to +2 at 10th level, and to +3 at 18th

level.

You can choose an additional martial weapon to gain this

benefit at 7th, 10th, and 15th level.

Battle Clarity
At 7th level, you gain a mystical awareness of the battlefield

around you. You gain a bonus to Strength and Dexterity

saving throws equal to your Wisdom modifier. You also gain

this bonus on Strength and Dexterity ability checks that you

make during combat.

Parry-Riposte
Beginning at 10th level, you can anticipate your enemies'

ploys and tactics. When you are hit by a melee weapon

attack, you can use your reaction to gain a bonus to your

Armor Class against that attack. This bonus is equal to your

proficiency bonus. If the attack then misses, you can make a

melee weapon attack against the triggering creature as a part

of the same reaction, if the creature is within your reach. You

must be wielding a melee weapon to use this feature.

Battle Ardor
Beginning at 15th level, your sheer love of battle lends

uncanny strength to your blows. Once on each of your turns,

you can gain a bonus to one weapon attack roll equal to your

Wisdom modifier.

Battle Mastery
At 18th level, your mastery of combat grants you several

advantages:

Opportunity attacks made against you have disadvantage.

You make opportunity attacks with advantage.

You have advantage on attack rolls you make with your

Parry-Riposte feature.

If you hit with an opportunity attack or with an attack

using your Parry-Riposte feature, you gain a bonus to the

damage roll equal to your Wisdom modifier.
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Monk: Monastic Tradition
At 3rd level, a monk gains the Monastic Tradition feature. The

following option is available to a monk: the Way of the Sohei.

Way of the Sohei
Monks of the Way of the Sohei have a more religious bent to

their training than other monks, and are able to call upon

their religious devotion to manifest divine magic. Their divine

ties are known to heighten their strength and speed in battle,

protect them from harm, and bring retribution crashing down

on their enemies.

Even more defining than their religious devotion, however,

is the militant training that each Way of the Sohei monk

undergoes to further help defend their monastery and their

religion from incursions of any kind. They are taught a

specific combat technique called ki frenzy that quickens and

empowers their blows in combat.

Way of the Sohei Features
Monk Level Feature

3rd Path of the Sohei, Ki Frenzy (2 uses)

6th Divine Power, Ki Frenzy (3 uses)

11th Might of the Sohei, Ki Frenzy (4 uses)

17th Fervor of the Sohei, Ki Frenzy (5 uses)

Path of the Sohei
When you choose this tradition at 3rd level, your special

training leads you to master the use of certain weapons and

armor. You gain the following benefits:

Sohei Armor. You gain proficiency with light and medium

armor. In addition, you gain the benefit of your Unarmored

Movement class feature while you are wearing light armor.

Sohei Weapons. Choose two martial melee weapons to be

your sohei weapons, each of which must lack the heavy and

special properties. The naginata (use the statistics of a glaive)

is also a valid choice, as the traditional weapon of the sohei.

You gain proficiency with these weapons if you don't already

have it. Weapons of the chosen types are monk weapons for

you.

When you reach 6th, 11th, and 17th level in this class, you

can choose another type of martial weapon—either melee or

ranged—to be a sohei weapon for you, following the criteria

above. The meteor hammer and rope dart are both valid

choices. (These weapons as well as other exotic weapons are

explained in the "Equipment" section of Chapter 2.)

Ki Frenzy
Starting at 3rd level, you can fight with ki empowering your

strength and speed. On your turn, you can spend a ki point

and use a bonus action to enter a ki frenzy.

While you are in a ki frenzy, you gain the following benefits

while you aren't wearing heavy armor:

You have advantage on Dexterity checks and Dexterity

saving throws

Your movement speed on foot increases by 10 feet.

When you make a melee weapon attack using Dexterity,

you gain a +2 bonus to the damage roll.

 

If you are wielding a monk weapon that you are

proficiency with, you can use your Flurry of Blows Ki

option to make one attack with that weapon as a bonus

action, instead of two unarmed strikes.

If you are able to cast spells, you can't cast them or

concentrate on them while in a ki frenzy, unless you gained

them as a result of this class.

If you have the Rage class feature or a similar feature, you

can't gain the benefits of both that feature and a ki frenzy at

the same time. If you enter one while you are still in the other,

the first feature ends.

Your ki frenzy lasts for 1 minute. It ends early if you are

knocked unconscious or if your turn ends and you haven't

attacked a hostile creature since your last turn or taken

damage since then. You can also end your ki frenzy on your

turn as a bonus action.

You can use this feature twice, and you regain all expended

uses when you finish a long rest.

You can use this feature three times between long rests

starting at 6th level, four times between long rests starting at

11th level, and five times between long rests starting at 17th

level.

Divine Power
At 6th level, your religious devotion has bestowed a measure

of divine power on you. You can use your action and spend 2

ki points to cast the divine favor spell.

In addition, you can use a bonus action and spend 2 ki

points to cast the shield of faith spell. When you cast the spell

in this way, you can only target yourself.

Might of the Sohei
At 11th level, your training has increased your abilities in

both a martial and a religious capacity. You gain the following

benefits:

Flurry of Blades. While you are in a ki frenzy and you take

the Attack action on your turn, you can make a melee weapon

attack with a monk weapon that you are wielding as a bonus

action.

While you are in a ki frenzy and you use your Flurry of

Blows Ki option, you can make two melee weapon attacks

with a monk weapon you are wielding, instead of two

unarmed strikes.

Restoration. You can spend 3 ki points to cast the lesser

restoration spell.

Fervor of the Sohei
At 17th level, your divine fervor helps you to shrug off damage

and stay in the fight. You gain the following benefits:

Death Ward. You can use an action and spend 5 ki points

to cast the death ward spell on yourself.

Physical Fortitude. When you take damage from a

weapon attack that deals nonmagical bludgeoning, piercing,

or slashing damage, you can use your reaction and spend 2 ki

points to halve the damage of that attack.
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Ranger: Ranger Archetype
At 3rd level, a ranger gains the Ranger Archetype feature. The

following options are available to a ranger: the Blade Dancer,

the Sentry, and the Strider.

Blade Dancer
Those who become Blade Dancers study combat techniques

that are more akin to a dance than a fight. They wield their

weapons like extensions of themselves; to them, combat is

much more than stances and maneuvers, defense and

offense. To the Blade Dancers, combat itself is an art to be

appreciated.

Many underestimate these warriors, but they are especially

nimble and quick, striking with precision and speed before

twirling just out of range.

Restriction: Elves Only
Only elves can learn the techniques of the blade dancer.

Blade dancers fulfill certain roles in the society and culture of

elves, both in times of war and peace, as deadly warriors or

as entertainment.

Your DM may lift this restriction, as befits the campaign.

Blade Dancer Features
Ranger Level Feature

3rd Bonus Proficiencies, Blade Flurry

7th Evasion

11th Extra Attack

15th Uncanny Agility

 

Bonus Proficiencies
When you choose this archetype at 3rd level, you gain

proficiency in the Acrobatics and Performance skills, if you

don't already have it.

Blade Flurry
Starting at 3rd level, you can move with quickness that

speeds your strikes and confounds your foes. When you take

the Attack action on your turn, you can choose to double the

number of attacks that you make using that action. This

doesn't affect the number of attacks you make with your

bonus action or with an extra action, such as that granted by

the haste spell.

Once you use this feature, you must finish a short or long

rest before you can use it again.

Evasion
Beginning at 7th level, you can nimbly dodge out of the way of

certain area effects, such as a red dragon's fiery breath or an

ice storm spell. When you are subjected to an effect that

allows you to make a Dexterity saving throw to take only half

damage, you instead take no damage if you succeed on the

saving throw, and only half damage if you fail.

Extra Attack
Beginning at 11th level, you can attack three times, instead of

once, whenever you take the Attack action on your turn.

Uncanny Agility
When you reach 15th level, your nimbleness can help you

narrowly avoid injury. When you are hit by a weapon attack,

you can use your reaction to attempt a Dexterity (Acrobatics)

check. If your check is higher than the attack roll, the

triggering attack misses.

Sentry
As a Sentry, you are a self-proclaimed guard or warden, and

your skills lie in detection and stealth. Nothing gets past you-

but you can get past everything. Sentries often work with

druid circles to protect forests, and armies or raiding parties

use Sentries as scouts and lookouts.

Sentry Features
Ranger Level Feature

3rd Lookout, Silent Killer

7th Skirmisher

11th Careful Aim

15th Extraordinary Stealth

Lookout
When you choose this archetype at 3rd level, you gain

proficiency in the Perception and Insight skills if you don't

already have it. Your proficiency bonus is doubled for any

ability check you make that uses either of those proficiencies.

Silent Killer
Starting at 3rd level, when you are hidden from a creature,

making a ranged weapon attack doesn't reveal your position,

regardless of whether you hit or missed.
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Skirmisher
Starting at 7th level, you are difficult to pin down in a fight.

You can move up to half your speed as a reaction when an

enemy ends its turn within 5 feet of you. This movement

doesn’t provoke opportunity attacks.

Careful Aim
Beginning at 11th level, you can shoot arrows with extreme

precision. You can use a bonus action to aim carefully. For the

rest of the turn, your ranged weapon attacks ignore half cover

and three-quarters cover, and deal an extra 1d4 damage of

the weapon's damage type on a hit.

Extraordinary Stealth
When you reach 15th level, you gain proficiency in the Stealth

skill if you don't already have it, and your proficiency bonus is

doubled for any ability check you make that uses that skill.

In addition, once on each of your turns, if you are hidden

from a creature and then hit it with a ranged weapon attack,

the attack deals an extra 1d8 damage.

Strider
Striders are few and far between, and they like it that way.

They are known for adventuring alone deep into uncharted

territory, and always returning alive. That habit makes them

particularly adept at surviving solo encounters with powerful

monsters, whether that means running away or holding one's

ground, no matter the odds.

Strider Features
Ranger Level Feature

3rd Bonus Proficiencies, Swift Movement

7th Quickened March

11th Lone Wolf

15th Against All Odds

Bonus Proficiencies
When you choose this archetype at 3rd level, you gain

proficiency in the Nature and Survival skills, if you don't

already have it.

Swift Movement
Beginning at 3rd level, you can move with swiftness across

the battlefield that few can match. Your movement speed on

foot increases by 10 feet. If you are mounted, your mount's

speed increases by 10 feet.

In addition, if you move at least 10 feet straight toward a

creature and hit it with a melee weapon attack, the attack

deals an extra 1d8 damage. You can gain this benefit only

once per turn.

Quickened March
Beginning at 7th level, whether you are mounted or on foot,

your travel pace is doubled, as is the travel pace of up to ten

companions while they're within 60 feet of you and you're not

incapacitated.

Lone Wolf
Beginning at 11th level, not only are you used to being alone,

but you also fight better alone. You gain a +2 bonus to attack

and damage rolls against creatures that are at least 10 feet

away from each of your allies, as long as no creature other

than you has dealt damage to it since your last turn.

Against All Odds
When you reach 15th level, you can stand against

unbelievable odds and still manage to come out on top (or at

least alive). While you have less than half of your hit points

remaining, you gain a +2 bonus to Armor Class.

26

CHAPTER 1 | RANGER ARCHETYPES



Sorcerer: Sorcerous
Origin
At 1st level, a sorcerer gains the Sorcerous Origin feature.

The following option is available to a sorcerer: Primal Fury.

Primal Fury
The rare few that manifest sorcerous power through Primal

Fury are a confusing wonder to scholars, wizards, other

sorcerers, and even themselves. Their power, it is said, comes

from a connection to the primal passion of magic, but any

attempts to study or even ask a Primal Fury sorcerer have

been met with failure. These "rage mages," as they have been

called, don't care about the how or why; they only care about

the results.

Indeed, a rage mage's spells seem to stem from a simple

desire for a particular outcome. The sorcerer taps into the

essence of magic and channels it through raw unbridled

emotion and fury, which always has the outcome that the

sorcerer wants, though the exact process might not match

expectations. But again, rage mages don't care about the how,

just about the outcome.

Primal Fury Features
Sorcerer Level Feature

1st Spell Rage

6th Spell Fury

14th Relentless Rage

18th Fury Unleashed

Spell Rage
Starting when you choose this origin at 1st level, you can fight

and cast spells with primal savagery. On your turn, you can

enter a spell rage as a bonus action.

While you are in a spell rage, you gain the following

benefits if you aren't wearing armor:

Your AC equals 10 + your Dexterity modifier + your

Constitution modifier

You gain a bonus to your Spell save DC and your Spell

attack modifier equal to half your proficiency bonus

While you are in a spell rage, you can cast and concentrate

on your sorcerer spells.

If you have the Rage class feature or a similar feature, you

can't gain the benefits of that feature and a spell rage at the

same time. If you enter one while you are still in the other, the

first feature ends.

Your spell rage lasts for 1 minute. It ends early if you are

knocked unconscious or if your turn ends and you haven't

cast a spell or cantrip since your last turn or taken damage

since then. You can also end your spell rage on your turn as a

bonus action.

You can use this feature twice, and you regain all expended

uses when you finish a long rest.

You can use this feature three times between long rests

starting at 6th level, four times between long rests starting at

14th level, and five times between long rests starting at 18th

level.

 

Spell Fury
Starting at 6th level, you can channel your fury into a spell to

make it more powerful. When you cast a spell, you can choose

one of the following options. You can't use this feature and

your Metamagic feature on the same spell.

Merciless. If the spell requires an attack roll, you can add

your Constitution modifier to one of the attack rolls. If you

choose this option, you must choose to use it before you

make the attack roll.

Power. If the spell deals damage, you can roll one of the

spell's damage dice one additional time and add it to the

damage of the spell.

You can use this feature a number of times equal to your

Charisma modifier (minimum of once), and you regain all

expended uses of it when you finish a long rest.

Relentless Rage
Starting at 14th level, your primal rage can keep you fighting

despite greivous wounds. If you drop to 0 hit points while

you're in a spell rage and don't die outright, you can make a

DC 10 Constitution saving throw. If you succeed, you drop to

1 hit point instead.

Each time you use this feature after the first, the DC

increases by 5. When you finish a short or long rest, the DC

resets to 10.

Fury Unleashed
Starting at 18th level, you can call on the primal fury that

feeds your power to unleash a powerful spell. You don't

choose this spell; you only choose the kind of spell you want,

and your fury does the rest. As an action, choose one of the

following options: Single Target, Mass Damage, or Self

Benefit. Roll on the corresponding table below to determine

which spell you cast. You cast that spell at its lowest level

(unless the description says otherwise) without expending a

spell slot, even if it is a spell you don't know. If the spell

requires concentration, you maintain concentration on it as

normal.

If you choose the Self Benefit option, you can only cast the

spell on yourself.

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

finish a short or long rest.

Single Target
d10 Spell

1-2 Magic Missile (3rd Level)

3-4 Chromatic Orb (3rd Level)

5-6 Melf's Acid Arrow (3rd Level)

7-8 Scorching Ray (4th Level)

9 Blight

10 Hold Monster
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Mass Damage
d10 Spell

1 Erupting Earth

2-3 Tidal Wave

4-5 Fireball

6-7 Lightning Bolt

8 Wall of Fire

9 Vitriolic Sphere

10 Cone of Cold

Self Benefit
d10 Spell

1 False Life (3rd Level)

2-3 Mirror Image

4 Haste

5 Blink

6-7 Greater Invisibility

8 Fire Shield

9 Freedom of Movement

10 Stoneskin

Wizard: Arcane Tradition
At 2nd level, a wizard gains the Arcane Tradition feature. The

following option is available to a wizard: Duskblade.

Duskblade
Only a rare few arcane colleges specialize in training

spellcasters to weave spells while on the front lines of

combat, wielding a weapon and wearing armor. The tradition

of the Duskblade does so, at the cost of drawing the contempt

of most of the remaining arcane colleges. Wizards "more

devoted" to another school or martial warriors who spend

their lives training with weapons both might argue that

splitting one's attention between magical and martial

prowess inevitably leads to ruin, but these individuals fail to

realize that the Duskblade tradition isn't a split of attention at

all. Rather, it is a merging of the two that results in

dangerously versatile warriors.

The Duskblade tradition teaches techniques that allow its

followers to swing a sword with the strength of mind, rather

than the strength of body, and teaches how to cast spells

while simultaneously throwing attacks. In this way, the sword

of a Duskblade is more than a weapon; it is a tool that

enhances the wizard's connection to magic, it is a conduit

through which the warrior's true potential can be found. To a

Duskblade, their blade and their magic are the same.

Duskblade Features
Wizard Level Feature

2nd Arcane Warrior, Arcane Channeling

6th Extra Attack, Weapon Focus

10th Martial Mage

14th Greater Arcane Channeling

Arcane Warrior
When you adopt this tradition at 2nd level, you gain the

training required to protect yourself in melee combat. You

gain proficiency with light and medium armor, and you gain

proficiency with all simple melee weapons and one martial

melee weapon of your choice. You can't choose a weapon that

has the two-handed property.

In addition, you can mystically channel your power through

a particular weapon. Whenever you finish a long rest, you can

touch one melee weapon that you are proficient with and that

lacks the two-handed property. When you attack with that

weapon, you can use your Intelligence modifier, instead of

Strength or Dexterity, for the attack and damage rolls. This

benefit lasts until you finish a long rest. Starting at 10th level,

you can choose a melee weapon that you are proficient with

and that has the two-handed property.

You can choose an additional martial melee weapon to gain

proficiency with at 6th, 10th, and 14th levels. The weapon

you choose at 6th level can't have the two-handed property.

Arcane Channeling
Starting at 2nd level, you can channel the energy of your

spells through your weapon. When you take the Attack action

on your turn and make a melee weapon attack using the

weapon you chose for your Arcane Warrior feature, you can

use a bonus action to channel a spell you know through the

weapon and into the target of the attack. The spell must have

a casting time of 1 Action and an Instantaneous duration, and

must require either a melee spell attack (such as shocking

grasp or inflict wounds) or a single ranged spell attack (such

as fire bolt or ray of frost). If the spell is of 1st level or higher,

you must still expend a spell slot.

If you channel a spell and the attack hits, the spell

automatically hits the target as it passes through your

weapon. If the spell requires a saving throw, the target can

make saving throws to resist its effects as normal. If the

attack misses, the casting of the spell is wasted.

Extra Attack
Starting at 6th level, you can attack twice, instead of once,

whenever you take the Attack action on your turn.

Weapon Focus
Starting at 6th level, you can use the weapon you chose for

your Arcane Warrior feature as an arcane focus.

Martial Mage
Beginning at 10th level, whenever you hit a creature with a

spell by using your Arcane Channeling feature, you gain a

number of temporary hit points equal to your wizard level.

Greater Arcane Channeling
Beginning at 14th level, your spells linger when you channel

them through your weapon. If you use your Arcane

Channeling feature to channel a spell that deals damage, your

weapon retains traces of the spell's power. After that attack,

regardless of whether it hits or misses, each time you hit a

creature with that weapon until the start of your next turn,

the attack deals an additional 2d8 damage of the same type

dealt by the spell.
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Prestige Class:
Battlesmith
A battlesmith, to many, is simply a dwarf master

weaponsmith and armorsmith. To those who only know one

in passing, this evaluation is true enough, but the power and

potential of a battlesmith goes far beyond metalworking and

smithing.

Using rites and smithing techniques discovered and

perfected by the dwarves, a battlesmith can create magical

weapons and armor without the usual participation of a

magic-user, and forms magical bonds between themselves

and their creations. Aside from their incredible skill in the

forge, battlesmiths are also equally capable in combat, thanks

to martial training they recieved beforehand and the ancient

techniques taught by the lore of battlesmithing.

The Battlesmith

Level Features

1st Secrets of the Forge, Armorsmith (+1)

2nd Forged in Fire, Secrets of the Forge (+1)

3rd Tempered in Blood

4th Armorsmith (+2), Secrets of the Forge (+2)

5th Master Smith, One with the Hammer,  
Secrets of the Forge (+3)

Prerequisites
In order to advance as a battlesmith, you must meet the

following prerequisites (in addition to the multiclassing

prerequisites for your existing class):

Race: Dwarf. The dwarves are the holders of the secrets

of battlesmithing, and only share those secrets with their

own. If a particularly talented smith of another race

desires the knowledge, it is possible that a dwarf teacher

could be convinced, at the DM's disgression.

Proficiency with Smith's Tools. Battlesmithing requires

an understanding of metalworking and smithing weapons

and armor.

Proficiency in the Arcana skill. The crafting of magic

weapons and armor and the creation of magic bonds

requires an understanding of arcane lore.

Proficiency with Medium Armor and at least one

Martial Weapon. Part of battlesmithing includes learning

fighting techniques that assume a basic knowledge of

martial combat.

Complete a Special Task. You must find an NPC

battlesmith and present them with a weapon you crafted,

in return for tutoring you in the ways of battlesmithing.

The NPC might require you to prove your skill by smithing

weapons and armor and/or by sparring. You cannot gain

more levels in this prestige class than your tutor has. You

might need to seek out a more skilled battlesmith in order

to reach 5th level in this prestige class.
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Prestige Classes
Rules for Prestige Classes were set forth in the
2015 Unearthed Arcana entitled "Prestige Classes
and Rune Magic." For details concerning their use,
refer to that document. For convenience, here are
the highlights:

Using Prestige Classes. You must be at least 3rd
level to begin advancing in a Prestige Class, or
higher if the class specifies. Typically a Prestige
Class represents power gained through hidden lore
or exotic fighting styles, and requires a character to
complete a certain task before taking levels in the
Prestige Class.

Joining a Prestige Class. Always check with the
Dungeon Master to make sure Prestige Classes are
allowed before taking levels in one. Talk to your
DM about completing the requirements for joining
the class. Joining a Prestige Class uses the multi-
classing rules (see chapter 6, “Customization
Options,” in the 5th Edition Player’s Handbook),
but each Prestige Class specifies the details for
combining spellcasting if it provides that feature.

Class Features
As a battlesmith, you gain the following class features.

Hit Points
Hit Dice: 1d10 per battlesmith level 

Hit Points per Level: 1d10 (or 6) + your Constitution

modifier per battlesmith level

Proficiencies
Tools: Leatherworker's tools, tinker's tools

Saving Throws: None 

Skills: None

Equipment
The battlesmith prestige class does not grant any special

equipment.

Secrets of the Forge
When you craft a metal weapon, you can imbue it with magic.

The weapon becomes a common magic item with no other

properties. It costs 100 gp to craft such an item, and requires

8 hours of work each day for 4 days.

The rules for crafting are found on page 187 of the 5th

Edition Player's Handbook, and the rules for crafting magic

items are found on page 128 of the 5th Edition Dungeon

Master's Guide. Other characters or NPCs must have at least

1 level in this prestige class before they can help you craft

items you create with your battlesmith features.

Familiarize yourself with these rules, as the battlesmith

Class Features are easier to implement if you are familiar

with them.

When you reach 2nd level in this class, you can craft +1

weapons, which requires 500 gp and 20 days of work. When

you reach 4th level, you can craft +2 weapons, which requires

5,000 gp and 200 days of work. When you reach 5th level, you

can craft +3 weapons, which requires 50,000 gp and 2,000

days of work. (See page 213 of the 5th Edition Dungeon

Master's Guide for the details of these magic items.) The DM

might adjust the cost and time required to better suit the

campaign.

At the DM's disgression, you might be able to create other

magical weapons and armor. Assuming you meet the other

requirements set forth in the "Crafting a Magic Item" section

of the Dungeon Master's Guide (including the level

requirement), you can craft Uncommon magic items when

you reach 2nd level in this class, Rare magic items when you

reach 3rd level, Very Rare magic items when you reach 4th

level, and Legendary magic items when you reach 5th level.

Specific magic items might require rare materials or a

blueprint.

Armorsmith
The armor you craft for yourself fits better than anyone else

could make for you. While you are wearing a suit of armor

that you crafted, you gain a +1 bonus to AC.

The bonus increases to +2 when you reach 4th level in this

class.

Forged in Fire
At 2nd level, you gain resistance to fire damage.

In addition, you have advantage on saving throws made to

resist gaining a level of exhaustion.

Tempered in Blood
Starting at 3rd level, when you are hit by an attack, you can

use your reaction to attempt a Constitution saving throw. The

save DC is equal to the damage of the attack. If you succeed,

you are immune to all damage from that attack.

Master Smith
Starting at 5th level, you can craft weapons and armor faster

without sacrificing the object's quality. You can craft weapons

and armor, even magical ones, in half the time that it would

normally take to craft such an item.

One with the Hammer
Starting at 5th level, while you are wielding a melee weapon

that you crafted, you gain a bonus to damage rolls with that

weapon equal to your Wisdom modifier.
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Prestige Class: Eye of
Gruumsh
Long ago, the orc deity Gruumsh engaged the other gods in

battle after they and their people took the land of the Material

Plane for their own. Though he also fought the dwarves for

the mountains, his most terrible fight was against Corellon

Larethian, the deity of the elves. With a well-placed arrow, the

elven god blinded Gruumsh in one of his eyes.

When a devout servant of Gruumsh puts out one of its own

eyes in similitude of their one-eyed god, Gruumsh blesses the

servant with power. This ritual is fairly common among orc

tribes, but nowhere else.

A creature so blessed gains special favor and a measure of

spellcasting ability, to more powerfully serve the god of

slaughter and achieve his ends.

The Eye of Gruumsh

                                                —Spell Slots per Spell Level—

Level Features
Cantrips
Known 1st 2nd 3rd

1st Sight of Gruumsh,  
Spellcasting

3 2 — —

2nd Divine Blessing 3 3 — —

3rd Gruumsh's Fury 3 4 2 —

4th Blindsight 4 4 3 —

5th Gruumsh's Foresight 4 4 3 2

Prerequisites
In order to advance as an Eye of Gruumsh, you must meet

the following prerequisites (in addition to the multiclassing

prerequisites for your existing class):

Race: Orc or Half-Orc. Orcs are Gruumsh's people, and

he only endows power upon those that have orc blood.

Any non-good Alignment. An Eye of Gruumsh is called

upon to do Gruumsh's dirty work. Creatures of good          

    alignment have qualms with doing such work, and          

        therefore aren't fit for the calling.  

              Wisdom 13. The power granted to an Eye of          

            Gruumsh requires good intuition and a connection

            to Gruumsh's will.  

              Complete a Special Task. You must slay an elf in

                Gruumsh's name and offer the corpse as a            

                    sacrifice to the god. At the end of the ritual, you

                    must pluck out one of your own eyes, which

symbolizes the loss that Gruumsh suffered of Corellon

Larethian. To continue to gain levels in this class, you

must further the work of Gruumsh, which is the

annihilation of other races, especially elves.

Class Features
As an Eye of Gruumsh, you gain the following class features.

Hit Points
Hit Dice: 1d8 per Eye of Gruumsh level 

Hit Points per Level: 1d8 (or 5) + your Constitution modifier

per Eye of Gruumsh level

Proficiencies
Tools: None

Saving Throws: None 

Skills: Religion and your choice of either Intimidation or

Perception

Equipment
The Eye of Gruumsh prestige class does not grant any special

equipment.

Sight of Gruumsh
At 1st level, Gruumsh has accepted your sacrifice and begun

to bless you with power. You suffer no adverse effects of

having only one eye, but you are still blinded if you lose your

other eye.

If at any time you regain the eye you plucked out as a part

of the initiation ritual, you can't use any features you gained

from this class until you again pluck out the eye.

Spellcasting
As a conduit for Gruumsh's divine power, you can cast spells.

See chapter 10 in the 5th Edition Player's Handbook for the

general rules of spellcasting. The Eye of Gruumsh spell list is

at the end of the class description.
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Cantrips
At 1st level, you know three cantrips of your choice from the

Eye of Gruumsh spell list. You learn an additional Eye of

Gruumsh cantrip of your choice at 4th level, as shown in the

Cantrips Known column of the Eye of Gruumsh table.

Preparing and Casting Spells
The Eye of Gruumsh table shows how many spell slots you

have to cast your spells of 1st level and higher. To cast one of

these spells, you must expend a slot of the spell's level or

higher. You regain all expended spell slots when you finish a

long rest.

You prepare the list of Eye of Gruumsh spells that are

available for you to cast, choosing from the Eye of Gruumsh

spell list. When you do so, choose a number of Eye of

Gruumsh spells equal to your Wisdom modifier + your Eye of

Gruumsh level (minimum of one spell). The spells must be of

a level for which you have spell slots.

For example, if you are a 3rd-level Eye of Gruumsh, you

have four 1st-level and two 2nd-level spell slots. With a

Wisdom of 16, your list of prepared spells can include six

spells of 1st or 2nd level, in any combination. If you prepare

the 1st-level spell bless, you can cast it using a 1st-level or

2nd-level slot. Casting the spell doesn't remove it from your

list of prepared spells.

You can change your list of prepared spells when you finish

a long rest. Preparing a new list of Eye of Gruumsh spells

requires time spent in prayer and meditation: at least 1

minute per spell level for each spell on your list.

Spellcasting Ability
Wisdom is your spellcasting ability for your Eye of Gruumsh

spells. The power of your spells comes from your devotion to

Gruumsh. You use your Wisdom whenever an Eye of

Gruumsh spell refers to your spellcasting ability. In addition,

you use your Wisdom modifier when setting the saving throw

DC for an Eye of Gruumsh spell you cast and when making

an attack roll with one.

Spell save DC = 8 + your proficiency bonus + 

your Wisdom modifier  

 

Spell attack modifier = your proficiency bonus + 

your Wisdom modifier

Ritual Casting
You can cast an Eye of Gruumsh spell as a ritual if that spell

has the ritual tag and you have the spell prepared.

Spellcasting Focus
You can use a holy symbol (found in chapter 5 of the 5th

Edition Player's Handbook) as a spellcasting focus for your

Eye of Gruumsh spells.

Multiclassing
For the purposes of multiclassing, to determine your total

spell slots, add your levels in Eye of Gruumsh to your levels in

classes that grant you the Spellcasting feature. For example,

if you are an Eye of Gruumsh 4/cleric 6, you would have the

spell slots of a 10th-level character, in addition to having the

cantrips and prepared spells of a 6th-level cleric.

 

Divine Blessing
At 2nd level, you have proven your devotion to Gruumsh, who

begins to watch over and protect you. You gain a +1 bonus to

all saving throws.

Gruumsh's Fury
Starting at 3rd level, you can channel the power and fury of

your patron god through your weapon strikes. Once on each

of your turns when you hit with a weapon attack, you can

cause the attack to deal an extra 1d8 damage to the target.

This damage is of the same type that the weapon deals.

Blindsight
At 4th level, Gruumsh blesses you further for your sacrifice.

You gain blindsight with a radius of 5 feet.

Gruumsh's Foresight
At 5th level, Gruumsh protects you by granting you

premonitions and by furthering your own battle intuition. You

gain a +1 bonus to weapon attack rolls and to your Armor

Class, whether you are wearing armor or not.

Eye of Gruumsh Spell List
If a spell can be cast as a ritual, the ritual tag appears in the

parentheses.

Cantrips (0 Level)
Blade Ward 

Guidance 

Prestidigitation 

Resistance 

Sacred Flame 

Sword Burst (the spell

creates spears rather than

swords) 

Thaumaturgy 

Toll the Dead 

True Strike 

1st Level
Bane 

Bless 

Cause Fear 

Command 

Cure Wounds 

Detect Evil and Good 

Divine Favor 

False Life 

Guiding Bolt 

Hex 

Inflict Wounds 

Protection from Evil and

Good 

Shield 

2nd Level
Augury (ritual) 

Blindness/Deafness 

Cloud of Daggers 

Continual Flame 

Crown of Madness 

Darkness 

Enhance Ability 

Hold Person 

Lesser Restoration 

Magic Weapon 

Prayer of Healing 

Spiritual Weapon 

3rd Level
Bestow Curse 

Clairvoyance 

Crusader's Mantle 

Fear 

Glyph of Warding 

Life Transference 

Remove Curse 

Speak with Dead 

Spirit Guardians

(the spirits summoned

appear orcish in nature) 

Vampiric Touch 
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Crusader
With a grunt, the armor-clad knight raises his longsword into

an aggressive stance, setting his feet apart, but waiting for his

opponent to ready himself. He may be on a quest for blood,

but he still has a code of honor he needs to follow.

A furious yell echoes across the parapet as a dwarf

suddenly shines with bright light, her enemies falling before

the blinding flame, even as it revitalizes the allies behind her.

Within the pass, a single figure, identity hidden by a steel

greathelm, stands against the throng of orcs. He refuses to

fall; he can't, lest the cause fall with him. They have to die. So

die, they will.

These are crusaders: powerful warriors strengthened by

absolute devotion, armored by unshakable faith, and driven

by conviction to a particular cause. Wherever they come from

and whatever their stories, each is a devout zealot of an ideal

or a code of honor that drives them to action; indeed, a mighty

crusade across cities, regions, or entire kingdoms to silence

the enemies of that cause. It is from this devotion that a

crusader draws power and becomes an unstoppable

champion of justice, for good or evil.

Passion for a Cause
A crusader swears allegiance and devotion to a particular

code of conduct, ideal, or set of ideals. Really, this could be

anything, from the dominance of a particular race to the

equilibrium of good and evil; from the ideals of respect and

honor to the eradication of beholders. What matters is the

crusader's passion and zealousness for the cause, to defend

and enforce it no matter the cost. In order for such

zealousness to arise, there is always a defining moment in

each crusader's life, in which they encountered a problem

and decided that the only solution is to dedicate heart and

soul to the crusade.

Occasionally, religion is involved in a crusader's devotion,

but most of the time, it is a product of the individual's core

beliefs and willingness to act on it. Religion gives like-minded

crusaders a way to find each other, and many create guilds,

temples, or even pseudo-religions of their own where they

can recruit others to their cause and lead heroic quests to

destroy their enemies. Such organizations are truly forces to

be reckoned with. Organized crusades have destroyed cities,

carved enormous swathes through regions and kingdoms,

and left countrysides in ruins.

No Crusader without a Crusade
In order to more efficiently enforce the cause, each crusader

trains in combat for years or even decades until they are

ready to defend and enforce their beliefs through combat.

After such devotion is promised and martial prowess

acquired, the crusade begins.

Of course, crusaders aren't senselessly violent. Only when

one takes the crusader's beliefs to the privy does the sword

come unsheathed, and only the most unwise of creatures

dare to stoke a crusader's ire. Martial prowess combined with

unparalleled ardor and might make crusaders truly terrifying

foes.
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The Crusader

Level
Proficiency

Bonus Features

1st +2 Fighting Style, Steel Resolve, Furious
Counterstrike

2nd +2 Smite

3rd +2 Crusader Archetype

4th +2 Ability Score Improvement

5th +3 Extra Attack

6th +3 Ardent Hammer

7th +3 Crusader Archetype Feature

8th +3 Ability Score Improvement

9th +4 Mettle

10th +4 Crusader Archetype Feature

11th +4 Improved Smite

12th +4 Ability Score Improvement

13th +5 Crusader Archetype Feature

14th +5 Indomitable Soul

15th +5 Invincible (1)

16th +5 Ability Score Improvement

17th +6 Crusader Archetype Feature

18th +6 Extra Attack (2)

19th +6 Ability Score Improvement

20th +6 Invincible (2)

    The very act of crusading brings crusaders to the

adventuring life; they are made for it, nearly by definition.

They travel as the cause wills, eliminating their enemies and

taking the spoils of war, revelling in the glorious cause of

which they are a part.

Creating a Crusader
As you build your crusader, consider what cause you are

devoted to, and why you have such zeal for that cause. Was

your home ransacked, your family killed by hobgoblins, and

now you have devoted yourself to their utter destruction in

the name of vengeance? While reading a holy text, were you

suddenly struck with a holy rage and insatiable desire to

cleanse a defiled temple? Perhaps you served in an army or

city guard, and rampant political corruption caused the

deaths of your squadmates or the fall of a beloved noble.

Might you then devote yourself to the ideal of honor?

Whatever holds your devotion, it needs to be something that

you are truly passionate about. It is what drives you out into

the world and into action.

 

   The second aspect that you need to consider about your

crusader is your alignment. Unlike paladins, crusaders need

not fight against the forces of evil (but that is a legitimate

cause, if broad). Though the very nature of the cause could

help determine your alignment, the more important question

to ask yourself is: "What lengths will I go to in order to

enforce my beliefs?" If you are devoted to the ideal of honor,

you might find that the only way is to lead by example, like a

shining beacon of honesty and noble standards. Or you might

find that the only answer is to make moral concessions

(without tainting your own definition of honor) if it ultimately

means victory.

The third aspect you should consider is where you recieved

your martial training. Most of your power comes through

your conviction and force of will, but your training sets the

foundation on which your crusade can build.

Quick Build
You can make a crusader quickly by following these

suggestions. First, make Strength your highest ability score.

Your next-highest score should be Constitution or Charisma.

Second, choose the folk hero background.
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Class Features
As a crusader, you gain the following class features.

Hit Points
Hit Dice: 1d10 per crusader level 

Hit Points at 1st Level: 10 + your Constitution modifier 

Hit Points at Higher Levels: 1d10 (or 6) + your Constitution

modifier per crusader level after 1st

Proficiencies
Armor: All armor, shields 

Weapons: Simple weapons, martial weapons 

Tools: None

Saving Throws: Constitution, Charisma 

Skills: Choose two from Athletics, History, Insight,

Intimidation, Medicine, Perception, Religion, and Survival

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) chain mail or (b) scale mail

(a) a martial weapon and a shield or (b) two martial

weapons

(a) a longbow and 20 arrows or (b) any simple weapon

(a) an explorer's pack or (b) a priest's pack (if you plan on

taking the Templar archetype)

Fighting Style
You adopt a particular style of fighting as your specialty.

Choose one of the following options. You can't take a Fighting

Style option more than once, even if you later get to choose

again.

Archery
You gain a +2 bonus to attack rolls you make with ranged

weapons.

Defense
While you are wearing armor, you gain a +1 bonus to AC.

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

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

weapon.

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

make with a melee weapon that you are wielding with two

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

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

handed or versatile property for you to gain this benefit.

Protection
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.

 

 

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

ability modifier to the damage of the second attack.

Steel Resolve
At 1st level, your dedication to your cause is such that you can

temporarily ignore the pain and other hindering effects of

injuries.

You gain a delayed damage pool that allows you to

temporarily put off injury. When you roll initiative, this pool

begins at 0. When you take damage while you are conscious,

instead of taking that damage to your hitpoints, you can add

the damage done to your delayed damage pool. At the end of

each of your turns, you take damage equal to the total stored

in your delayed damage pool, and the pool again resets to 0.

Whenever you recieve healing, you can choose whether the

healing increases your current hit points as normal, reduces

the total damage in your delayed damage pool, or both

(splitting up the healing between the two as you wish). The

delayed damage pool can't go below 0.

Special effects tied to an attack (such as life drain, stun, or

being knocked prone) still affect you as normal, and those

effects are not delayed by this feature.

At 1st level, your delayed damage pool can hold up to 5

points of damage. Any damage beyond that is deducted from

your hit points as normal. The maximum damage your pool

can hold increases as you gain levels in this class, increasing

to 10 at 4th level, 15 at 8th level, 20 at 12th level, 25 at 16th

level, and 30 at 20th level.

Furious Counterstrike
At 1st level, you can channel your pain into rage that lets you

lash out with renewed vigor and power. During each of your

turns, you gain a bonus to weapon attack and damage rolls

equal to the current value of your delayed damage pool,

divided by 6 (rounded down). Consult the table below to

determine your bonus based on the value of your delayed

damage pool.

Furious Counterstrike Bonus
Delayed Damage Pool Points Counterstrike Bonus

0 +0

1-11 +1

12-17 +2

18-23 +3

24-29 +4

30 +5

Smite
At 2nd level, you can consolidate your determination and rage

into a single attack. When you make a melee weapon attack,

you can add your Charisma modifier to the attack roll. If the

attack hits, it deals extra damage equal to 1d6 + your

crusader level. The extra damage is of the same type as the

weapon's damage type.

You can use this feature three times (though you can't use it

more than once on a single turn), and you regain all expended

uses of it when you finish a long rest.
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Crusader Archetype
At 3rd level, you choose a crusader archetype. Each crusader

goes about enforcing their cause in a different manner, and

each cause may lend itself to a different tactic of

enforcement. Choose an archetype that you most embody in

your cause: Knight, Templar, or Zealot. Each archetype is

detailed at the end of the class description. Your choice

grants you with additional features when you choose it at 3rd

level. It grants you additional benefits at 7th, 10th, 13th, and

17th levels.

Ability Score Improvement
When you reach 4th level, and again at 8th, 12th, 16th, and

19th level, you can increase one ability score of your choice

by 2, or you can increase two ability scores of your choice by

1. As normal, you can't increase an ability score above 20

using this feature.

Extra Attack
Beginning at 5th level, you can attack twice, instead of once,

whenever you take the Attack action on your turn.

The number of attacks increases to three when you reach

18th level in this class.

Ardent Hammer
At 6th level, your ardent devotion to your cause blesses you

with the ability to strike hard, even through hide and armor

that would normally withstand that of mundane weapons.

Your weapon attacks count as magical for the purpose of

overcoming resistance and immunity to nonmagical attacks

and damage.

Mettle
When you reach 9th level, your will is strong enough that you

can shake off deadly attacks on both your mind and body.

When you are subjected to an effect that allows you to make a

Constitution or Wisdom saving throw to take only half

damage, you instead take no damage if you succeed on the

saving throw, and only half damage if you fail.

Improved Smite
Beginning at 11th level, your conviction in your cause endows

you with power to strike down each enemy you face.

Whenever you hit a creature with a melee weapon attack, you

can add your Charisma modifier to the damage roll.

Indomitable Soul
Beginning at 14th level, you gain a bonus to Wisdom saving

throws. This bonus is equal to your Charisma modifier.

Invincible
When you reach 15th level, your devout zealousness can help

you shrug off even the most grievous injuries. At the end of

your turn, you can choose to reset your delayed damage pool

to 0 without taking damage.

Once you use this feature, you cannot use it again until you

finish a long rest. When you reach 20th level, you can use this

feature twice, and you regain all expended uses of it when

you finish a long rest.

Crusader Archetypes
Different crusaders each have a different approach to their

crusades. The archetype you choose reflects your specialties

as a crusader, and how exactly your convictions empower

you.

Knight
Knights are unparalleled martial champions who train

relentlessly in melee combat. However, unlike most other

crusaders, knights are bound to a strict code of conduct that

revolves around honor or law, and their fighting styles are

researched and studied just as heavily as they are practiced.

Knight Training
When you choose this archetype at 3rd level, you begin to

study knightly combat stances and manuevers that can give

you the upper hand in combat.

Stances. You learn three stances of your choice, which are

detailed under "Stances" below. You learn one additional

stance of your choice at 7th, 10th, and 17th level. Each time

you learn a new stance, you can also replace one stance you

know with a different one.

Stance Points. Entering and maintaining a stance

requires strength and stamina. You have a number of stance

points equal to your Strength modifier (minimum 1). Each

time you enter a stance, you must expend one stance point. If

you don't have any more stance points, you can't enter a

stance. You regain all your expended stance points when you

finish a short or long rest.

On your turn, you can use a bonus action and expend a

stance point to enter a stance, and you stay in that stance for

one minute or until you use a bonus action to enter a new

one. Being grappled, restrained, incapacitated, or knocked

prone, or taking the Dash action, ends a stance early. You

only gain the benefits of a stance while you remain in that

stance.

Strikes. You learn Crusader's Strike and two other strikes

of your choice, which are detailed under "Strikes" below. You

learn one additional strike of your choice at 7th, 10th, and

13th level. Each time you learn a new strike, you can also

replace one strike you know with a different one.

A strike represents your ability to attack with power and

skill that other warriors lack. Some strikes may be a product

of practice and study, while others might stem from sheer

determination and righteous conviction. Strikes improve your

attacks or effectiveness in some way. You can use only one

strike per turn.

Strike Points. Using a strike requires strength backed by

your conviction for your cause. You have a number of strike

points equal to your Charisma modifier (minimum 1). Each

time you use a strike, you must expend one strike point. If you

don't have any more strike points, you can't use a strike. You

regain all expended strike points when you finish a short or

long rest.
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    Saving Throws. Some of your strikes or stances may

require the target to make a saving throw. The saving throw

DC is calculated as follows:

Strike/Stance save DC = 8 + your proficiency bonus + 

your Strength modifier

Read Your Enemy
Starting at 7th level, you are exceptionally talented at

recognizing a variety of fighting styles, and at pinpointing an

enemy's strengths and weaknesses in combat. When you are

the target of a melee weapon attack, you can use your

reaction to study the attacker's fighting style. You learn one of

the following pieces of information about that creature:

Movement speed on foot

One saving throw proficiency that it possesses

One feat or trait that it possesses (if any)

One damage vulnerability that it possesses (if any)

Class and subclass (if any), but not its level. If it has levels

in multiple classes, you learn of only one of them.

If the attacker has the Fighting Style class feature or a

similar one, you learn which option it chose for that

feature.

Alternatively, you can learn one of these pieces of

information if you spend at least 1 minute observing the

creature in a combat situation. It's easier to read an opponent

when you are engaged in combat with them, rather than at a

distance.

Stance Tactitian
Beginning at 10th level, you are practiced enough in your

stances that you can switch between them seamlessly,

allowing for more complicated attack and defense forms.

Each time you enter a stance, you can choose another stance

that you know without expending another stance point. You

gain the benefit of both stances simultaneously until the

stance ends.

If a stance requires 17th level, you can't use it with this

class feature. Such complicated stances are particularly

taxing on both mind and body, and must be executed alone.

Ruthless Onslaught
When you reach 13th level, your blows increase in strength,

ferocity, and frequency. You can use as many strikes on your

turn as you would like, expending strike points as normal, but

you can only use one strike per attack.

Relentless
Starting at 17th level, when you roll initiative and have no

stance points left, you regain 1 stance point. When you roll

initiative and have no strike points left, you regain 1 strike

point.

Stances
The list of stances is presented in alphabetical order. If a

stance requires a level, you must be that level in this class to

learn the stance.

Dancing Sword Stance. When you first enter this stance

and as a bonus action on each of your subsequent turns, you

can choose one creature within 30 feet of you that you can

see. You don't provoke opportunity attacks from that creature

for the current turn.

Dodge Stance. Attack rolls have disadvantage against you,

but you have disadvantage on attack rolls.

Giantslayer Stance. You gain a +1 bonus to attack and

damage rolls against creatures that are Large or larger.

Giant's Stance. Once on each of your turns, when you hit

with a melee weapon attack, you can choose to deal an extra

1d8 damage.

Guardian's Stance. If a creature within 5 feet of you is

targeted by a weapon attack, you can use your reaction to

attempt to protect the creature. If you are within the

attacker's reach or range, it must make a Wisdom saving

throw. On a failed save, it must target you or lose the attack.

Mountain Stance. You have advantage on Strength checks

and saving throws.

Relentless Offense. Creatures provoke opportunity

attacks from you even if they take the Disengage action.

Sentinel's Stance. Creatures provoke opportunity attacks

from you when they enter your reach.

Slaying Stance. When you roll damage dice for a melee

weapon attack, you can treat any 1 as a 2. In addition, if at

least one of the dice shows the maximum possible result

(such as rolling a 6 on a d6), you can roll another damage die

for that attack.

Stance of Alacrity. You gain an extra reaction on each

round, which can only be used to make an opportunity attack,

and you have advantage on attack rolls for opportunity

attacks.

Stance of Clarity. Entering this stance ends one effect on

yourself that is causing you to be charmed or frightened. You

are immune to the charmed and frightened conditions.

Stance of Endurance (17th Level Required). You have

resistance to nonmagical bludgeoning, piercing, and slashing

damage.

Stance of Perfect Defense (17th Level Required). No

attack roll can have advantage against you.

Stance of Swiftness. You gain a +5 bonus to your initiative

count for each subsequent round you maintain this stance.

When the stance ends, you return to your original place in

initiative order. You can't take more than one turn in one

round.

Stance of the Immortal (17th Level Required).
Whenever you take damage that would reduce you to 0 hit

points, you can make a Constitution saving throw. The DC for

this throw is 10. Each time you succeed, you are instead

reduced to 1 hit point, and the save DC increases by 5. This

does not stop you from being killed outright by massive

amounts of damage. When you finish a short or long rest, the

save DC resets to 10.

Stonefoot Stance. You gain a +1 bonus to AC.

Windstep Stance. Your speed on foot increases by 10 feet,

and you ignore difficult terrain.

Strikes
The list of strikes is presented in alphabetical order.

Accurate Strike. When you miss with a weapon attack,

you can choose to reroll the attack roll. You must use the new

roll.
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    Bonesplitting Strike. When you hit a creature with a

melee weapon attack, you can try to pulp its bones and flesh

beneath your weapon. The target must make a Constitution

saving throw. On a failed save, the target's hit point maximum

is reduced by an amount equal to the total damage it took

from the attack. A creature whose hit point maximum is

reduced to 0 dies. This reduction lasts until the target

finishes a long rest. A creature without a skeleton or

discernible anatomy automatically succeeds the saving throw.

Charging Strike. When you take the Dash action, you can

expend a strike point to make a melee weapon attack as a

bonus action.

Crippling Strike. When you hit with a melee weapon

attack, you can attempt to cripple the target of your attack.

The target must make a Constitution saving throw. On a

failed save, each of the target's speeds are reduced by 10 feet,

and it has disadvantage on Dexterity and Strength saving

throws. These effects last until the start of your next turn or

until it receives magical healing. A hovering creature (such as

a beholder) or a creature without a discernable anatomy is

immune to this speed reduction.

Crusader's Strike. When you hit a creature with a weapon

attack, you can choose to make that attack a Crusader's

Strike. The attack deals extra damage equal to 1d8 + triple

the current bonus of your Furious Counterstrike feature. The

damage type for this extra damage changes to radiant (if you

are good or neutral) or necrotic (if you are evil).

Daunting Strike. When you hit a creature with a weapon

attack, you can attempt to frighten the target. The target must

make a Wisdom saving throw. On a failed save, the creature

is frightened of you until the end of your next turn.

Doomstrike. When you hit a creature with a melee

weapon attack, instead of rolling for damage, you can choose

to take the maximum possible amount on each of the

weapon's damage dice. You must choose to use this strike

before rolling the damage dice. This strike only applies to the

weapon's damage dice, and not to any other features that

would add damage to the attack (such as Divine Smite or

Sneak Attack).

Foehammer. When you hit a creature with a weapon

attack, you can choose to make that attack a Foehammer

attack. The target gains no benefit from resistance or

immunity to bludgeoning, piercing, or slashing damage (even

from magical weapons) against this attack.

Mighty Throw. When you take the Attack action on your

turn, you can substitute one of your attacks for a Mighty

Throw. Make a contested grapple check against a creature

within 5 feet of you. The target can be no more than one size

larger than you. If you win the contest, you throw the creature

to an unoccupied space of your choice up to 10 feet away

from you, and it lands prone.

If you win the contest by 5 or more, you can throw the

creature up to 15 feet away from you, and if you win the

contest by 10 or more, you can throw the creature up to 20

feet away from you.

Mountain Hammer. When you hit a creature with a melee

weapon attack, you can choose to empower the blow with the

weight of mountains. The target must make a Strength

saving throw. On a failed save, you can choose to either knock

the target prone or push the creature up to 10 feet away from

you.

 

   Rallying Strike. When you hit a creature with a melee

weapon attack, you can choose to rally your allies with a

show of heroism. Each friendly creature of your choice within

30 feet of you, other than yourself, gains a number of

temporary hit points equal to your Charisma modifier.

Revitalizing Strike. When you hit a creature with a

weapon attack, you can become reinvigorated by your

success. You gain a number of temporary hit points equal to

1d8 + half of your crusader level (rounded down).

Stunning Strike. When you make a melee weapon attack

against another creature, you can choose to try to stun the

target. You must make this choice before making the attack

roll. If the attack hits, the target must make a Constitution

saving throw. On a failed save, the target is stunned until the

end of its next turn.

Swift Strike. When you take the Attack action, you can

attempt to attack so impossibly fast that, for you, time seems

to stand still. You can make one additional attack as a part of

that Attack action.

Thrown Strike. When you take the Attack action on your

turn, you can expend a strike point and choose to make one

of your attacks as a Thrown Strike. Choose one weapon that

you are wielding. For that attack, it gains the thrown property

with a normal range of 20 feet and a long range of 40 feet.

Vanguard Strike. When you hit a creature with a melee

weapon attack, you can batter its defenses to the side to leave

openings for an ally. Choose another friendly creature within

30 feet of you. That creature gains a bonus to attack and

damage rolls it makes against the target of your attack until

the beginning of your next turn. This bonus is equal to the

bonus you recieved from your Furious Counterstrike feature

on this attack.
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Templar
A Templar's cause always has a religious bent to it, and they

pride themselves on their ability to call upon their religion or

deity for assistance. Their healing abilities are paramount to

every crusade.

Spellcasting
When you reach 3rd level, you augment your crusade with the

ability to cast spells. See chapter 10 in the Player's Handbook

for the general rules of spellcasting and chapter 11 for the

cleric and paladin spell lists.

Cantrips. You learn two cantrips of your choice from the

cleric spell list. You learn an additional cleric cantrip of your

choice at 10th level. These count as paladin spells for you.

Spell Slots. The Templar Spellcasting table shows how

many spell slots you have to cast your spells of 1st level and

higher. To cast one of these spells, you must expend a slot of

the spell's level or higher. You regain all expended spell slots

when you finish a long rest.

Spells Known of 1st-Level and Higher. You prepare the

list of paladin spells that are available for you to cast,

choosing from the paladin spell list. When you do so, choose

a number of paladin spells equal to the number given in the

Spells Prepared column of the Templar Spellcasting table.

The spells must be of a level for which you have spell slots.

You can change your list of prepared spells when you finish

a long rest. Preparing a new list of paladin spells requires

time spent in prayer and meditation: at least 1 minute per

spell level for each spell on your list.

Spellcasting Ability. Charisma is your spellcasting ability

for your paladin spells, since you learn your spells through

religious devotion and service. You use your Charisma

whenever a spell refers to your spellcasting ability. In

addition, you use your Charisma modifier when setting the

saving throw DC for a paladin spell you cast and when

making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + 

your Charisma modifier  

 

Spell attack modifier = your proficiency bonus + 

your Charisma modifier

    Spellcasting Focus. You can use a holy symbol as a

spellcasting focus for your paladin spells.

Healing Touch
When you choose this archetype at 3rd level, you gain the

favor of a deity whom you worship. You also gain the power to

channel this divine energy to heal yourself and others. You

have a pool of healing power that replenishes when you finish

a long rest. With that pool, you can restore a total number of

hit points equal to twice your crusader level + your Charisma

modifier.

As an action, you can touch a creature and draw power

from the pool to restore a number of hit points to that

creature, up to the maximum amount remaining in your pool.

This feature has no effect on undead and constructs.

War Magic
Beginning at 7th level, when you use your action to cast a

cantrip, you can make one weapon attack as a bonus action.

 

Templar Spellcasting
Crusader

Level
Cantrips
Known

Spells
Prepared 1st 2nd 3rd 4th

3rd 2 3 2 — — —

4th 2 4 3 — — —

5th 2 4 3 — — —

6th 2 4 3 — — —

7th 2 5 4 2 — —

8th 2 6 4 2 — —

9th 2 6 4 2 — —

10th 3 7 4 3 — —

11th 3 8 4 3 — —

12th 3 8 4 3 — —

13th 3 9 4 3 2 —

14th 3 10 4 3 2 —

15th 3 10 4 3 2 —

16th 3 11 4 3 3 —

17th 3 11 4 3 3 —

18th 3 11 4 3 3 —

19th 3 12 4 3 3 1

20th 3 13 4 3 3 1

Stalwart Spirit
Starting at 10th level, you are stalwart and immovable in your

cause and in your faith. You gain proficiency in Wisdom

saving throws.

Divine Strike
When you reach 13th level, you can channel your divine

energy into your weapon strikes to smite down your enemies.

Whenever you hit with a melee weapon attack, you can

expend a spell slot to deal extra radiant damage to the target.

The extra damage is 2d8 for a 1st-level slot, plus 1d8 for each

spell level higher than first, to a maximum of 5d8.

If the target is a fiend or undead, it takes an additional 1d8

radiant damage.

Improved War Magic
Beginning at 17th level, when you use your action to cast a

spell, you can make one weapon attack as a bonus action.

Zealot
Zealots are feared for their ruthlessness on the battlefield

and for the hope they can inspire in their allies. The most

powerful zealots can pack extra power behind their blows

and even stave off death by sheer force of will.

Berserker
When you choose this archetype at 3rd level, you can attack

more ferociously at the cost of your own defense. If you take

the Attack action on your turn, you can make one additional

weapon attack with advantage as a bonus action. If you do so,

attack rolls against you have advantage until the beginning of

your next turn.
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Zealous Surge
Beginning at 7th level, your sheer determination can help you

shake off the abilities of your enemies. You can reroll a saving

throw that you fail. If you do so, you must use the new roll,

and you can't use this feature again until you finish a long

rest.

Zealous Battle Cry
At 10th level, you can inspire your comrades with your

zealotry. As a bonus action, you unleash a battle cry backed

by your zeal for your cause. Each creature of your choice

within 60 feet of you that can hear you gains advantage on

attack rolls and saving throws until the start of your next

turn.

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

finish a long rest

Zealous Critical
When you reach 13th level, your critical hits become

especially deadly. When you score a critical hit with a weapon

attack, you gain a bonus to the damage roll equal to your

crusader level.

Ruthless Zealot
When you reach 17th level, you can keep fighting even after

suffering fatal blows.

When you have 0 hit points, you aren't unconscious, and

you can act and take turns normally. However, you still must

make death saving throws, and you suffer the normal effects

of taking damage while at 0 hit points.

If you would die due to failing death saving throws, you

don't die until the end of your next turn, and you die then only

if you still have 0 hit points.

If you succeed 3 death saving throws, in addition to

becoming stable, you also regain 1 hit point.
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Physician
Shielding his eyes from the smoke and heat, a white-haired

man darts between fallen sections of a burning palisade,

searching for his fallen companion. He cuts down an orc with

a carefully calculated dagger thrust before kneeling down

next to his unconscious friend, pulling out bandages and

salves while assessing how much blood she'd already lost.

His hands glowing with bright light, a tribal leader sets to

work as the battle rages around them, his patient leaping to

his feet even as his wounds continue to stitch themselves

closed.

Muttering the names of bits of anatomy as she shoves past

them, her hands covered in blood, she can't help but to smile

as her medicines take effect and the dead man's heart begins

beating once again.

Wherever they may have learned their trade, physicians are

healers, medics, and surgeons with a love for what they do.

Becoming a physician is never a path to power; it is a trade of

necessity. It is always an austere path of hard work and study,

but they are always accepted wherever they go. They can be

found in the lines of war, staunching wounds and helping

allies retreat or return to the fight, in the halls of lost tombs,

removing bolts from the leg of a friendly (if imprudent) rogue,

or in the humblest towns, treating the common cold.

Everyone needs a doctor eventually.

Talented Medics
Physicians tend to be of an intellectual mindset, (which helps

when memorizing the names of anatomical structures and

functions), because such a path requires study and practice.

Many would say that the time commitment is easily equal to

that of the most scholarly wizard. Wizards, of course, deny

this, but are always sheepishly thankful when a physician can

dress and bandage a mortal wound they otherwise wouldn't

have survived.

As members of the battlefield (sometimes reluctantly so),

physicians learn to adequately defend themselves. Though

not usually intimidating or awe-inspiring, they are essential as

team members, and their knowledge of anatomy and bodily

function makes the best of them utterly lethal.

Apostates and Heretics
Where other healers may get their abilities from gods and

religious devotion, physicians get their abilities from

relentless study and constant honing of skill. The occasional

physician supplements their healing with magical power, but

even then outside powers aren't usually involved.
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The Physician

Level
Proficiency

Bonus Features

1st +2 Combat Healer

2nd +2 Resourceful, Poultices

3rd +2 Physician Specialty

4th +2 Ability Score Improvement

5th +3 Poisoned Weapon (2d6)

6th +3 Medical Expertise

7th +3 Physician Specialty Feature

8th +3 Ability Score Improvement

9th +4 Poison Resistance, Cure Poison,
Poisoned Weapon (3d6)

10th +4 Reliable Talent

11th +4 Physician Specialty Feature

12th +4 Ability Score Improvement

13th +5 Poisoned Weapon (4d6)

14th +5 Ability Score Improvement

15th +5 Physician's Judgement

16th +5 Ability Score Improvement

17th +6 Supreme Healer,  
Poisoned Weapon (5d6)

18th +6 Surgical Strikes

19th +6 Ability Score Improvement

20th +6 Flawless Surgeon

    At best, religious leaders and champions of religious

causes view particularly talented physicians with an air of

distaste. At worst, physicians are accused of heresy for

imitating powers that only deity can bestow. This, of course,

is not their intention; they are merely practicing a craft and

happen to be very good at it. The worries of such clergy have

merit, to be fair, as talented physicians can heal wounds and

cure diseases just as well as a cleric or paladin.

Creating a Physician
Perhaps the most important question to consider when

creating a physician is how you came to be a physician. Was

your father a practiced doctor, and you shadowed him when

you came of age to take over the family trade? Did you learn

you were fascinated by anatomy and the sight of blood when

your brother broke his leg all those years ago? Perhaps your

curiosity and intelligence couldn't be sated concerning the

matter, and you sought out schooling on the subject.

 

   Most physicians have a business, guild, or hospital that they

work out of. Why did you leave? Were you hired by a local

fighter's guild to care for their wounded while accompanying

them into a dragon's den? Did you somehow taste the

adventuring life, and then couldn't live without it? Perhaps

you are looking for the answer to some scientific question,

searching for rare ingredients, or finding rare monsters to

dissect and study? Lastly, do you plan on returning to your

place of work and continuing your trade when your

adventuring days are done?

Quick Build
You can make a physician quickly by following these

suggestions. First, make Intelligence your highest ability

score. Your next-highest score should be Constitution, or

Dexterity if you plan to be in the thick of combat. Second,

choose the sage background.

Class Features
As a physician, you gain the following class features.

Hit Points
Hit Dice: 1d8 per physician level 

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

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution

modifier per physician level after 1st

Proficiencies
Armor: Light armor 

Weapons: Simple weapons 

Tools: Herbalism kit, Poisoner's Kit

Saving Throws: Constitution, Intelligence 

Skills: Choose two from Arcana, History, Insight,

Investigation, Medicine, Nature, Perception, and Survival

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) a light crossbow and 20 bolts or (b) any simple weapon

(a) a herbalism kit or (b) a poisoner's kit

(a) a mace or (b) two daggers

a healer's kit, leather armor, and a scholar's pack
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Combat Healer
You can use your action and expend one use of a healer's kit

to restore hit points to yourself or a creature within your

reach. The target regains a number of hit points equal to 1d8

+ your physician level, and it can't regain hit points from this

feature again until it finishes a short or long rest. Using a

healer's kit in this way requires that both of your hands be

free.

You also gain proficiency in Medicine, if you didn't have it

already, and your proficiency bonus is doubled for any

Wisdom (Medicine) check that you make.

Resourceful
Beginning at 2nd level, you can spend 1 hour gathering

resources such as herbs, leaves, sticks, and other resources

to use as bandages, salves, and splints. If you do so, one of

your healer's kits regains 3 uses.

Poultices
Beginning at 2nd level, you can create special herbal

poultices that have healing power comparable to some

potions. You can spend 1 hour gathering herbs and preparing

herbal poultices using treated bandages to create a number

of such poultices equal to your Intelligence modifier

(minimum 1). You can carry a number of poultices at one time

equal to your Intelligence modifier (minimum 1). The

poultices you create cannot be applied by anyone but you.

After 24 hours, any poultices that you have not used lose their

potency.

If you spend 1 minute applying one of your poultices to a

wounded humanoid creature, thereby expending its use, that

creature regains 1d6 hit points for every two physician levels

you have (rounded up).

Physician Specialty
At 3rd level, you choose a physician specialty. Choose a

specialty that you will pursue as a physician: Apothecary,

Combat Medic, or Witch Doctor. Each archetype is detailed at

the end of the class description. Your choice grants you with

additional features when you choose it at 3rd level. It grants

you additional benefits at 7th, 11th, and 15th levels.

Ability Score Improvement
When you reach 4th level, and again at 8th, 12th, 14th, 16th,

and 19th level, you can increase one ability score of your

choice by 2, or you can increase two ability scores of your

choice by 1. As normal, you can't increase an ability score

above 20 using this feature.

Poisoned Weapon
Beginning at 5th level, your knowledge of poison potentially

makes you a much deadlier foe in combat. Using a poisoner's

kit, you can apply long-lasting poison to one of your weapons

at the end of a short or long rest. This special poison wears

off at the end of your next short or long rest, at which time

you can apply it again. It wears off early if the weapon is

washed, submerged in liquid, or a different poison is applied.

A poisoned weapon deals an extra 2d6 poison damage on a

hit. This damage increases as you gain levels in this class: to

3d6 at 9th level, 4d6 at 13th level, and 5d6 at 17th level. The

weapon can only deal this extra damage once on each turn.

Medical Expertise
When you reach 6th level, choose two of your skill

proficiencies, or one of your skill proficiencies and your

proficiency with either an herbalism kit or a poisoner's kit.

Your proficiency bonus is doubled for any ability check you

make that uses either of the chosen proficiencies.

Poison Resistance
Beginning at 9th level, your constant exposure to disease and

study of poison has rendered you more able to withstand

such effects. You have advantage on saving throws against

poison and have resistance to poison damage, and you are

immune to disease.

Cure Poison
Beginning at 9th level, whenever you use your Combat Medic

feature, in addition to restoring hit points, the target can end

one poison effect on itself. In addition, whenever you apply a

poultice to a creature, that creature can end one poison effect

on itself.

Reliable Talent
By 13th level, you have refined your craft such that you rarely

make mistakes, and when you do, you are quickly able to

recognize the error and correct it. Whenever you make an

ability check that lets you add your proficiency bonus, you can

treat a d20 roll of 9 or lower as a 10.

Physician's Judgement
By 15th level, you are used to the mental rigors of being a

combat medic, and to making decisions quickly and

effectively. You gain proficiency in Wisdom saving throws.

Supreme Healer
Beginning a 17th level, you are so practiced in your craft that

you can always maximize your effectiveness. When you

would normally roll one or more dice to restore hit points by

using any of your physician class features, you instead use the

highest number possible for each die. For example, instead of

restoring 2d6 hit points to a creature, you restore 12.

Surgical Strikes
Beginning at 18th level, you are familiar enough with

anatomy that you know exactly where and how to strike to

maximize your blows' effectiveness. Once on each of your

turns, you can add your Intelligence modifier to the damage

roll of a weapon attack.

You can't gain this bonus against creatures that don't have

a discernable anatomy.
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Flawless Surgeon
At 20th level, you are nearly perfect in your medicinal and

surgical technique, and you don't let anything get into your

head. If you fail an ability check or a saving throw that uses

Wisdom, Intelligence, or Charisma, you can treat the d20 roll

as a 20.

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

finish a short or long rest.

Physician Specialties
Each physician has a slightly different approach to the way he

or she goes about mending wounds and healing the sick. The

physician specialty you choose emulates your medical

training.

Apothecary
An Apothecary is a physician who focuses on the study of

natural ingredients for the crafting of potions, salves, and

various cures to disease. For an Apothecary, healing is a fine

craft and an art of a scientific nature (contrary to what most

clergy and priests would tell you).

Apothecary's Satchel
When you choose this archetype at 3rd level, you craft an

Apothecary’s Satchel, a bag which holds all of the herbs,

reagents, and other ingredients that you use to craft

medicines and solutions. The satchel and its tools can

function as both an herbalism kit and a poisoner's kit. The

bag also holds all of the solutions, potions, salves, and other

products that you make with your other physician class

features, including your poultices. In order to use those

features, your satchel must be within reach.

If you lose this satchel, you can create a new one over the

course of three days of work (eight hours each day) by

expending 100 gp worth of leather, glass, and other raw

materials.

Healing Discovery
At 3rd level, you make a breakthrough in your study of

healing agents. The following options are added to your

Apothecary's Satchel.

You can have a combined number of healing draughts and

healing salves equal to your Intelligence modifier (minimum

1). Whenever you finish a long rest, any unused healing

draughts and healing salves lose their potency. You then can

choose how many of each you have prepared in the satchel,

having prepared them during the long rest, but the combined

number cannot be higher than your Intelligence modifier

(minimum 1).

Healing Draught. You can use a bonus action to reach into

your satchel and pull out a Healing Draught. A creature that

uses an action to drink its contents regains a number of hit

points equal to 2d6 + your physician level.

Healing Salve. You can spend one minute applying this

salve to a creature during a short rest. If that creature

expends Hit Dice to regain hit points during that rest, it

regains an additional 1d8 hit points for each Hit Die it

expends.

 

 

Medicinal Discovery
At 7th level, you make a breakthrough in your study of

medicines. The following options are added to your

Apothecary's Satchel.

You have 1 dose of each of the following elixirs prepared in

your Apothecary's Satchel. Whenever you finish a long rest,

any unused elixirs lose their potency. You then regain each

dose, as you craft new ones over the course of that rest.

Antiseptic Elixir. You can use a bonus action to reach into

your satchel and pull out the elixir. As an action, a creature

can drink this thick substance or administer it to another

creature. The creature benefits as if from a lesser restoration

spell.

The creature also gains advantage on saving throws made

against disease for the next 24 hours.

Antitoxin Elixir. You can use a bonus action to reach into

your satchel and pull out the elixir. As an action, a creature

can drink this yellowish liquid or administer it to another

creature. If the creature is poisoned, the poisoned condition

ends. For 1 hour, the creature gains resistance to poison

damage, and has advantage on saving throws against

becoming poisoned.

Greater Medicinal Discovery
At 11th level, you make a further discovery in your study of

medicines. The following options are added to your

Apothecary's Satchel.

You have 1 dose of each of these options prepared in your

Apothecary's Satchel. Whenever you finish a long rest, any

unused panacea and narcotic salve loses its potency. You then

regain each dose, as you craft new ones over the course of

that rest.

Panacea. You can use a bonus action to reach into your

satchel and pull out this deep red solution. As an action, you

can administer the panacea to a creature that has died within

the last minute. That creature returns to life with 1 hit point.

This can't return to life a creature that has died of old age,

nor can it restore any missing body parts.

Narcotic Salve. You can use a bonus action to reach into

your satchel and pull out narcotic salve. As an action, you can

administer it to another willing creature, or apply it to a

weapon. A creature that has the salve administered to it, or is

hit by a weapon with the salve applied, must make a

Constitution saving throw. On a failed save, it undergoes the

following effects:

The creature has disadvantage on Wisdom and

Intelligence ability checks as its mind and senses are

dulled.

The creature has disadvantage on attack rolls.

At the end of each of its turns, the creature must make

another Constitution saving throw. If it fails, it falls asleep

and goes unconscious for 1d4 hours. It wakes up if it

takes damage.

These effects last for one minute. If the creature falls

asleep and then wakes up due to damage, the effects

immediately wear off.

Narcotic salve counts as an injury poison (5th Edition

Dungeon Master's Guide, page 257), for the purposes of

weapon and combat application.

The DC for the saving throw equals 8 + your proficiency

bonus + your Intelligence modifier.
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Giants
When risen to war, giants have arguably the scariest and

most destructive armies, especially to smaller folk. They don't

require nearly as many soldiers, as their troops can literally

walk over the opposition and be done with it. That is, of

course, the giants aren't at war with each other.

For more information regarding giants, and for stat blocks,

refer to the 5th Edition Monster Manual and Volo's Guide to

Monsters. Additional action options for giants are also

presented in the Storm King's Thunder module.

Combat Options
This section presents a number of combat options available

to a giant. These options help to specialize or flesh out the

forces of a giant army, especially against humanoids.

Unarmed Attacks
Giants are very strong creatures, which can be represented

by powerful unarmed attacks. The following are unarmed

attacks that a giant could make. If the giant has a Multiattack,

the Fist and Kick options can be used for its Multiattack.

Fist. Melee Weapon Attack: +(proficiency bonus + Strength

modifier) to hit, reach 5 ft., one target. Hit: (2d4 + Strength

modifier) bludgeoning damage.

Fling. The giant tries to pick up and throw a Small or

Medium creature within 10 feet of it. The giant and the target

make a contested grapple check. If the giant wins the contest,

the target is hurled up to 60 feet horizontally in a direction of

the giant's choice and lands prone, taking 1d6 bludgeoning

damage for every 10 feet it was thrown.

Kick. Melee Weapon Attack: +(proficiency bonus +

Strength modifier) to hit, reach 5 ft., one target. Hit: (2d4 +

Strength modifier) bludgeoning damage. If the target is

Medium or smaller, it must succeed on a Strength saving

throw or be thrown 10 feet away from the giant, landing

prone. The save DC is equal to 8 + the giant's proficiency

bonus + the giant's Strength modifier.

During warfare against humanoids, giants have developed

effective tactics to quickly eliminate small threats. One tactic

is simply to attach spikes or blades to the toes and sides of

their boots. This is represented by the following action

option. If the giant has a Multiattack, this attack can be used

for its Multiattack.

Spiked Boot. Melee Weapon Attack: +(proficiency bonus +

Strength modifier) to hit, reach 5 ft., one target. Hit: (3d6 +

Strength modifier) piercing damage. If the target is Medium

or smaller, it must succeed on a Strength saving throw or be

thrown 10 feet away from the giant, landing prone. The save

DC is equal to 8 + the giant's proficiency bonus + the giant's

Strength modifier.

Scythes
The fire giants found that scythes proved to be effective

weapons against humanoids. This sort of scythe, however,

rather than the weaponized version, is much more akin to the

farming implement used to cut grass. As it turns out, when

wielded by a giant, the blade of a giant scythe happens to be

about chest-height on the average humanoid. The result is

terrifyingly effective, as giants can cut enormous swathes

straight through the ranks of humanoids with only a single

stroke. This is represented by the following action option.

Scythe. The giant swings its scythe in an arc directly in

front of it. Each creature in front of the giant and within 15

feet of it must make a Dexterity saving throw. On a failed

save, a creature takes (3d8 + the giant's Strength modifier)

slashing damage. The save DC is equal to 8 + the giant's

proficiency bonus + the giant's Strength modifier.

Slings
Giants already have immense strength and rock-throwing

capability. How much greater could that capability become,

given the right equipment? Equipped with appropriately sized

slings, giants can throw rocks even farther and with more

power, though perhaps with less accuracy. Though not as

effective against single targets, this tactic could be extremely

effective against large armies or structures. This is

represented by the following action option:

Sling. Ranged Weapon Attack: +(proficiency bonus +

Dexterity modifier) to hit, range 100/400 ft., one target. Hit:

(6d12 + Dexterity modifier) bludgeoning damage.

Giant Defenses
As much larger creatures than humanoids, a giant's armor

would naturally be much thicker, as it is made to protect

against larger threats (such as other giants). Fully armored,

this would render them impervious to weapon damage, to a

certain degree. This is represented by the following trait:

Thick Armor. If any single instance of bludgeoning,

piercing, or slashing damage would deal 10 or less damage to

the giant, it instead takes no damage from the hit. The giant

must be wearing armor to gain this benefit.

Hill giants, as unintelligent as they are, came up with a tactic

that works well in close quarters, but only against

humanoids. This tactic is to hang logs and large stones from

their belts before going in to battle. While this does make it a

little more difficult to walk, it effectively keeps humanoids

from running around their legs. This is represented by the

following trait:

Hanging Debris. A Small or Medium creature within 5

feet of the giant and that attempts to attack it must first make

a DC 15 Dexterity saving throw. On a failed save, it takes 4

(1d8) bludgeoning damage from the logs and stones hanging

from the giant's belt. If the save fails by 5 or more, its action

is wasted as it is forced to duck out of the way out of the

hanging debris. If a creature can make multiple attacks on its

turn, it only has to make this save once on each turn.

The giant's speeds are reduced by 5 feet while it has this

trait.
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Goblinoids: Bugbears
This section provides additional options for bugbears. Volo's

Guide to Monsters has plenty of information on the behavior,

culture, and armies of bugbears, goblins, and hobgoblins. For

more information, refer to that book.

 

Bugbear Assassin
Bugbears are talented at sneaking about, but bugbear

assassins are specifically trained for the job. They make up

most special forces within a goblinoid host.

Bugbear Bodyguard
When a goblinoid host gathers, bugbears are usually

employed as shock troopers and as bodyguards for

hobgoblins leaders or other important figures.
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Bugbear Assassin
Medium humanoid (goblinoid), chaotic evil

Armor Class 16 (breastplate)
Hit Points 45 (7d8 + 14)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 17 (+3) 14 (+2) 8 (-1) 11 (+0) 9 (-1)

Saving Throws Str +4, Dex +5
Skills Stealth +7, Survival +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 2 (450 XP)

Brute. A melee weapon deals one extra die of its
damage when the bugbear hits with it (included in
attacks).

Hard Throw. A thrown weapon deals one extra die
of its damage when the bugbear hits with it
(included in attacks).

Heart of Hruggek. The bugbear has advantage on
saving throws against being charmed, frightened,
paralyzed, poisoned, stunned, or put to sleep.

Sneak Attack (1/Turn). The bugbear deals an extra
10 (3d6) damage when it hits a target with a
weapon attack and has advantage on the attack roll,
or when the target is within 5 feet of an ally of the
bugbear that isn't incapacitated and the bugbear
doesn't have disadvantage on the attack roll.

Actions
Multiattack. The bugbear makes two attacks with its
javelins, or one attack with its garrote.

Javelin. Melee or Ranged Weapon Attack: +5 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 10
(2d6 + 3) piercing damage.

Garrote. Melee Weapon Attack: +5 to hit, reach 5
ft., one Medium or Small creature against which the
bugbear has advantage on the attack roll. Hit: 5
(1d4 + 3) bludgeoning damage, and the target is
grappled (escape DC 13). Until this grapple ends,
the target can't breathe, and the bugbear has
advantage on attack rolls against it.

Bugbear Bodyguard
Medium humanoid (goblinoid), chaotic evil

Armor Class 15 (hide armor, shield)
Hit Points 39 (6d8 + 12)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 14 (+2) 8 (-1) 11 (+0) 9 (-1)

Saving Throws Str +5, Dex +3
Skills Stealth +5, Survival +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 2 (450 XP)

Brute. A melee weapon deals one extra die of its
damage when the bugbear hits with it (included in
attacks).

Heart of Hruggek. The bugbear has advantage on
saving throws against being charmed, frightened,
paralyzed, poisoned, stunned, or put to sleep.

Surprise Attack. If the bugbear surprises a creature
and hits it with an attack during the first round of
combat, the target takes an extra 7 (2d6) damage
from the attack.

Actions
Multiattack. The bugbear makes two melee attacks.

Morningstar. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 12 (2d8 + 3) piercing damage.

Spiked Shield. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 10 (2d6 + 3) piercing
damage.

Reactions
Protection. When a creature the bugbear can see
attacks a target other than the bugbear that is
within 5 feet of it, the bugbear can impose
disadvantage on the attack roll. The bugbear must
be wielding a shield.
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Bugbear Brute
Bugbear brutes are large even by bugbear standards, and are

often put on the front lines for their hardiness and brute

strength, usually leading bugbear thugs into the fray.

Bugbear Bulwark
Excellent shock troopers, bugbear bulwarks follow the

charge of thugs and brutes into battle, swinging spiked

shields like plows. Together they widen holes in enemy

formations, while simultaneously refusing to give up ground.
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Bugbear Brute
Medium humanoid (goblinoid), chaotic evil

Armor Class 16 (hide armor, shield)
Hit Points 90 (12d8 + 36)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 16 (+3) 8 (-1) 11 (+0) 9 (-1)

Saving Throws Str +6, Dex +4
Skills Stealth +6, Survival +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 4 (1,100 XP)

Brute. A melee weapon deals one extra die of its
damage when the bugbear hits with it (included in
attacks).

Heart of Hruggek. The bugbear has advantage on
saving throws against being charmed, frightened,
paralyzed, poisoned, stunned, or put to sleep.

Surprise Attack. If the bugbear surprises a creature
and hits it with an attack during the first round of
combat, the target takes an extra 7 (2d6) damage
from the attack.

Wide Swings. The bugbear's reach increases by 5
feet (included in attacks).

Actions
Multiattack. The bugbear makes three melee attacks.

Morningstar. Melee Weapon Attack: +6 to hit, reach
10 ft., one target. Hit: 13 (2d8 + 4) piercing
damage.

Whirlwind Swing. The bugbear swings its
morningstar in a wild circle around it. Each creature
within 10 feet of the bugbear must make a DC 14
Dexterity saving throw or take 13 (2d8 + 4)
piercing damage and be knocked prone. The next
melee weapon attack against the bugbear has
advantage.

Bugbear Bulwark
Medium humanoid (goblinoid), chaotic evil

Armor Class 15 (hide armor, shield)
Hit Points 45 (7d8 + 14)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 14 (+2) 8 (-1) 11 (+0) 9 (-1)

Saving Throws Str +5
Skills Stealth +5, Survival +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 2 (450 XP)

Brute. A melee weapon deals one extra die of its
damage when the bugbear hits with it (included in
attacks).

Heart of Hruggek. The bugbear has advantage on
saving throws against being charmed, frightened,
paralyzed, poisoned, stunned, or put to sleep.

Shield Charge. If the bugbear moves at least 20 feet
straight toward a creature and then hits it with a
spiked shield attack, that creature must succeed on
a DC 13 Strength saving throw or be knocked
prone.

Surprise Attack. If the bugbear surprises a creature
and hits it with an attack during the first round of
combat, the target takes an extra 7 (2d6) damage
from the attack.

Actions
Multiattack. The bugbear makes two melee attacks:
one with its morningstar and one with its shield.

Morningstar. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 12 (2d8 + 3) piercing damage.

Spiked Shield. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 10 (2d6 + 3) piercing
damage, and the target must succeed on a DC 13
Strength saving throw or be knocked prone.
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Bugbear Murderer
Bugbear murderers are gifted in stealth and sent ahead of the

army's main force to silence sentries, scouts, or even enemy

leaders, thus clearing the way for the rest of the force. They

throw javelins from hiding and use their garrotes to cut off

the sounds of screaming.

Bugbear Thug
Bugbear thugs are sent to the front lines, to absorb the heavy

blows of the enemy and to swing back even harder.

Bugbears in Hobgoblin Hosts
Hobgoblins may hire or bully bugbears into
working with them in a large host. If they do, they
often outfit their bugbear soldiers with greater
weapons and armor than what they have on their
own. Javelins may be metal-tipped rather than
stone-tipped, and they may wear chain shirts rather
than hide armor.
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Bugbear Murderer
Medium humanoid (goblinoid), chaotic evil

Armor Class 17 (studded leather)
Hit Points 78 (12d8 + 24)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 20 (+5) 15 (+2) 8 (-1) 11 (+0) 9 (-1)

Saving Throws Str +4, Dex +7
Skills Stealth +9, Survival +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 5 (1,800 XP)

Brute. A melee weapon deals one extra die of its
damage when the bugbear hits with it (included in
attacks).

Hard Throw. A thrown weapon deals one extra die
of its damage when the bugbear hits with it
(included in the attack).

Heart of Hruggek. The bugbear has advantage on
saving throws against being charmed, frightened,
paralyzed, poisoned, stunned, or put to sleep.

Sneak Attack (1/Turn). The bugbear deals an extra
21 (6d6) damage when it hits a target with a
weapon attack and has advantage on the attack roll,
or when the target is within 5 feet of an ally of the
bugbear that isn't incapacitated and the bugbear
doesn't have disadvantage on the attack roll.

Actions
Multiattack. The bugbear makes two attacks with its
javelins, or one attack with its garrote.

Javelin. Melee or Ranged Weapon Attack: +5 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 9
(2d6 + 2) piercing damage.

Garrote. Melee Weapon Attack: +8 to hit, reach 5
ft., one Medium or Small creature against which the
bugbear has advantage on the attack roll. Hit: 7
(1d4 + 5) bludgeoning damage, and the target is
grappled (escape DC 15). Until this grapple ends,
the target can't breathe, and the bugbear has
advantage on attack rolls against it.

Bugbear Thug
Medium humanoid (goblinoid), chaotic evil

Armor Class 16 (hide armor, shield)
Hit Points 39 (6d8 + 12)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 14 (+2) 14 (+2) 8 (-1) 11 (+0) 9 (-1)

Saving Throws Str +5
Skills Stealth +6, Survival +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 2 (450 XP)

Brute. A melee weapon deals one extra die of its
damage when the bugbear hits with it (included in
the attack).

Heart of Hruggek. The bugbear has advantage on
saving throws against being charmed, frightened,
paralyzed, poisoned, stunned, or put to sleep.

Surprise Attack. If the bugbear surprises a creature
and hits it with an attack during the first round of
combat, the target takes an extra 7 (2d6) damage
from the attack.

Wide Swings. The bugbear's reach increases by 5
feet.

Actions
Multiattack. The bugbear makes two melee attacks.

Morningstar. Melee Weapon Attack: +5 to hit, reach
10 ft., one target. Hit: 12 (2d8 + 3) piercing
damage.

Wild Swing. The bugbear swings its morningstar in a
10-foot cone. All creatures in that area must make a
DC 13 Dexterity saving throw or take 12 (2d8 + 3)
piercing damage and be knocked prone. The next
melee weapon attack against the bugbear has
advantage.
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Goblinoids: Goblins
Goblins fill many roles within larger hosts, as hunters, scouts,

skirmishers, beast or slave masters, and more. This section

helps to fill out the ranks of goblins within such hosts, but

each tribe is likely to have a number of specialized members

as well. After all, each tribe needs someone to look after the

wolf mounts, others to find food, still others to watch any

slaves or captives, etc.

Goblin Beast Master
Though nearly all goblin tribes have some affiliation with

wolves, rats, or worgs, only a few are large enough to warrant

the skill of a beast master. These goblins are talented with

beasts and have learned not only how to get the beasts to

trust them, but also how to control them, to an extent. Beast

masters allow the tribe to control larger beasts, such as

bears.

Goblin Booyahg
A goblin booyahg is a goblin sorcerer born with the ability to

use magic. Their magic is unpredictable as it is, but

combined with the fact that the goblin often doesn't know

how to fully control its power, sometimes a booyahg's magic

can be downright chaotic.

Goblin Chief
Occasionally, a goblin tribe may merge with another. In these

rare cases, a goblin chief will be selected (usually one of the

opposing tribe bosses). Goblin chiefs are stronger and

tougher than bosses of single tribes. In larger hosts, a goblin

chief might be appointed to oversee other goblin bosses

within the host's jurisdiction.
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Goblin Beast Master
Small humanoid (goblinoid), neutral evil

Armor Class 14 (hide armor)
Hit Points 22 (5d6 + 5)
Speed 30 ft.

STR DEX CON INT WIS CHA

9 (-1) 15 (+2) 13 (+1) 10 (+0) 8 (-1) 8 (-1)

Saving Throws Dex +4
Skills Animal Handling +3, Stealth +6
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 1 (200 XP)

Command Beast. As a bonus action, the goblin
chooses one beast allied with it, who must be
within 30 feet of the goblin and can see or hear it.
That beast can make one attack as a reaction.

Nimble Escape. The goblin can take the Disengage
or Hide action as a bonus action on each of its
turns.

Actions
Scimitar. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 5 (1d6 + 2) slashing damage.

Shortbow. Ranged Weapon Attack: +4 to hit, range
80/320 ft., one target. Hit: 5 (1d6 + 2) piercing
damage.

Charm Beast. The goblin chooses one beast within
30 feet of it and that can see or hear it. That beast
must succeed on a DC 13 Wisdom saving throw or
be charmed by the goblin. The effect ends if the
goblin or any of its allies attack the beast.

Whistle (1/Short Rest). The goblin whistles to
command its beast companions. Up to three beasts
within 30 feet of the goblin that can hear it can
make one attack as a reaction.

Reactions
Cry for Help. In response to being hit by a weapon
attack, the goblin whistles for help from one of its
beasts, who must be within 30 feet of the goblin
and can see or hear it. That beast can use its
reaction to move up to its speed and make one
attack against the triggering creature.

Sacrifice. In response to being hit by a weapon
attack, the goblin can force a beast that is charmed
by it and is within 5 feet of it to be hit instead.
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Goblin King
On very rare occasions, multiple tribes may combine into a

very large host of goblins. Such hosts rarely last long, as it is

nearly impossible to keep all the goblins in check, but for the

short stint of time that the host exists, a goblin king will rule

over all of the bosses of each tribe.
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Goblin Booyahg
Small humanoid (goblinoid), neutral evil

Armor Class 12 (15 with mage armor)
Hit Points 36 (8d6 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

8 (-1) 14 (+2) 12 (+1) 10 (+0) 8 (-1) 14 (+2)

Saving Throws Dex +4, Cha +3
Skills Arcana +1, Stealth +6
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 2 (450 XP)

Booyahg, Booyahg, Booyahg! Every time the goblin
casts a spell (including cantrips), a wild magic surge
occurs. Roll on the Wild Magic Surge table in the
Player's Handbook to determine the wild magic
effect.

Spellcasting. The goblin is a 3rd-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 12,
+4 to hit with spell attacks). The goblin has the
following sorcerer spells prepared:

Cantrips (at will): acid splash, firebolt, mage hand,  
    minor illusion 
1st Level (4 slots): burning hands, mage armor,      
    magic missile 
2nd Level (2 slots): darkness

Nimble Escape. The goblin can take the Disengage
or Hide action as a bonus action on each of its
turns.

Actions
Scimitar. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 5 (1d6 + 2) slashing damage.

Goblin Chief
Small humanoid (goblinoid), neutral evil

Armor Class 17 (studded leather, shield)
Hit Points 36 (8d6 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 16 (+3) 12 (+1) 10 (+0) 9 (-1) 11 (+0)

Saving Throws Dex +5
Skills Stealth +6
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 2 (450 XP)

Command. The goblin can use a bonus action to
command one of its allies within 30 feet of it that
can hear or see it. That ally can use its reaction to
make one weapon attack.

Nimble Escape. The goblin can take the Disengage
or Hide action as a bonus action on each of its
turns.

Tactics. As a bonus action on its turn, the goblin
can command one of its allies within 30 feet of it
that can see or hear it. That ally can use its reaction
to move up to half of its speed without provoking
opportunity attacks.

Actions
Multiattack. The goblin makes two attacks with its
scimitar.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing
damage.

Insulting Rally (1/Short Rest). The goblin shouts a
string of insults at its inferiors. Each ally of the
goblin within 30 feet of it and that can see or hear
it gains advantage on attack rolls and saving throws
until the start of the goblin's next turn.

Reactions
Redirect Attack. When a creature the goblin can see
targets it with an attack, the goblin chooses
another goblin within 5 feet of it. The two goblins
swap places, and the chosen goblin becomes the
target instead.
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Goblin Rider
These goblins are trained to ride wolves, worgs, or other

mounts into battle. They are used for hit-n-run attacks or

other guerrilla warfare, and as scouts and skirmishers.

Goblin Scout
Goblin scouts are set as sentries to guard lairs, or sent ahead

of hunting parties to find prey or potential threats. They are

far stealthier and more perceptive than the average goblin,

though they aren't any more effective in combat.

Goblin Skirmisher
Skirmishers are exceptionally talented goblin fighters who

wield two swords and are able to dart in and out of battle

quickly. They are particularly effective in ambush, hit-n-run,

or guerrilla tactics.

Goblin Slave Driver
Slave drivers are particularly cruel, relishing in their

opportunity to exercise any authority over those whom they

have been given jurisdiction. They use their whips eagerly,

happy to have any reason to inflict pain or assert dominion.

Goblin Trapper
Trappers are goblins experienced with hunting and setting up

traps. In smaller tribes, a goblin trapper will be used to set up

traps that protect the tribe's lair, while in larger tribes or even

hosts they might be used as a part of a stealthy scouting party

or infiltration team. They skills make them effective hunters

regardless of the tribe's size.

Particularly skilled goblin trappers might be able to craft

falling net or pit traps (see page 122 of the 5th Edition

Dungeon Master's Guide).
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Goblin King
Small humanoid (goblinoid), neutral evil

Armor Class 17 (chain shirt, shield)
Hit Points 55 (10d6 + 20)
Speed 30 ft.

STR DEX CON INT WIS CHA

12 (+1) 16 (+3) 14 (+2) 10 (+0) 9 (-1) 13 (+1)

Saving Throws Dex +5
Skills Stealth +5
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 3 (700 XP)

Command. The goblin can use a bonus action to
command one of its allies within 30 feet of it that
can hear or see it. That ally can use its reaction to
make one weapon attack with advantage.

Nimble Escape. The goblin can take the Disengage
or Hide action as a bonus action on each of its
turns.

Tactics. As a bonus action on its turn, the goblin
can command one of its allies within 30 feet of it
that can see or hear it. That ally can use its reaction
to move up to half of its speed without provoking
opportunity attacks.

Actions
Multiattack. The goblin makes three attacks with its
scimitar.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing
damage.

Leadership (1/Short Rest). For 1 minute, the goblin
can utter a special command or warning whenever
a non-hostile creature that it can see within 30 feet
of it makes an attack roll or a saving throw. The
creature can add a d4 to its roll provided it can hear
and understand the goblin. A creature can benefit
from only one Leadership die at a time. This effect
ends if the goblin is incapacitated.

Reactions
Redirect Attack. When a creature the goblin can see
targets it with an attack, the goblin chooses
another goblin within 5 feet of it. The two goblins
swap places, and the chosen goblin becomes the
target instead.
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Goblin Rider
Small humanoid (goblinoid), neutral evil

Armor Class 15 (leather armor, shield)
Hit Points 10 (3d6)
Speed 30 ft.

STR DEX CON INT WIS CHA

8 (-1) 15 (+2) 10 (+0) 10 (+0) 8 (-1) 8 (-1)

Saving Throws Dex +4
Skills Stealth +6
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 1/2 (100 XP)

Nimble Escape. The goblin can take the Disengage
or Hide action as a bonus action on each of its
turns.

Ride-by Attack. While it is mounted, the goblin and
its mount don't provoke opportunity attacks by
moving out of a creature's reach.

War Rider. While it is mounted, the goblin can use a
bonus action to direct its mount to make one
melee weapon attack.

Actions
Scimitar. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 5 (1d6 + 2) slashing damage.

Shortbow. Ranged Weapon Attack: +4 to hit, range
80/320 ft., one target. Hit: 5 (1d6 + 2) piercing
damage.

Goblin Scout
Small humanoid (goblinoid), neutral evil

Armor Class 14 (leather armor)
Hit Points 10 (3d6)
Speed 30 ft.

STR DEX CON INT WIS CHA

9 (-1) 16 (+3) 11 (+0) 10 (+0) 10 (+0) 8 (-1)

Saving Throws Dex +5
Skills Nature +2, Perception +4, Stealth +7
Senses darkvision 60 ft., passive Perception 14
Languages Common, Goblin
Challenge 1/4 (50 XP)

Nimble Escape. The goblin can take the Disengage
or Hide action as a bonus action on each of its
turns.

Actions
Scimitar. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing
damage.

Goblin Skirmisher
Small humanoid (goblinoid), neutral evil

Armor Class 15 (studded leather armor)
Hit Points 18 (4d6 + 4)
Speed 40 ft.

STR DEX CON INT WIS CHA

9 (-1) 16 (+3) 12 (+1) 10 (+0) 11 (+0) 8 (-1)

Saving Throws Dex +5
Skills Nature +2, Perception +4, Stealth +7
Senses darkvision 60 ft., passive Perception 14
Languages Common, Goblin
Challenge 1 (200 XP)

Nimble Escape. The goblin can take the Disengage or
Hide action as a bonus action on each of its turns.

Actions
Multiattack. The goblin makes two attacks with its
scimitars or one attack with its shortbow.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6 + 3) slashing damage.

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing
damage.

Reactions
Skirmisher. In response to an enemy ending its turn
within 5 feet of the goblin, the goblin can move up to
half of its speed without provoking opportunity
attacks.
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Goblin Slave Driver
Small humanoid (goblinoid), neutral evil

Armor Class 14 (hide armor)
Hit Points 22 (5d6 + 5)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 12 (+1) 10 (+0) 9 (-1) 11 (+0)

Saving Throws Dex +4
Skills Intimidation +2, Stealth +6
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 1/2 (100 XP)

Cruel Whip. The goblin's whip attacks deal an extra 1d4
damage whenever the goblin hits with it (included in
attack).

Frightening Whip. Whenever the goblin scores a critical
hit with its whip, each creature hostile to the goblin
within 30 feet of it and that can see or hear it must
succeed on a DC 12 Wisdom saving throw or be
frightened of the goblin until the end of its next turn.

Nimble Escape. The goblin can take the Disengage or
Hide action as a bonus action on each of its turns.

Actions
Shortbow. Ranged Weapon Attack: +4 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing
damage.

Whip. Melee Weapon Attack: +4 to hit, reach 10 ft.,
one target. Hit: 7 (2d4 + 2) slashing damage.

Reactions
Reactive Whip. When a creatures moves into the
goblin's reach, the goblin can make one attack with its
whip against the triggering creature.

Goblin Trapper
Small humanoid (goblinoid), neutral evil

Armor Class 14 (leather armor)
Hit Points 10 (3d6)
Speed 30 ft.

STR DEX CON INT WIS CHA

9 (-1) 16 (+3) 11 (+0) 10 (+0) 10 (+0) 8 (-1)

Saving Throws Dex +5
Skills Nature +2, Perception +4, Stealth +7
Senses darkvision 60 ft., passive Perception 14
Languages Common, Goblin
Challenge 1/4 (50 XP)

Nimble Escape. The goblin can take the Disengage or
Hide action as a bonus action on each of its turns.

Master Trapper. The goblin has 3 hunting traps.
Whenever it sets a hunting trap, it can use a bonus
action to camouflage the trap. If it does so, the trap
requires a DC 13 Wisdom (Perception) check to
detect.

Actions
Lasso. Ranged Weapon Attack: +5 to hit, range 10/20
ft., one target that is Large or smaller. Hit: the target is
restrained. A creature can use its action to make a DC
10 Strength check, freeing itself or another creature
within its reach on a success. Dealing 5 slashing
damage to the lasso (AC 10) also frees the creature
without harming it, ending the effect and destroying
the lasso.

Net. Ranged Weapon Attack: +5 to hit, range 5/15 ft.,
one target that is Large or smaller. Hit: the target is
restrained. A creature can use its action to make a DC
10 Strength check, freeing itself or another creature
within its reach on a success. Dealing 5 slashing
damage to the net (AC 10) also frees the creature
without harming it, ending the effect and destroying
the net.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6 + 3) slashing damage.

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing
damage.

Set Hunting Trap. The goblin sets a hunting trap. A
hunting trap forms a saw-toothed steel ring that snaps
shut when a creature steps on a pressure plate in the
center. The trap is affixed by a heavy chain to an
immobile object, such as a tree or a spike driven into
the ground. A creature that steps on the plate must
succeed on a DC 13 Dexterity saving throw or take
1d4 piercing damage and stop moving. Thereafter,
until the creature breaks free of the trap, its movement
is limited by the length of the chain (typically 3 feet
long). A creature can use its action to make a DC 13
Strength check, freeing itself or another creature within
its reach on a success. Each failed check deals 1
piercing damage to the trapped creature.

Spread Caltrops. The goblin has 2 bags of caltrops. As
an action, the goblin can spread a single bag of caltrops
to cover a 5-foot-square area. Any creature that enters
the area must succeed on a DC 15 Dexterity saving
throw or stop moving and take 1 piercing damage.
Until the creature regains at least 1 hit point, its
walking speed is reduced by 10 feet. A creature
moving through the area at half speed doesn't need to
make the saving throw.
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Goblinoids: Hobgoblins
Within any host of goblinoids, hobgoblins form the backbone.

They structure the armies, enforce law within the camps,

ensure all forces are appropriately armed, and act as leaders

in all aspects. These stat blocks help fill out the ranks of

hobgoblin armies, both great and small. For more information

on the specifics of hobgoblin hosts and their armies, refer to

Volo's Guide to Monsters and the Monster Manual.

Hobgoblin Bannerman
A bannerman is a hobgoblin charged with carrying the flag of

the host. The sight of the bannerman and the flag it carries

helps instill tenacity and vigor in the troops that it

accompanies. Leaders are nearly always accompanied by a

bannerman, and the fall of a bannerman can seriously

demoralize the troops.

Hobgoblin Commander
Hobgoblin commanders fill the leadership role between

captain and general, when hosts are large enough to call for

another position. Their presence spurs troops on to victory,

and their martial prowess makes them a serious threat.

Hobgoblin Fatal Axe
A fatal axe is a hobgoblin just below the rank of captain. They

answer to the captains above them, and often lead their own

platoons of soldiers into battle.

Hobgoblin Fist
A hobgoblin fist is the rank just above that of an ordinary

soldier. Though usually treated by those of higher rank like

any other soldier, they are usually given command of a small

squad.

Hobgoblin General
Hobgoblin generals are the rank just below warlord, and they

know it. Each general acts and leads in a way that it believes

will get it promoted. However, they very rarely work to

dethrone their warlord through any clandestine activity,

instead attempting to gain promotion through honor and

deed.

Hobgoblin Lookout
Lookouts are hobgoblins with a knack for perception. They

are assigned to keep watch in lairs and camps, or to act as

scouts. A lookout is usually a spear in terms of rank.

Hobgoblin Phalanx
Many hobgoblin soldiers are taught to utilize the phalanx

formation, in which each member holds a tower shield and

uses it to protect allies as much as itself. Well-trained ranks of

phalanx hobgoblins with a strong will can be a very difficult

enemy to break.

Hobgoblin phalanxes are extremely effective with a line of

hobgoblin soldiers behind the phalanx, armed with pikes or

polearms to reach through the shield wall.

Hobgoblin Sentry
Hobgoblin lookouts that perform their duty well might be

promoted to the position of sentry, which in terms of rank is

synonomous with that of a fatal axe. Sentries are excellent

scouts and rangers, adept at collecting reconnaissance,

performing interrogations, and executing assassinations and

ambushes. They most often lead these excursions, with

lookouts and fists serving underneath them.

Hobgoblin Spear
A hobgoblin spear is the rank between fatal axe and fist. They

are capable soldiers and have proven they are capable of

leading, though greater responsibility has yet to find them.
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Hobgoblin Bannerman
Medium humanoid (goblinoid), lawful evil

Armor Class 16 (chain mail)
Hit Points 37 (5d8 + 15)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 12 (+1) 16 (+3) 10 (+0) 10 (+0) 15 (+2)

Saving Throws Str +4, Cha +4
Skills Athletics +4, Intimidation +4, Perception +2
Senses darkvision 60 ft., passive Perception 12
Languages Common, Goblin
Challenge 2 (450 XP)

Flag Bearer. Each creature of the bannerman's
choice within 30 feet of it that can see or hear it
gains a +3 bonus to initiative rolls, and a +1 bonus
to attack and damage rolls. Creatures can only gain
this benefit from one bannerman at a time.

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits
with a weapon attack if that creature is within 5
feet of an ally of the hobgoblin that isn't
incapacitated.

Actions
Arming Sword. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 6 (1d8 + 2) slashing
damage.

Inspiring Word (3/Day). The bannerman can use a
bonus action to choose another creature that is
within 30 feet of the bannerman and that can see
or hear it. That creature regains 11 (2d10) hit
points.

CHAPTER 5 | HOBGOBLINS



170

Hobgoblin Commander
Medium humanoid (goblinoid), lawful evil

Armor Class 18 (plate)
Hit Points 90 (12d8 + 36)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 14 (+2) 16 (+3) 12 (+1) 10 (+0) 14 (+2)

Saving Throws Str +6, Cha +5
Skills Athletics +5, Perception +3, Survival +3
Senses darkvision 60 ft., passive Perception 13
Languages Common, Goblin
Challenge 5 (1,800 XP)

Challenge (1/Short Rest). As a bonus action, the
hobgoblin can choose one hostile creature within 60
feet of it. If the target can see or hear the hobgoblin, it
must make a DC 13 Wisdom saving throw. On a failed
save, then for the next minute, the target has
disadvantage on attack rolls against creatures other
than the hobgoblin, and can only use its movement to
get closer to the hobgoblin. An affected creature can
attempt the saving throw again at the end of each of its
turns, ending the effect on itself on a success. The
effect ends early if the hobgoblin is incapacitated, or if
a creature other than the hobgoblin attacks the target.

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 10 (3d6) damage to a creature it hits with
a weapon attack if that creature is within 5 feet of an
ally of the hobgoblin that isn't incapacitated.

Spirit of the Corps. The hobgoblin gains a bonus to all
saving throws equal to the number of friendly creatures
that are within 5 feet of it, to a maximum of +3.

Uphold the Legion. When the hobgoblin is reduced to 0
hit points, it can immediately make one weapon attack
before falling unconscious. If its attack reduces another
creature to 0 hit points, the hobgoblin regains 1 hit
point.

Actions
Multiattack. The hobgoblin makes two greatsword
attacks or two javelin attacks, and uses its Command
Ally.

Greatsword. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 10 (2d6 + 3) slashing damage.

Javelin. Melee or Ranged Weapon Attack: +6 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 6 (1d6
+ 3) piercing damage.

Command Ally. The hobgoblin targets one ally it can see
within 30 feet of it. If the target can see and hear the
commander, the target can use its reaction to make
one weapon attack with advantage.

Leadership (1/Short Rest). For 1 minute, the hobgoblin
can utter a special command or warning whenever a
nonhostile creature that it can see within 30 feet of it
makes an attack roll or a saving throw. The creature can
add a d4 to its roll provided it can hear and understand
the hobgoblin. A creature can benefit from only one
Leadership die at a time. This effect ends if the
hobgoblin is incapacitated.

Reactions
Parry. The hobgoblin adds 3 to its AC against one
melee attack that would hit it. To do so, the hobgoblin
must see the attacker and be wielding a melee weapon.
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Hobgoblin Fatal Axe
Medium humanoid (goblinoid), lawful evil

Armor Class 18 (chain mail, shield)
Hit Points 32 (5d8 + 10)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 14 (+2) 14 (+2) 10 (+0) 10 (+0) 11 (+0)

Saving Throws Str +4, Dex +4
Skills Athletics +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 1 (200 XP)

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits
with a weapon attack if that creature is within 5
feet of an ally of the hobgoblin that isn't
incapacitated.

Spirit of the Corps. The hobgoblin gains a bonus to
all saving throws equal to the number of friendly
creatures that are within 5 feet of it, to a maximum
of +3.

Actions
Multiattack. The hobgoblin makes two attacks with
its bastard sword, or two attacks with its longbow.

Bastard Sword. Melee Weapon Attack: +4 to hit,
reach 5 ft., one target. Hit: 6 (1d8 + 2) slashing
damage or 7 (1d10 + 2) slashing damage if used
with two hands.

Longbow. Ranged Weapon Attack: +4 to hit, range
150/600 ft., one target. Hit: 6 (1d8 + 2) piercing
damage.

Hobgoblin Fist
Medium humanoid (goblinoid), lawful evil

Armor Class 18 (chain mail, shield)
Hit Points 16 (3d8 + 3)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 13 (+1) 13 (+1) 10 (+0) 10 (+0) 9 (-1)

Saving Throws Str +4, Dex +3
Skills Athletics +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 1/2 (100 XP)

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits
with a weapon attack if that creature is within 5
feet of an ally of the hobgoblin that isn't
incapacitated.

Actions
Bastard Sword. Melee Weapon Attack: +4 to hit,
reach 5 ft., one target. Hit: 6 (1d8 + 2) slashing
damage or 7 (1d10 + 2) slashing damage if used
with two hands.

Longbow. Ranged Weapon Attack: +3 to hit, range
150/600 ft., one target. Hit: 5 (1d8 + 1) piercing
damage.
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Hobgoblin General
Medium humanoid (goblinoid), lawful evil

Armor Class 20 (plate, shield)
Hit Points 120 (16d8 + 48)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 14 (+2) 17 (+3) 14 (+2) 10 (+0) 16 (+3)

Saving Throws Str +6, Cha +6
Skills Athletics +6, Perception +3, Survival +3
Senses darkvision 60 ft., passive Perception 13
Languages Common, Goblin
Challenge 7 (2,900 XP)

Challenge (1/Short Rest). As a bonus action, the
hobgoblin can choose one hostile creature within 60
feet of it. If the target can see or hear the hobgoblin, it
must make a DC 14 Wisdom saving throw. On a failed
save, then for the next minute, the target has
disadvantage on attack rolls against creatures other
than the hobgoblin, and can only use its movement to
get closer to the hobgoblin. An affected creature can
attempt the saving throw again at the end of each of its
turns, ending the effect on itself on a success. The
effect ends early if the hobgoblin is incapacitated, or if
a creature other than the hobgoblin attacks the target.

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 14 (4d6) damage to a creature it hits with
a weapon attack if that creature is within 5 feet of an
ally of the hobgoblin that isn't incapacitated.

Spirit of the Corps. The hobgoblin gains a bonus to all
saving throws equal to the number of friendly creatures
that are within 5 feet of it, to a maximum of +3.

Uphold the Legion. When the hobgoblin is reduced to 0
hit points, it can immediately make one weapon attack
before falling unconscious. If its attack reduces another

creature to 0 hit points, the hobgoblin regains 1 hit
point.

Actions
Multiattack. The hobgoblin makes three melee attacks
or two attacks with its javelins, and uses its Command
Ally.

Bastard Sword. Melee Weapon Attack: +9 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) slashing damage, or 8
(1d10 + 3) slashing damage if used with two hands.

Javelin. Melee or Ranged Weapon Attack: +9 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 6 (1d6
+ 3) piercing damage.

Shield Bash. Melee Weapon Attack: +9 to hit, reach 5
ft., one creature. Hit: 5 (1d4 + 3) bludgeoning damage.
If the target is Large or smaller, it must succeed on a
DC 14 Strength saving throw or be knocked prone.

Command Ally. The hobgoblin chooses one ally it can
see within 30 feet of it. If the target can see and hear
the commander, the target can make one weapon
attack as a reaction and gains advantage on the attack
roll.

Leadership (1/Short Rest). For 1 minute, the hobgoblin
can utter a special command or warning whenever a
nonhostile creature that it can see within 30 feet of it
makes an attack roll or a saving throw. The creature can
add a d4 to its roll provided it can hear and understand
the hobgoblin. A creature can benefit from only one
Leadership die at a time. This effect ends if the
hobgoblin is incapacitated.

Reactions
Parry-Riposte. The hobgoblin adds 3 to its AC against
one melee attack that would hit it. To do so, the
hobgoblin must see the attacker and be wielding a
melee weapon. If the attack then misses, the hobgoblin
can make one melee weapon attack against the
triggering creature as a part of the same reaction.

Hobgoblin Lookout
Medium humanoid (goblinoid), lawful evil

Armor Class 16 (breastplate)
Hit Points 26 (4d8 + 8)
Speed 35 ft.

STR DEX CON INT WIS CHA

14 (+2) 15 (+2) 14 (+2) 10 (+0) 12 (+1) 9 (-1)

Saving Throws Str +4, Dex +4
Skills Acrobatics +4, Insight +5, Perception +5,  

Stealth +4
Senses darkvision 60 ft., passive Perception 15
Languages Common, Goblin
Challenge 1 (200 XP)

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits with a
weapon attack if that creature is within 5 feet of an ally
of the hobgoblin that isn't incapacitated.

Silent Shot. Making a ranged weapon attack doesn't
reveal the hobgoblin's position, regardless of whether
it hit or missed.

Vanish. The hobgoblin can take the Hide action as a
bonus action.

Actions
Bastard Sword. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 6 (1d8 + 2) slashing damage or 7
(1d10 + 2) slashing damage if used with two hands.

Longbow. Ranged Weapon Attack: +4 to hit, range
150/600 ft., one target. Hit: 6 (1d8 + 2) piercing
damage.
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Hobgoblin Phalanx
Medium humanoid (goblinoid), lawful evil

Armor Class 19 (chain mail and tower shield)
Hit Points 26 (4d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 12 (+1) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +4, Con +4
Skills Athletics +4, Perception +2
Senses passive Perception 12
Languages Common, Goblin
Challenge 1/2 (100 XP)

Heavy Shield. While the phalanx soldier is holding its
tower shield, it suffers a -2 penalty to all attack rolls it
makes (included in attacks).

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits with a
weapon attack if that creature is within 5 feet of an ally
of the hobgoblin that isn't incapacitated.

Phalanx Formation. If the phalanx soldier is within 5 feet
of another hobgoblin phalanx, it gains a +1 bonus to
Armor Class, and to Strength and Dexterity saving
throws for each hobgoblin phalanx within 5 feet of it
(to a maximum of +5).

Actions
Spear. Melee or Ranged Weapon Attack: +2 to hit,
reach 5 ft. or range 20/60, one target. Hit: 5 (1d6 + 2)
piercing damage.

Total Shielding. The hobgoblin gains total cover behind
its tower shield. This does not provide cover against
spells that require a Strength, Wisdom, Intelligence, or
Charisma saving throw.

Reactions
Phalanx Brace. If a creature moves at least 20 feet
straight toward the hobgoblin and then attacks it or a
creature within 5 feet of it, the hobgoblin can impose
disadvantage on the attack roll. If the hobgoblin took
the Total Shielding action on its last turn, the attack
instead automatically misses.

Hobgoblin Sentry
Medium humanoid (goblinoid), lawful evil

Armor Class 16 (breastplate)
Hit Points 52 (8d8 + 16)
Speed 40 ft.

STR DEX CON INT WIS CHA

14 (+2) 16 (+3) 15 (+2) 10 (+0) 14 (+2) 9 (-1)

Saving Throws Str +4, Dex +5
Skills Acrobatics +5, Insight +6, Perception +6,  

Stealth +7
Senses darkvision 60 ft., passive Perception 16
Languages Common, Goblin
Challenge 2 (450 XP)

Careful Aim (3/Short Rest). As a bonus action, the
hobgoblin can aim carefully. The next ranged weapon
attack it makes before the end of the current turn deals
an extra 7 (2d6) damage.

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits with a
weapon attack if that creature is within 5 feet of an ally
of the hobgoblin that isn't incapacitated.

Silent Killer. If the hobgoblin is hidden and it hits
another creature with a ranged weapon attack, the
attack deals an extra 3 (1d6) damage. In addition,
making a ranged weapon attack doesn't reveal the
hobgoblin's position, regardless of whether it hit or
missed.

Vanish. The hobgoblin can take the Hide action as a
bonus action.

Actions
Multiattack. The hobgoblin makes two attacks with its
bastard sword or two attacks with its longbow.

Bastard Sword. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 6 (1d8 + 2) slashing damage or 7
(1d10 + 2) slashing damage if used with two hands.

Longbow. Ranged Weapon Attack: +5 to hit, range
150/600 ft., one target. Hit: 7 (1d8 + 3) piercing
damage.
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Hobgoblin Spear
Medium humanoid (goblinoid), lawful evil

Armor Class 18 (chain mail, shield)
Hit Points 26 (4d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 14 (+2) 14 (+2) 10 (+0) 10 (+0) 9 (-1)

Saving Throws Str +4, Dex +4
Skills Athletics +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 1 (200 XP)

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits
with a weapon attack if that creature is within 5
feet of an ally of the hobgoblin that isn't
incapacitated.

Spirit of the Corps. The hobgoblin gains a bonus to
all saving throws equal to the number of friendly
creatures that are within 5 feet of it, to a maximum
of +3.

Actions
Bastard Sword. Melee Weapon Attack: +4 to hit,
reach 5 ft., one target. Hit: 6 (1d8 + 2) slashing
damage or 7 (1d10 + 2) slashing damage if used
with two hands.

Longbow. Ranged Weapon Attack: +4 to hit, range
150/600 ft., one target. Hit: 6 (1d8 + 2) piercing
damage.
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Hobgoblin Warmonger
Hobgoblin warmongers only stand at the head of very large

armies and hosts. The presence of a warmonger is indicative

of Maglubiyet's will, as they are the god's ruthless and

warfaring nature incarnate. It is likely that cities or even

 

kingdoms will fall before the warmonger is done. They are

able to rally legions together in the absence of a host, putting

aside their grudges and differences to bring war on a massive

scale.
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Hobgoblin Warmonger
Medium humanoid (goblinoid), lawful evil

Armor Class 20 (plate, shield)
Hit Points 170 (20d8 + 80)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 18 (+4) 14 (+2) 10 (+0) 18 (+4)

Saving Throws Str +8, Cha +8
Skills Athletics +8, Perception +4, Survival +4
Senses darkvision 60 ft., passive Perception 14
Languages Common, Goblin
Challenge 10 (5,900 XP)

Challenge (1/Short Rest). As a bonus action, the
hobgoblin can choose one hostile creature within 60
feet of it. If the target can see or hear the hobgoblin, it
must make a DC 16 Wisdom saving throw. On a failed
save, then for the next minute, the target has
disadvantage on attack rolls against creatures other
than the hobgoblin, and can only use its movement to
get closer to the hobgoblin. An affected creature can
attempt the saving throw again at the end of each of its
turns, ending the effect on itself on a success. The
effect ends early if the hobgoblin is incapacitated, or if
a creature other than the hobgoblin attacks the target.

Martial Advantage. Once per turn, the hobgoblin can
deal an extra 14 (4d6) damage to a creature it hits with
a weapon attack if that creature is within 5 feet of an
ally of the hobgoblin that isn't incapacitated.

Reign of Tyranny. Whenever the hobgoblin reduces a
creature to 0 hit points, it roars triumphantly. The
hobgoblin gains 10 temporary hit points, and each
creature friendly to it within 30 feet of it gain 5
temporary hit points, provided they can hear or see the
hobgoblin. Simultaneously, each creature hostile to the
hobgoblin that is within 30 feet of it and can see or
hear it must succeed on a DC 16 Wisdom saving throw
or be frightened of the hobgoblin until the end of its
next turn.

Spirit of the Corps. The hobgoblin gains a bonus to all
saving throws equal to the number of friendly creatures
that are within 5 feet of it, to a maximum of +3.

Uphold the Legion. When the hobgoblin is reduced to 0
hit points, it can immediately make one weapon attack
before falling unconscious. If its attack reduces another
creature to 0 hit points, the hobgoblin regains 1 hit
point.

 
 

Actions
Multiattack. The hobgoblin makes two melee attacks or
two attacks with its javelins, and uses its Command
Ally.

Bastard Sword. Melee Weapon Attack: +12 to hit, reach
5 ft., one target. Hit: 8 (1d8 + 4) slashing damage, or 9
(1d10 + 4) slashing damage if used with two hands.

Javelin. Melee or Ranged Weapon Attack: +10 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 7 (1d6
+ 4) piercing damage.

Shield Bash. Melee Weapon Attack: +12 to hit, reach 5
ft., one creature. Hit: 6 (1d4 + 4) bludgeoning damage.
If the target is Large or smaller, it must succeed on a
DC 14 Strength saving throw or be knocked prone.

Command Ally. The hobgoblin chooses one ally it can
see within 30 feet of it. If the target can see and hear
the commander, the target can make one weapon
attack as a reaction and gains advantage on the attack
roll.

Leadership (1/Short Rest). For 1 minute, the hobgoblin
can utter a special command or warning whenever a
nonhostile creature that it can see within 30 feet of it
makes an attack roll or a saving throw. The creature can
add a d4 to its roll provided it can hear and understand
the hobgoblin. A creature can benefit from only one
Leadership die at a time. This effect ends if the
hobgoblin is incapacitated.

Roar of Maglubiyet (Recharge 5-6). Each goblinoid
friendly to the hobgoblin that can see or hear it gains
advantage on attack rolls until the start of the
hobgoblin's next turn. The hobgoblin can then make
one melee attack as a reaction.

Reactions
Parry-Riposte. The hobgoblin adds 4 to its AC against
one melee attack that would hit it. To do so, the
hobgoblin must see the attacker and be wielding a
melee weapon. If the attack then misses, the hobgoblin
can make one melee weapon attack against the
triggering creature as a part of the same reaction.

Legendary Actions
The hobgoblin can take 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature's turn. The hobgoblin regains spent
legendary actions at the start of its turn

Weapon Attack. The hobgoblin makes a weapon attack. 
Command Ally (Costs 2 Actions). The hobgoblin uses its 
   Command Ally. 

Roar of Maglubiyet (Costs 3 Actions). The hobgoblin 
   recharges and uses its Roar of Maglubiyet.
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Orcs
This section includes stat blocks that expand the options

available to a horde of orcs. For more information on orcs

and their nature, refer to Volo's Guide to Monsters and the

Monster Manual.

Orc Berserker
When the orc horde needs to break an enemy line, increase

enemy casualties, or just sow chaos, they send in the

berserkers. These warriors fight with brutal rage and

efficiency, smashing down enemies and propogating fear

throughout their ranks.

Orc Barbarian
Leading groups of berserkers is one or two orc barbarians.

They shrug off attacks through sheer rage and determination,

and retaliate with powerful strikes of their own. Few can

stand before the onslaught.
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Orc Berserker
Medium humanoid (orc), chaotic evil

Armor Class 13 (hide armor)
Hit Points 22 (3d8 + 9)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 12 (+1) 16 (+3) 7 (-2) 11 (+0) 10 (+0)

Saving Throws Str +5, Con +5
Skills Intimidation +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 1 (200 XP)

Aggressive. As a bonus action, the orc can move up
to its speed toward a hostile creature that it can
see.

Reckless. At the start of its turn, the orc can gain
advantage on all melee weapon attack rolls during
that turn, but attack rolls against it have advantage
until the start of its next turn.

Actions
Multiattack. The orc makes two attacks with its
greataxe.

Greataxe. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 9 (1d12 + 3) slashing damage.

Javelin. Melee or Ranged Weapon Attack: +5 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 6
(1d6 + 3) piercing damage.

Orc Barbarian
Medium humanoid (orc), chaotic evil

Armor Class 16 (unarmored defense)
Hit Points 85 (10d8 + 40)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 18 (+4) 7 (-2) 11 (+0) 10 (+0)

Saving Throws Str +6, Con +6
Skills Intimidation +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 5 (1,800 XP)

Aggressive. As a bonus action, the orc can move up
to its speed toward a hostile creature that it can
see.

Rage (3/Day). The orc can use a bonus action to
enter a rage. While raging, the orc gains the
following benefits if it isn't wearing heavy armor: it
has advantage on Strength checks and Strength
saving throws; when it makes a melee weapon
attack using Strength, it gains a +2 bonus to the
damage roll; it has resistance to bludgeoning,
piercing, and slashing damage; it can use a bonus
action to make a melee weapon attack; it is
immune to being charmed or frightened. The orc's
rage lasts for one minute, or until the orc is
incapacitated or ends the effect as a bonus action.

Reckless. At the start of its turn, the orc can gain
advantage on all melee weapon attack rolls during
that turn, but attack rolls against it have advantage
until the start of its next turn.

Relentless (1/Short Rest). If the orc takes damage
that would reduce it to 0 hit points, it is reduced to
1 hit point instead, unless the damage was from a
critical hit.

Unarmored Defense. When the orc is not wearing
armor, its Armor Class is equal to 10 + its Dexterity
modifier + its Constitution modifier.

Actions
Multiattack. The orc makes two attacks with its
greataxe.

Greataxe. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 9 (1d12 + 3) slashing damage.

Javelin. Melee or Ranged Weapon Attack: +6 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 6
(1d6 + 3) piercing damage.

Reactions
Retaliation. When it is hit by a melee weapon attack,
the orc can make a melee weapon attack against
the triggering creature.
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Orc Flagbearer
An orc flagbearer is an orc charged with carrying the banner

of the horde. Its presence incites troops with battle fury, and

they often accompany orc leaders into battle.
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Orc Flagbearer
Medium humanoid (orc), chaotic evil

Armor Class 13 (hide armor)
Hit Points 30 (4d8 + 12)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 12 (+1) 17 (+3) 7 (-2) 11 (+0) 17 (+3)

Saving Throws Str +5, Con +5
Skills Intimidation +5
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 1 (200 XP)

Aggressive. As a bonus action, the orc can move up
to its speed toward a hostile creature that it can
see.

Fight for the Flag. Each creature of the orc's choice
within 30 feet of it and that can see it gains a +1
bonus on attack and damage rolls. A creature can
only gain this benefit from one flagbearer at a time.

Into the Fray. The orc and each creature of its
choice within 30 feet of it and that can see it gains
advantage on initiative rolls.

Actions
Multiattack. The orc makes two attacks with its
scimitar.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Bolster the Troops (1/Long Rest). For 1 minute, each
creature within 30 feet of the orc that can see or
hear it can add 1d4 to each attack roll or saving
throw it makes. A creature can benefit from only
one of these die at a time. This effect ends if the
orc is incapacitated.

Orc Fury of Gruumsh
Medium humanoid (orc), chaotic evil

Armor Class 16 (chain mail)
Hit Points 85 (10d8 + 40)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 18 (+4) 9 (-1) 11 (+0) 10 (+0)

Saving Throws Str +6, Con +6
Skills Intimidation +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 4 (1,100 XP)

Aggressive. As a bonus action, the orc can move up
to its speed toward a hostile creature that it can
see.

Gruumsh's Fury. The orc deals an extra 4 (1d8)
damage when it hits with a weapon attack (included
in the attacks).

Reckless. At the start of its turn, the orc can gain
advantage on all melee weapon attack rolls during
that turn, but attack rolls against it have advantage
until the start of its next turn.

Relentless (1/Short Rest). If the orc takes damage
that would reduce it to 0 hit points, it is reduced to
1 hit point instead, unless the damage was from a
critical hit.

Actions
Multiattack. The orc makes two attacks with its
greataxe.

Greataxe. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 14 (1d12 + 4 plus 1d8) slashing
damage.

Javelin. Melee or Ranged Weapon Attack: +6 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 11
(1d6 + 4 plus 1d8) piercing damage.

Enraged Roar (1/Short Rest). The orc roars with the
fury of Gruumsh. Each creature of the orc's choice
within 30 feet of it and that can see or hear it must
succeed on a DC 13 Wisdom Saving throw or be
frightened for one minute. An affected creature can
attempt the save again at the end of each of its
turns, ending the effect on itself on a success.
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Orc Legionnaire
Medium humanoid (orc), chaotic evil

Armor Class 17 (splint)
Hit Points 102 (12d8 + 48)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 19 (+4) 7 (-2) 11 (+0) 17 (+3)

Saving Throws Str +7, Con +7, Wis +3
Skills Intimidation +6
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 5 (1,800 XP)

Aggressive. As a bonus action, the orc can move up to
its speed toward a hostile creature that it can see.

Furious Leadership. The orc and up to three creatures of
its choice within 30 feet of it that can see or hear it
gain a bonus to initiative rolls equal to the orc's
Charisma modifier (+3).

Gruumsh's Fury. The orc deals an extra 4 (1d8) damage
when it hits with a weapon attack (included in the
attacks).

Mutual Hatred. The orc gains a +2 bonus on attack and
damage rolls against elves, and against creatures with
the favored enemy class feature or similar ability who
have chosen orcs as their favored enemy.

Relentless (1/Short Rest). If the orc takes damage that
would reduce it to 0 hit points, it is reduced to 1 hit
point instead, unless the damage was from a critical hit.

Actions
Multiattack. The orc makes two attacks and uses its
Battle Command.

Greataxe. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 14 (1d12 + 4 plus 1d8) slashing
damage.

Javelin. Melee or Ranged Weapon Attack: +7 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 11 (1d6
+ 4 plus 1d8) piercing damage.

Battle Command. The orc chooses one of its allies
within 30 feet of it and that can see or hear it. That ally
can use its reaction to make one weapon attack. If no
creatures are within 5 feet of it, the ally can move up to
half of its speed without provoking opportunity attacks
before making the attack.

Battle Cry (1/Short Rest). Each creature of the orc's
choice that is within 30 feet of it, can hear it, and not
already affected by Battle Cry gains advantage on attack
rolls until the start of the orc's next turn. The orc can
then make one attack as a bonus action.

Rally (1/Long Rest). Each creature of the orc's choice
that is within 30 feet of it, can hear it, and has at least
1 hit point regains 11 (2d10) hit points. The orc can
then use its Battle Command as a bonus action.
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Orc Fury of Gruumsh
Veterans who have seen battle countless times are said to be

blessed by Gruumsh with great power on the battlefield.

These are the Fury of Gruumsh. They attack with great

power and ferocity, and the presence of a Fury of Gruumsh

can force opposing forces to flee in fear.

Orc Legionnaire
When very large hosts gather, an orc legionnaire might rise

above even the other war chiefs, keeping them in line with

the goals of the greater horde and ensuring the horde stays

together, rather than breaking apart into several squabbling

tribes. They lead ferociously, carving a path through enemy

forces with their martial prowess and leadership skill.

Orc Raider
Raiders are the orc's main force of cavalry, charging into the

fray atop aurochs, giant boars, or other large and powerful

beasts. Each is trained in throwing axes as well, so as to

harry the enemy line with thrown weapons before breaking it

with a ferocious charge.

Raiders are most effective in hit-n-run tactics or ambushes,

or, as their name would suggest, during raids.

Orc Veteran
Orc veterans have been through enough battles to know how

to live through them time and again. They are masters of the

greataxe and often lead squads of orcs into battle.
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Orc Raider
Medium humanoid (orc), chaotic evil

Armor Class 13 (hide armor)
Hit Points 22 (3d8 + 9)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 12 (+1) 16 (+3) 7 (-2) 11 (+0) 10 (+0)

Saving Throws Str +5, Con +5
Skills Intimidation +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 1/2 (100 XP)

Aggressive Cavalry. As a bonus action, the orc can
move up to its speed toward a hostile creature that
it can see. If it is mounted, it can instead direct its
mount to move up to its speed toward a hostile
creature the orc can see.

Charge. If the orc moves at least 20 feet straight
toward a target and then hits it with a melee
weapon attack in the same turn, that attack deals an
extra 5 (1d10) damage.

Thrower. The orc has 4 handaxes. If the orc takes
the Attack action on its turn and throws a handaxe,
it can use its bonus action to draw and throw
another handaxe.

Actions
Greataxe. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 9 (1d12 + 3) slashing damage.

Handaxe. Melee or Ranged Weapon Attack: +5 to
hit, reach 5 ft. or range 20/60 ft., one target. Hit: 6
(1d6 + 3) slashing damage.

Orc Veteran
Medium humanoid (orc), chaotic evil

Armor Class 13 (hide armor)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 17 (+3) 7 (-2) 11 (+0) 10 (+0)

Saving Throws Str +6, Con +5
Skills Intimidation +2
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 2 (450 XP)

Aggressive. As a bonus action, the orc can move up
to its speed toward a hostile creature that it can
see.

Greataxe Master (1/Turn). Before it makes an attack
roll, the orc can choose to take a -2 penalty on the
roll. If the attack hits, it deals an extra 6 (1d12)
damage.

Mutual Hatred. The orc gains a +1 bonus on attack
and damage rolls against elves, and against
creatures with the favored enemy class feature or
similar ability who have chosen orcs as their
favored enemy.

Relentless (1/Short Rest). If the orc takes damage
that would reduce it to 0 hit points, it is reduced to
1 hit point instead, unless the damage was from a
critical hit.

Actions
Multiattack. The orc makes two attacks with its
greataxe.

Greataxe. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 9 (1d12 + 3) slashing damage.

Javelin. Melee or Ranged Weapon Attack: +6 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 6
(1d6 + 3) piercing damage.
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Orc War Captain
If an orc war chief's tribe grows large enough, it might

appoint war captains to lead troops beneath it. Though not as

strong or talented as a war chief, an orc war captain can help

turn the tide of battle in the horde's favor.

Orc Warlord
An orc warlord only rises to lead exceptionally large hordes,

ruling even above orc legionnaires and war chiefs. It is said

that Gruumsh blesses his warlords with great strength and

stamina, sufficient to lead his destructive armies.
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Orc War Captain
Medium humanoid (orc), chaotic evil

Armor Class 15 (breastplate)
Hit Points 68 (8d8 + 32)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 18 (+4) 7 (-2) 11 (+0) 14 (+2)

Saving Throws Str +6, Con +6
Skills Intimidation +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 3 (700 XP)

Aggressive. As a bonus action, the orc can move up
to its speed toward a hostile creature that it can
see.

Gruumsh's Fury. The orc deals an extra 4 (1d8)
damage when it hits with a weapon attack (included
in the attacks).

Mutual Hatred. The orc gains a +1 bonus on attack
and damage rolls against elves, and against
creatures with the favored enemy class feature or
similar ability who have chosen orcs as their
favored enemy.

Relentless (1/Short Rest). If the orc takes damage
that would reduce it to 0 hit points, it is reduced to
1 hit point instead, unless the damage was from a
critical hit.

Actions
Multiattack. The orc makes two attacks. It can
substitute its Battle Command for one of these
attacks.

Greataxe. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 14 (1d12 + 4 plus 1d8) slashing
damage.

Javelin. Melee or Ranged Weapon Attack: +6 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 11
(1d6 + 4 plus 1d8) piercing damage.

Battle Command. The orc chooses one of its allies
within 30 feet of it and that can see or hear it. That
ally can use its reaction to make one weapon attack.
If no creatures are within 5 feet of it, the ally can
move up to half of its speed without provoking
opportunity attacks before making the attack.

Battle Cry (1/Long Rest). Each creature of the war
captain's choice that is within 30 feet of it, can
hear it, and not already affected by Battle Cry gains
advantage on attack rolls until the start of the war
captain's next turn. The war captain can then make
one attack as a bonus action.
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Orc Warlord
Medium humanoid (orc), chaotic evil

Armor Class 18 (plate)
Hit Points 152 (16d8 + 80)
Speed 30 ft.

STR DEX CON INT WIS CHA

20 (+5) 12 (+1) 21 (+5) 10 (+0) 11 (+0) 20 (+5)

Saving Throws Str +8, Con +8, Wis +3, Cha +8
Skills Intimidation +8
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 10 (5,900 XP)

Aggressive. As a bonus action, the orc can move up to
its speed toward a hostile creature that it can see.

Furious Leadership. The orc and up to three creatures of
its choice within 30 feet of it that can see or hear it
gain a bonus to initiative rolls equal to the orc's
Charisma modifier (+3).

Gruumsh's Fury. The orc deals an extra 9 (2d8) damage
when it hits with a weapon attack (included in the
attacks).

Indomitable (3/Long Rest). The orc can reroll a saving
throw it fails. It must use the new roll.

Mutual Hatred. The orc gains a +3 bonus on attack and
damage rolls against elves, and against creatures with
the favored enemy class feature or similar ability who
have chosen orcs as their favored enemy.

Relentless (1/Short Rest). If the orc takes damage that
would reduce it to 0 hit points, it is reduced to 1 hit
point instead, unless the damage was from a critical hit.

Survivor. The orc regains 10 hit points at the start of its
turn if it has at least 1 hit point but fewer hit points
than half its hit point maximum.

Actions
Multiattack. The orc makes two attacks and uses its
Battle Command.

Greataxe. Melee Weapon Attack: +8 to hit, reach 5 ft.,
one target. Hit: 19 (1d12 + 4 plus 2d8) slashing
damage.

Javelin. Melee or Ranged Weapon Attack: +8 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 16 (1d6
+ 4 plus 2d8) piercing damage.

Battle Command. The orc chooses one of its allies
within 30 feet of it and that can see or hear it. That ally
can use its reaction to make one weapon attack with
advantage. If no creatures are within 5 feet of it, the ally
can move up to half of its speed without provoking
opportunity attacks before making the attack.

Battle Cry (Recharge 5-6). Each creature of the orc's
choice that is within 30 feet of it, can hear it, and not
already affected by Battle Cry gain advantage on attack
rolls until the start of the orc's next turn. The orc can
then make one attack as a bonus action.

Legendary Actions
The orc can take 2 legendary actions, choosing from
the options below. Only one legendary action option
can be used at a time and only at the end of another
creature's turn. The orc regains spent legendary actions
at the start of its turn

Weapon Attack (Costs 2 Actions). The orc makes a 
   weapon attack. 

Command Ally. The orc uses its Battle Command.
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Yuan-Ti
Yuan-ti traditionally don't form armies, as they lack the

numbers and prefer to stay in their lairs. That doesn't mean

that they can't be roused to defend themselves or invade

nearby lands, but doing so requires extreme circumstances.

For additional information regarding yuan-ti, refer to Volo's

Guide to Monsters and the Monster Manual.

Yuan-ti Troops
Stat Block Location Challenge Rating

Yuan-ti Abomination MM 7

Yuan-ti Malison MM 3

Yuan-ti Pureblood MM 1

Yuan-ti Anathema VGtM 12

Yuan-ti Broodguard VGtM 2

Yuan-ti Mind Whisperer VGtM 4

Yuan-ti Nightmare Speaker VGtM 4

Yuan-ti Pit Master VGtM 5

Combat Options
Constrictor snakes have incredibly powerful bodies, and

creatures that they catch in their coils are normally crushed

such that they can't breathe while in the snake's clutches.

Each snake or yuan-ti that has the Constrict action option can

also gain the following trait:

Powerful Constriction. A creature grappled by the yuan-

ti's Constrict attack can't breathe and is suffocating until the

grapple ends.

Snakes already have a powerful ability that the yuan-ti don't

(but should) utilize. This ability is to coil and suddenly lunge

forward with great power and speed. To embody this,

consider allowing the following action option, not only for

yuan-ti with the body of a snake, but also for other giant

snakes and snake-like creatures:

Lunge. The yuan-ti coils its tail underneath it and suddenly

lunges up to 15 feet toward a target of its choice. It can make

one melee weapon attack, which can't be a Constrict attack,

against the target with advantage, because of the sudden

burst of speed. After the attack, regardless of whether it hits

or misses, the yuan-ti returns to its original position without

provoking opportunity attacks.

If the yuan-ti has a creature grappled, it can't use this

action.

To capitalize on this ability to lunge, perhaps a yuan-ti should

consider a change of armament. A spear seems much more

suited to such an attack than a scimitar (as in the case of the

yuan-ti abomination), or perhaps its bite (if it has one) would

be more effective than any weapon it could use. In any case,

the use of a shield would certainly benefit such a tactic.

182

CHAPTER 5 | ORCS



 

 

NPCs
This appendix contains statistics for various humanoid

nonplayer characters (NPCs) that adventurers might

encounter during a wartime D&D campaign, from infantry to

cavalry to gladiators and powerful warmongers. These stat

blocks can be used to represent humanoids of any race.

Archers
This section details NPCs that excel in combat at range.
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Axe-Thrower
Medium humanoid (any race), any alignment

Armor Class 16 (chain mail)
Hit Points 26 (4d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 12 (+1) 14 (+2) 10 (+0) 12 (+1) 10 (+0)

Saving Throws Str +4, Dex +3, Con +4
Skills Athletics +4, Acrobatics +3, Perception +3
Senses passive Perception 13
Languages any one language (usually Common)
Challenge 1/2 (100 XP)

Devastating Throw. If the axe-thrower makes a
ranged weapon attack with a thrown weapon
against a creature that is within 10 feet of it and
hits, the attack deals an extra 3 (1d6) damage.

Expert Thrower. The axe-thrower has 6 handaxes.
Whenever the axe-thrower draws a handaxe, it can
draw another handaxe as a bonus action.

Actions
Multiattack. The axe-thrower makes two attacks
with its handaxes, which can be any combination of
melee or ranged.

Handaxe. Melee or Ranged Weapon Attack: +4 to
hit, reach 5 ft. and range 20/60 ft., one target. Hit:
5 (1d6 + 2) slashing damage.

Crossbowman
Medium humanoid (any race), any alignment

Armor Class 15 (chain shirt)
Hit Points 13 (2d8 + 4)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 14 (+2) 14 (+2) 10 (+0) 12 (+1) 10 (+0)

Saving Throws Dex +4, Con +4
Skills Acrobatics +4, Perception +3
Senses passive Perception 13
Languages any one language (usually Common)
Challenge 1/2 (50 XP)

Actions
Dagger. Melee or Ranged Weapon Attack: +4 to hit,
reach 5 ft. and range 20/60 ft., one target. Hit: 4
(1d4 + 2) piercing damage.

Heavy Crossbow. Ranged Weapon Attack: +4 to hit,
range 100/400 ft., one target. Hit: 7 (1d10 + 2)
piercing damage.

Longbowman
Medium humanoid (any race), any alignment

Armor Class 15 (chain shirt)
Hit Points 11 (2d8 + 2)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 14 (+2) 13 (+1) 10 (+0) 12 (+1) 10 (+0)

Saving Throws Dex +4, Con +3
Skills Acrobatics +4, Perception +3
Senses passive Perception 13
Languages any one language (usually Common)
Challenge 1/4 (50 XP)

Actions
Dagger. Melee or Ranged Weapon Attack: +4 to hit,
reach 5 ft. and range 20/60 ft., one target. Hit: 4
(1d4 + 2) piercing damage.

Longbow. Ranged Weapon Attack: +4 to hit, range
150/600 ft., one target. Hit: 6 (1d8 + 2) piercing
damage.
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Cavalry
Warriors have ridden into battle nearly since the dawn of war

itself. This section details several NPC options that specialize

in mounted combat. Of course, any other NPC could ride a

horse into battle, but these soldiers perform at their best

while atop a steed.

Cataphract
Cataphracts are heavily armored knights whose specialty lies

in charging with long pointy weapons, especially lances.

Once it gets into melee, or if dismounted, a cataphract will

pull out his bastard sword. Often, a cataphract will lead a line

of contarius into battle to break through enemy lines with a

thundering charge.

Contarius
The contarius are elite cavalry who specialize in charging

and breaking enemy lines. A line of charging contarius is a

truly terrifying sight.
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Cataphract
Medium humanoid (any race), any alignment

Armor Class 20 (plate and shield)
Hit Points 153 (18d8 + 72)
Speed 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 18 (+4) 11 (+0) 13 (+1) 10 (+0)

Saving Throws Str +9, Con +9
Skills Animal Handling +6, Athletics +9,  

Perception +6
Senses passive Perception 16
Languages Common and one other language
Challenge 8 (3,900 XP)

Tower of Defense. If the cataphract is targeted by a
ranged weapon attack, and the attacker is 30 feet
away or farther, the attack is made with
disadvantage.

Born to the Saddle. The cataphract has advantage on
saving throws made to avoid falling off of its
mount. If it falls off its mount and descends no
more than 10 feet, it can land on its feet if it's not
incapacitated. In addition, mounting or
dismounting a creature costs the cataphract only 5
feet of movement, rather than half its speed.

Charge. If the cataphract moves 10 feet or more
straight toward a creature, and then hits it with a
melee weapon attack, the attack deals an extra 11
(2d10) damage, and the creature must succeed on
a DC 17 Strength saving throw or be knocked
prone.

Quick Response. The cataphract has advantage on
initiative rolls.

Spur Onward (1/Short Rest). The cataphract can use
a bonus action to regain 22 (4d10) hit points. If the
cataphract is mounted, its mount regains the same
amount of hit points.

Actions
Multiattack. The cataphract makes three melee
attacks.

Lance. Melee Weapon Attack: +9 to hit, reach 10 ft.,
one target. Hit: 10 (1d12 + 4) piercing damage.

Longsword. Melee Weapon Attack: +9 to hit, reach
5 ft., one target. Hit: 8 (1d8 + 4) slashing damage.

Contarius
Medium humanoid (any race), any alignment

Armor Class 20 (plate and shield)
Hit Points 59 (7d8 + 28)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 10 (+0) 18 (+4) 9 (-1) 12 (+1) 10 (+0)

Saving Throws Str +6, Con +7
Skills Animal Handling +4, Athletics +6,  

Perception +4
Senses passive Perception 14
Languages Common and one other language
Challenge 3 (700 XP)

Born to the Saddle. The contarius has advantage on
saving throws made to avoid falling off of its
mount. If it falls off its mount and descends no
more than 10 feet, it can land on its feet if it's not
incapacitated. In addition, mounting or
dismounting a creature costs the contarius only 5
feet of movement, rather than half its speed.

Charge. If the cataphract moves 10 feet or more
straight toward a creature, and then hits it with a
melee weapon attack, the attack deals an extra 5
(1d10) damage, and the creature must succeed on
a DC 14 Strength saving throw or be knocked
prone.

Spur Onward (1/Short Rest). The contarius can use a
bonus action to regain 11 (2d10) hit points. If the
contarius is mounted, its mount regains the same
amount of hit points.

Actions
Multiattack. The contarius makes two melee attacks.

Longspear. Melee Weapon Attack: +6 to hit, reach
10 ft., one target. Hit: 7 (1d8 + 3) piercing damage.

Longsword. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 7 (1d8 + 3) slashing damage.

CHAPTER 5 | NPCS



Dragoon
Dragoons are cavalry trained with swords and other melee

weaponry, rather than with charging weapons. More times

than not, a dragoon only uses its horse to charge into battle

before dismounting and continuing the fight on foot.

Elite Prodromos
The elite prodromos form special highly trained ranks among

powerful armies. They are devastating, especially in large

numbers; alternatively, a regiment of prodromos could be led

by an elite prodromos.
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Dragoon
Medium humanoid (any race), any alignment

Armor Class 17 (breastplate and shield)
Hit Points 52 (7d8 + 21)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 12 (+1) 16 (+3) 10 (+0) 13 (+1) 11 (+0)

Saving Throws Str +6, Con +6
Skills Animal Handling +4, Athletics +6,  

Perception +4
Senses passive Perception 14
Languages Common and one other language
Challenge 3 (700 XP)

Born to the Saddle. The dragoon has advantage on
saving throws made to avoid falling off of its
mount. If it falls off its mount and descends no
more than 10 feet, it can land on its feet if it's not
incapacitated. In addition, mounting or
dismounting a creature costs the dragoon only 5
feet of movement, rather than half its speed.

Dragoon Training. If the dragoon is wielding a melee
weapon in one hand and no other weapons, it gains
a +2 bonus to attack rolls with that weapon
(included in attacks).

Spur Onward (1/Short Rest). The dragoon can use a
bonus action to regain 11 (2d10) hit points. If the
dragoon is mounted, its mount regains the same
amount of hit points.

Actions
Multiattack. The dragoon makes two attacks with its
arming sword.

Arming Sword. Melee Weapon Attack: +7 to hit,
reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing
damage.

Elite Prodromos
Medium humanoid (any race), any alignment

Armor Class 16 (breastplate)
Hit Points 110 (13d8 + 52)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 19 (+4) 10 (+0) 12 (+1) 11 (+0)

Saving Throws Str +8, Con +8
Skills Animal Handling +5, Athletics +8,  

Perception +5
Senses passive Perception 15
Languages Common and one other language
Challenge 5 (1,800 XP)

Born to the Saddle. The elite prodromos has
advantage on saving throws made to avoid falling
off of its mount. If it falls off its mount and
descends no more than 10 feet, it can land on its
feet if it's not incapacitated. In addition, mounting
or dismounting a creature costs the elite
prodromos only 5 feet of movement, rather than
half its speed.

Elite Prodromos Training. The elite prodromos has
10 javelins. Whenever the elite prodromos draws a
thrown weapon on its turn, it can draw up to two
additional thrown weapons as a bonus action. In
addition, whenever the elite prodromos hits with a
thrown weapon attack, the attack deals an extra 4
(1d8) damage (included in attacks).

Spur Onward (1/Short Rest). The elite prodromos
can use a bonus action to regain 22 (4d10) hit
points. If the elite prodromos is mounted, its
mount regains the same amount of hit points.

Actions
Multiattack. The elite prodromos makes three
ranged attacks with its javelins, or two melee
attacks.

Javelin. Melee or Ranged Weapon Attack: +8 to hit,
reach 5 ft. and range 30/120, one target. Hit: 7
(1d6 + 4), plus 4 (1d8) piercing damage if the
attack was ranged.

Arming Sword. Melee Weapon Attack: +8 to hit,
reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing
damage.
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Mounted Archer
These cavalry use the speed of their mounts to stay out of

reach while raining arrows down upon the opposition.

Prodromos
Prodromos are cavalry trained to use throwing weapons,

especially javelins, from horseback. Their maneuverability

allows them to move in, pepper the enemy with javelins, and

then quickly retreat before the enemy can retaliate.
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Mounted Archer
Medium humanoid (any race), any alignment

Armor Class 15 (studded leather)
Hit Points 37 (5d8 + 15)
Speed 30 ft.

STR DEX CON INT WIS CHA

13 (+1) 16 (+3) 16 (+3) 10 (+0) 14 (+2) 11 (+0)

Saving Throws Str +4, Con +6
Skills Animal Handling +5, Athletics +4,  

Perception +5
Senses passive Perception 15
Languages Common and one other language
Challenge 1 (200 XP)

Born to the Saddle. The mounted archer has
advantage on saving throws made to avoid falling
off of its mount. If it falls off its mount and
descends no more than 10 feet, it can land on its
feet if it's not incapacitated. In addition, mounting
or dismounting a creature costs the mounted
archer only 5 feet of movement, rather than half its
speed.

Mounted Archery Training. While the mounted
archer is mounted, its ranged weapon attacks
ignore half cover and three-quarters cover.

Actions
Multiattack. The mounted archer makes two attacks
with its longbow, or two attacks with its
shortsword.

Longbow. Ranged Weapon Attack: +6 to hit, range
150/600, one target. Hit: 7 (1d8 + 3) piercing
damage.

Shortsword. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 6 (1d6 + 3) piercing damage.

Prodromos
Medium humanoid (any race), any alignment

Armor Class 16 (breastplate)
Hit Points 48 (6d8 + 21)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 14 (+2) 17 (+3) 10 (+0) 12 (+1) 10 (+0)

Saving Throws Str +6, Con +6
Skills Animal Handling +4, Athletics +6,  

Perception +4
Senses passive Perception 14
Languages Common and one other language
Challenge 2 (450 XP)

Born to the Saddle. The prodromos has advantage
on saving throws made to avoid falling off of its
mount. If it falls off its mount and descends no
more than 10 feet, it can land on its feet if it's not
incapacitated. In addition, mounting or
dismounting a creature costs the prodromos only 5
feet of movement, rather than half its speed.

Prodromos Training. The prodromos has 10 javelins.
Whenever the prodromos draws a thrown weapon
on its turn, it can draw another thrown weapon as a
bonus action.

Spur Onward (1/Short Rest). The prodromos can use
a bonus action to regain 11 (2d10) hit points. If the
prodromos is mounted, its mount regains the same
amount of hit points.

Actions
Multiattack. The prodromos makes two ranged
attacks with its javelins, or two melee attacks.

Javelin. Melee or Ranged Weapon Attack: +6 to hit,
reach 5 ft. and range 30/120, one target. Hit: 6
(1d6 + 3).

Longsword. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 7 (1d8 + 3) slashing damage.
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Raider
Raiders make up the vast majority of trained cavalry,

especially in the ranks of orcs. Their mobility gives them

increased ability to flank and harass enemies from behind.

Sagittarius
Sagittarius cavalry are exceptionally skilled archers from

horseback, utilizing speed to stay out of melee while pelting

their enemies mercilessly with arrows.
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Raider
Medium humanoid (any race), any alignment

Armor Class 15 (breastplate)
Hit Points 30 (4d8 + 12)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 12 (+1) 16 (+3) 10 (+0) 13 (+1) 11 (+0)

Saving Throws Str +5, Con +5
Skills Animal Handling +3, Athletics +5,  

Perception +3
Senses passive Perception 13
Languages Common and one other language
Challenge 1 (200 XP)

Born to the Saddle. The raider has advantage on
saving throws made to avoid falling off of its
mount. If it falls off its mount and descends no
more than 10 feet, it can land on its feet if it's not
incapacitated. In addition, mounting or
dismounting a creature costs the raider only 5 feet
of movement, rather than half its speed.

Actions
Multiattack. The raider makes two attacks with its
scimitar or one attack with its crossbow.

Light Crossbow. Ranged Weapon Attack: +4 to hit,
range 80/320, one target. Hit: 5 (1d8 + 1) piercing
damage.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Sagittarius
Medium humanoid (any race), any alignment

Armor Class 16 (studded leather)
Hit Points 85 (10d8 + 40)
Speed 30 ft.

STR DEX CON INT WIS CHA

13 (+1) 19 (+4) 18 (+4) 10 (+0) 14 (+2) 11 (+0)

Saving Throws Str +5, Con +8
Skills Animal Handling +6, Athletics +5,  

Perception +6
Senses passive Perception 16
Languages Common and one other language
Challenge 4 (1,100 XP)

Born to the Saddle. The sagittarius has advantage on
saving throws made to avoid falling off of its
mount. If it falls off its mount and descends no
more than 10 feet, it can land on its feet if it's not
incapacitated. In addition, mounting or
dismounting a creature costs the sagittarius only 5
feet of movement, rather than half its speed.

Sagittarius Training. While the sagittarius is
mounted, its ranged weapon attacks ignore half
cover and three-quarters cover. In addition, while
the sagittarius is mounted, it has advantage on
ranged attack rolls against unmounted creatures
that are smaller than its mount.

Spur Onward (1/Short Rest). The sagittarius can use
a bonus action to regain 22 (4d10) hit points. If the
sagittarius is mounted, its mount regains the same
amount of hit points.

Actions
Multiattack. The sagittarius makes three attacks with
its longbow, or two attacks with its shortsword.

Longbow. Ranged Weapon Attack: +8 to hit, range
150/600, one target. Hit: 8 (1d8 + 4) piercing
damage.

Shortsword. Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 7 (1d6 + 4) piercing damage.
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Gladiators
Many fighters find their living in pit fighting, legal or not.

Many others are slaves or forced to fight somehow. This

section has stat blocks that can be used to represent specific

types of gladiators.

Cestus
A cestus is a gladiator named for the weapons he uses. Many

warriors are surprised and even disappointed when they see

that their opponent has only gauntlets for weapons, but the

smart ones are cautious and wary. A cestus can be deadly in

close quarters.

Dimachaerus
A dimachaerus is a fighter who focuses his martial study on

dual-wielding. They are able to effectively utilize blades for

both offense and defense in this fashion.
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Cestus
Medium humanoid (any race), any alignment

Armor Class 16 (breastplate)
Hit Points 85 (10d8 + 40)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 15 (+2) 18 (+4) 10 (+0) 12 (+1) 11 (+0)

Saving Throws Str +7, Dex +5, Con +7
Skills Athletics +7, Intimidation +3, Perception +4,

Performance +3
Senses passive Perception 14
Languages any two languages
Challenge 4 (1,100 XP)

Brave. The cestus has advantage on saving throws
against being frightened.

Cestus Fighting. The cestus' unarmed strikes deal
1d4 bludgeoning damage rather than the normal
damage for an unarmed strike. In addition, a cestus
fighter deals 1d6 bludgeoning damage with cestus
gauntlets rather than 1d4.

Second Wind (1/Short Rest). The cestus can use a
bonus action to regain 11 (2d10) hit points.

Actions
Multiattack. The cestus makes four melee attacks.

Cestus. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 7 (1d6 + 4) bludgeoning damage.

Dimachaerus
Medium humanoid (any race), any alignment

Armor Class 17 (manica)
Hit Points 102 (12d8 + 48)
Speed 30 ft.

STR DEX CON INT WIS CHA

12 (+1) 18 (+4) 18 (+4) 10 (+0) 12 (+1) 11 (+0)

Saving Throws Str +4, Dex +7, Con +7
Skills Athletics +4, Intimidation +3, Perception +4,

Performance +3
Senses passive Perception 14
Languages any two languages
Challenge 5 (1,800 XP)

Brave. The dimachaerus has advantage on saving
throws against being frightened.

Dimachaerus Fighting. While the dimachaerus is
wielding a separate melee weapon in each hand, it
can use a bonus action to gain a +1 bonus to Armor
Class until the start of its next turn.

Manica Mastery. While wearing a manica, the
dimachaerus gains a +1 bonus to Armor Class.

Second Wind (1/Short Rest). The dimachaerus can
use a bonus action to regain 11 (2d10) hit points.

Actions
Multiattack. The dimachaerus makes four melee
attacks.

Shortsword. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 7 (1d6 + 4) piercing damage.

Reactions
Parry. The dimachaerus adds 3 to its AC against one
melee attack that would hit it. To do so, the
dimachaerus must see the attacker and be wielding
a melee weapon.
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Hoplomachus
A hoplomachus is a gladiator especially skilled with a sword

and shield, especially in using its shield as a weapon.

Murmillo
A murmillo is also skilled with a sword and shield, but it takes

a much more defensive tactic.
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Hoplomachus
Medium humanoid (any race), any alignment

Armor Class 19 (manica and shield)
Hit Points 110 (13d8 + 52)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 18 (+4) 19 (+4) 10 (+0) 10 (+0) 11 (+0)

Saving Throws Str +5, Dex +7, Con +7
Skills Athletics +5, Intimidation +3, Perception +3,

Performance +3
Senses passive Perception 13
Languages any two languages
Challenge 5 (1,800 XP)

Brave. The hoplomachus has advantage on saving
throws against being frightened.

Hoplomachus Fighting. If the hoplomachus moves
at least 20 feet straight toward a creature on its
turn, it can use a bonus action to make a Shield
Bash attack with advantage.

Manica Mastery. While wearing a manica, the
hoplomachus gains a +1 bonus to Armor Class.

Second Wind (1/Short Rest). The hoplomachus can
use a bonus action to regain 11 (2d10) hit points.

Actions
Multiattack. The hoplomachus makes three melee
attacks.

Shield Bash. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 3 (1d4 + 1) bludgeoning
damage, and the target must succeed on a DC 13
Strength saving throw or be knocked prone.

Shortsword. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 7 (1d6 + 4) piercing damage.

Murmillo
Medium humanoid (any race), any alignment

Armor Class 19 (manica and shield)
Hit Points 153 (18d8 + 72)
Speed 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 18 (+4) 19 (+4) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +8, Dex +8, Con +8
Skills Athletics +8, Intimidation +4, Perception +4,

Performance +4
Senses passive Perception 14
Languages any two languages
Challenge 9 (5,000 XP)

Adrenaline Surge (1/Short Rest). If the murmillo
starts its turn with at least 1 hit point but less than
half of its hit point maximum, it regains 27 (5d10)
hit points and gains 20 temporary hit points. In
addition, the murmillo has advantage on attack rolls
until the end of its turn.

Brave. The murmillo has advantage on saving
throws against being frightened.

Brutal Strike. The murmillo scores a critical hit on a
roll of 19 or 20 on the d20. In addition, whenever it
scores a critical hit against a creature, the murmillo
gains 10 temporary hit points, and each hostile
creature within 30 feet of the murmillo that can
see or hear it must make a DC 12 Wisdom saving
throw. On a failed save, a creature is frightened of
the murmillo until the end of its next turn.

Brute. A melee weapon deals one extra die of
damage when the murmillo hits with it (included in
attacks).

Manica Mastery. While wearing a manica, the
murmillo gains a +1 bonus to Armor Class.

Actions
Multiattack. The murmillo makes three melee
attacks.

Shield Bash. Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 9 (2d4 + 4) bludgeoning
damage, and the target must succeed on a DC 16
Strength saving throw or be knocked prone.

Gladius. Melee Weapon Attack: +8 to hit, reach 5
ft., one target. Hit: 11 (2d6 + 4) piercing damage.

Reactions
Murmillo Fighting. The murmillo imposes
disadvantage on a melee weapon attack against it.
To do so, the murmillo must see the attacker and
be wielding a shield. If the attack misses, the
murmillo can make a melee weapon attack against
the triggering creature as a part of the same
reaction.
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 Retiarius
A retiarius is a gladiator who has extensive practice using a

trident and net. Once he throws the net, he will draw his

buckler and leap into melee.

Healers
Healers are NPCs who can be utilized as doctors and medics.
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Retiarius
Medium humanoid (any race), any alignment

Armor Class 17 (manica and buckler)
Hit Points 110 (13d8 + 52)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 16 (+3) 19 (+4) 10 (+0) 10 (+0) 11 (+0)

Saving Throws Str +7, Dex +6, Con +7
Skills Athletics +7, Intimidation +3, Perception +3,

Performance +3
Senses passive Perception 13
Languages any two languages
Challenge 5 (1,800 XP)

Brave. The retiarius has advantage on saving throws
against being frightened.

Buckler Master. The retiarius can use a bonus action
at the start of its turn to gain advantage on the next
melee weapon attack it makes, but it can't attack
with its buckler on that turn. In addition, the next
melee attack against the retarius is made with
disadvantage.

Retiarius Fighting. The retiarius can use two-weapon
fighting with any one-handed weapon in one hand
and a net in the other hand. Using a net does not
affect the number of attacks the retiarius can make.
In addition, if the retarius hits a creature with its
net, the target is also knocked prone.

Manica Mastery. While wearing a manica, the
retiarius gains a +1 bonus to Armor Class.

Second Wind (1/Short Rest). The retiarius can use a
bonus action to regain 11 (2d10) hit points.

Actions
Multiattack. The retiarius makes one attack with its
net or buckler, and two melee attacks with its
trident.

Buckler. Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 6 (1d4 + 4) bludgeoning
damage.

Net. Ranged Weapon Attack: +7 to hit, range 5/15
ft., one target that is Large or smaller. Hit: the target
is restrained and knocked prone. A creature can use
its action to make a DC 10 Strength check, freeing
itself or another creature within its reach on a
success. Dealing 5 slashing damage to the net (AC
10) also frees the creature without harming it,
ending the effect and destroying the net.

Trident. Melee or Ranged Weapon Attack: +7 to hit,
reach 5 ft. or range (20/60), one target. Hit: 7 (1d6
+ 4) piercing damage or 8 (1d8 + 4) piercing
damage if used with two hands to make a melee
attack.

Apothecary
Medium humanoid (any race), any alignment

Armor Class 15 (studded leather armor)
Hit Points 65 (10d8 + 20)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 16 (+3) 14 (+2) 16 (+3) 12 (+1) 10 (+0)

Saving Throws Con +4, Wis +3
Skills Medicine +5
Senses passive Perception 11
Languages any three languages
Challenge 2 (450 XP)

Poisoned Weapons The apothecary's shortsword
deals an extra 10 (3d6) poison damage on a hit
(included in attacks).

Reliable Surgeon. When the apothecary makes a
Wisdom (Medicine) check, it can treat any roll of 9
or lower as a 10.

Actions
Shortsword. Attack Style: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) piercing damage plus 10
(3d6) poison damage.

Antiseptic Elixir (1/Day). The apothecary administers
antiseptic to a willing creature within 5 feet of it.
The target benefits as if from a lesser restoration
spell.

Antitoxin Elixir (1/Day). The apothecary administers
an antitoxin to a willing creature within 5 feet of it.
The creature benefits if from a protection from
poison spell.

Combat Healer. The apothecary expends one use of
a healer's kit to restore hit points to itself or a
creature within 5 feet of it. The target regains 21
(4d8 + 3) hit points, and can't regain hit points
from this ability again until it finishes a short or
long rest. The apothecary has one healer's kit with
10 uses.

Panacea (1/Day). The apothecary administers a vial
of panacea to a creature that has died within the
last minute. The creature returns to life with 1 hit
point. This can't return to life a creature that has
died of old age, nor can it restore any missing body
parts.
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Apothecary
An apothecary is a practiced surgeon and healer, and an

extremely talented doctor. They often help during warfare by

staying in war camps and taking care of the wounded. Even

the smallest of villages usually have a doctor of some sort; if

not an apothecary, than a physician.

Combat Medic
Combat medics are usually on the front lines, either in

armies or in adventuring parties, to help keep its allies in the

fight.

Physician
Physicians are practiced healers, though they aren't as skilled

as apothecaries.

Infantry
These soldiers are those most often found on the front lines

of combat, but they can be used to represent NPCs such as

guards, other adventurers, or other fighters.

 

Shield-Bearers
Some armies might take to hiring special shield-
bearers, whose job it is to carry pavise shields (see
the Equipment section of Chapter 2). Such soldiers
carry and set up pavise shields for their archers,
who can fire from the safety of the shields.

To represent a shield-bearer, choose any
appropriate NPC stat block (though probably one
below CR 1), and give it the following trait:

Shieldbearer. The soldier carries a pavise shield.
While it has the shield, it gains a +3 bonus to its
AC, but can't attack or cast spells.

The soldier can use an action to set down the
pavise in its space, choosing which direction it
faces. Only one creature at a time can be behind
the pavise, which provides total cover against all
attacks and effects on its other side.

A creature behind the pavise and in its space can
use an action to pick it up. A creature that is within
5 feet of the pavise but isn't behind it can attempt
a DC 15 Strength check, knocking it over on a
success.
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Combat Medic
Medium humanoid (any race), any alignment

Armor Class 14 (hide armor)
Hit Points 19 (3d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 14 (+2) 15 (+2) 15 (+2) 11 (+0) 10 (+0)

Saving Throws Con +4
Skills Medicine +4
Senses passive Perception 10
Languages any two languages
Challenge 1/2 (50 XP)

Actions
Multiattack. The combat medic makes two attacks
with its shortsword.

Shortsword. Attack Style: +4 to hit, reach 5 ft., one
target. Hit: 5 (1d6 + 2) piercing damage.

Combat Healer. The combat medic expends one use
of a healer's kit to restore hit points to itself or a
creature within 5 feet of it. The target regains 15
(3d8 + 2) hit points, and can't regain hit points
from this ability again until it finishes a short or
long rest. The combat medic has one healer's kit
with 10 uses.

Reactions
Protect the Fallen. If a creature within 5 feet of the
combat medic is targeted by a weapon attack, the
combat medic can force the attacker to make a DC
12 Wisdom saving throw. On a failed save, the
creature must target the combat medic with the
attack or lose the attack. 
    If the original target of the attack has 0 hit
points, the saving throw is made with disadvantage.

Physician
Medium humanoid (any race), any alignment

Armor Class 12 (leather armor)
Hit Points 13 (2d8 + 4)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 13 (+1) 14 (+2) 15 (+2) 11 (+0) 10 (+0)

Saving Throws Con +4
Skills Medicine +4
Senses passive Perception 10
Languages any two languages
Challenge 1/4 (50 XP)

Actions
Dagger. Attack Style: +3 to hit, reach 5 ft., one
target. Hit: 3 (1d4 + 1) piercing damage.

Combat Healer. The physician expends one use of a
healer's kit to restore hit points to itself or a
creature within 5 feet of it. The target regains 11
(2d8 + 2) hit points, and can't regain hit points
from this ability again until it finishes a short or
long rest. The physician has one healer's kit with 10
uses.
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Heavy Swordsman
Medium humanoid (any race), any alignment

Armor Class 16 (chain mail)
Hit Points 19 (3d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 10 (+0) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +5, Con +4
Skills Athletics +5, Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 1 (200 XP)

Great Weapon Master. When it makes an attack roll,
the heavy swordsman can choose to take a -2
penalty on the roll. If the attack hits, it deals an
extra 4 (1d8) damage.

Actions
Greatsword. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 10 (2d6 + 3) slashing damage.

Reactions
Parry. The heavy swordsman adds 3 to its AC
against one melee attack that would hit it. To do so,
the heavy swordsman must see the attacker and be
wielding a melee weapon.

Man-At-Arms
Medium humanoid (any race), any alignment

Armor Class 19 (splint and shield)
Hit Points 26 (4d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 11 (+0) 14 (+2) 10 (+0) 12 (+1) 10 (+0)

Saving Throws Str +5, Con +4
Skills Athletics +4, Perception +3
Senses passive Perception 13
Languages any one language (usually Common)
Challenge 2 (450 XP)

Actions
Multiattack. The man-at-arms makes two bastard
sword attacks.

Bastard Sword. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing
damage or 8 (1d10 + 3) slashing damage if used
with two hands.

Reactions
Parry. The swordsman adds 3 to its AC against one
melee attack that would hit it. To do so, the
swordsman must see the attacker and be wielding a
melee weapon.

Phalanx Soldier
Medium humanoid (any race), any alignment

Armor Class 19 (chain mail and tower shield)
Hit Points 22 (4d8 + 4)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 10 (+0) 13 (+1) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +5, Con +3
Skills Athletics +5, Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 1/2 (100 XP)

Heavy Shield. While the phalanx soldier is holding its
tower shield, it suffers a -2 penalty to all attack rolls it
makes (included in attacks).

Phalanx Formation. If the phalanx soldier is within 5 feet
of another phalanx soldier or phalanx veteran, it gains a
+1 bonus to Armor Class for each phalanx soldier or
phalanx veteran within 5 feet of it (to a maximum of
+5).

Actions
Spear. Melee or Ranged Weapon Attack: +3 to hit,
reach 5 ft. or range 20/60, one target. Hit: 6 (1d6 + 3)
piercing damage.

Total Shielding. The phalanx soldier gains total cover
behind its tower shield. This does not provide cover
against spells that require a Strength, Wisdom,
Intelligence, or Charisma saving throw.

Reactions
Phalanx Brace. If a creature moves at least 20 feet
straight toward the phalanx soldier and then attacks it
or a creature within 5 feet of it, the phalanx soldier can
impose disadvantage on the attack roll. If the phalanx
soldier took the Total Shielding action on its last turn,
the attack instead automatically misses.
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Phalanx Formations
These soldiers are used to the best of their ability
when together in a tight phalanx formation. The
edges of the formation are phalanx soldiers with the
occasional phalanx veteran, while pikemen form the
lines behind. Opposing armies or creatures batter
themselves uselessly against the phalanx wall of
shields (the phalanx soldiers using their Total
Cover action) while the pikemen attack from
behind the shields with their reach and protect the
formation from cavalry with their Brace reaction.

This combination can be made especially deadly
with a bannerman or commander within the ranks
to bolster the troops.
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Phalanx Veteran
Medium humanoid (any race), any alignment

Armor Class 21 (plate and tower shield)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 10 (+0) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +5, Con +4
Skills Athletics +5, Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 2 (450 XP)

Heavy Shield. While the phalanx soldier is holding
its tower shield, it suffers a -2 penalty to all attack
rolls it makes (included in attacks).

Phalanx Fighting. The phalanx veteran ignores the
two-handed property of pikes, but can only make
one attack with a pike held in one hand on its turn.

Phalanx Formation. If the phalanx veteran is within 5
feet of another phalanx soldier or phalanx veteran,
it gains a +1 bonus to Armor Class for each phalanx
soldier or phalanx veteran within 5 feet of it (to a
maximum of +5).

Actions
Multiattack. The phalanx veteran makes two pike
attacks. If it is wielding a tower shield and holding a
pike in one hand, it can only make one pike attack.

Pike. Melee Weapon Attack: +3 to hit, reach 10 ft.,
one target. Hit: 8 (1d10 + 3) piercing damage.

Total Shielding. The phalanx soldier gains total cover
behind its tower shield. This does not provide
cover against spells that require a Strength,
Wisdom, Intelligence, or Charisma saving throw.

Reactions
Phalanx Brace. If a creature moves at least 20 feet
straight toward the phalanx veteran and then
attacks it or a creature within 5 feet of it, the
phalanx veteran can impose disadvantage on the
attack roll. If the phalanx veteran took the Total
Shielding action on its last turn, the attack instead
automatically misses.

Pikeman
Medium humanoid (any race), any alignment

Armor Class 16 (chain mail)
Hit Points 19 (3d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 11 (+0) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +4, Con +3
Skills Athletics +4, Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 1/4 (50 XP)

Actions
Pike. Melee Weapon Attack: +4 to hit, reach 10 ft.,
one target. Hit: 7 (1d10 + 2) piercing damage.

Reactions
Brace. If a creature moves at least 20 feet straight
toward the pikeman and then enters its reach, the
pikeman can immediately make a pike attack
against the creature. If the creature is mounted, the
pikeman can target the mount or the mounted
creature, and the attack deals an extra 5 (1d10)
damage on a hit.
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Spearman
Medium humanoid (any race), any alignment

Armor Class 16 (chain shirt and shield)
Hit Points 11 (2d8 + 2)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 11 (+0) 12 (+1) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +4, Con +3
Skills Athletics +4, Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 1/4 (50 XP)

Actions
Spear. Melee or Ranged Weapon Attack: +4 to hit,
reach 5 ft. or range 20/60, one target. Hit: 5 (1d6 +
2) piercing damage.

Reactions
Brace. If a creature moves at least 20 feet straight
toward the spearman and then enters its reach, the
spearman can immediately make a spear attack
against the creature. If the creature is mounted, the
spearmna can target the mount or the mounted
creature, and the attack deals an extra 3 (1d6)
damage on a hit.

Squire
Medium humanoid (any race), any alignment

Armor Class 16 (chain mail)
Hit Points 22 (4d8 + 4)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 11 (+0) 13 (+1) 10 (+0) 11 (+0) 12 (+1)

Saving Throws Con +3
Skills Athletics +4, Perception +3
Senses passive Perception 13
Languages any one language (usually Common)
Challenge 1/2 (100 XP)

Brave. The squire has advantage on saving throws
against being frightened.

Actions
Longsword. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 7 (1d10 + 3) slashing damage.

Leadership (3/Short Rest). If a creature friendly to
the squire makes an attack roll or saving throw
within 30 feet of the squire and can see or hear it,
the squire can allow the creature to add 1d6 to the
roll.

Swordsman
Medium humanoid (any race), any alignment

Armor Class 16 (chain shirt and shield)
Hit Points 11 (2d8 + 2)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 13 (+1) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +4, Con +3
Skills Athletics +4, Perception +2
Senses passive Perception 12

Languages any one language (usually Common)
Challenge 1/2 (100 XP)

Actions
Arming Sword. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 6 (1d8 + 2) slashing damage.

Reactions
Parry. The swordsman adds 2 to its AC against one
melee attack that would hit it. To do so, the
swordsman must see the attacker and be wielding a
melee weapon.
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Leadership
These NPCs function at their best surrounded by allies, so

that they have opportunities to use their leadership abilities.

Bannerman
Bannermen are those within armies who hold aloft the flags

or banners of those they fight for. A bannerman in a king's

army would hold aloft the king's colors and coat-of-arms,

while a bannerman in an orc raiding party would hold aloft

the flag of his chief.

A bannerman stays close to his commander, to mark the

leader's location and to help rally the troops by holding aloft

their flag.

 

Captain
Captains rank fairly high among the troops, and their

presence can help turn the tide of battle by rallying their

troops to victory.

Commander
A commander is above a captain in rank, and hence much

more effective in its leadership role. The presence of a

commander can spell doom for those on the opposing side.
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Bannerman
Medium humanoid (any race), any alignment

Armor Class 16 (chain mail)
Hit Points 37 (5d8 + 15)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 11 (+0) 16 (+3) 11 (+0) 12 (+1) 16 (+3)

Saving Throws Str +5, Cha +6
Skills Athletics +5, Intimidation +6, Perception +4,

Persuasion +6
Senses passive Perception 14
Languages any two languages
Challenge 2 (450 XP)

Flag Bearer. All creatures of the bannerman's choice
within 30 feet of it that can see or hear it gain a +3
bonus to initiative rolls, and a +1 bonus to attack
and damage rolls. Creatures can only gain this
benefit from one bannerman at a time.

Inspiring Battle Cry. Whenever the bannerman rolls
initiative, it and up to three creatures of its choice
within 30 feet of it that can see or hear it gain 10
temporary hit points.

Inspiring Word (3/Short Rest). The bannerman can
use a bonus action to choose another creature that
is within 30 feet of the bannerman and that can see
or hear it. That creature regains 11 (2d10) hit
points.

Actions
Multiattack. The bannerman makes two arming
sword attacks.

Arming Sword. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 6 (1d8 + 2) slashing
damage.

Captain
Medium humanoid (any race), any alignment

Armor Class 18 (chain mail and shield)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 11 (+0) 16 (+3) 11 (+0) 13 (+1) 16 (+3)

Saving Throws Str +5, Cha +6
Skills Athletics +5, Intimidation +6, Perception +4,

Persuasion +6
Senses passive Perception 14
Languages any two languages
Challenge 2 (450 XP)

Captain's Orders (3/Short Rest). The captain can use
a bonus action to choose a creature within 30 feet
of it and that can see or hear it. That creature can
immediately use its reaction to make one weapon
attack.

Combat Leader. The captain gains a bonus to
initiative rolls equal to its Charisma modifier (+3).

Inspiring Word (1/Short Rest). The captain can use a
bonus action to choose another creature that is
within 30 feet of the captain and that can see or
hear it. That creature regains 11 (2d10) hit points.

Wolf Pack Tactics. Once on each of its turns, when
the captain hits a creature with a weapon attack, it
can choose a creature friendly to it within 5 feet of
the target. That creature can immediately move 5
feet without provoking opportunity attacks. The
creature does not have to use its reaction.

Actions
Multiattack. The captain makes two arming sword
attacks.

Arming Sword. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 6 (1d8 + 2) slashing
damage.
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Warhawk
Warhawks are powerful commanders who lead from the

front lines with their martial prowess and unshakable spirit.

Warmonger
A warmonger is a true master of the art of war. It sees the

battlefield as a chessboard, and its strategies nearly always

lead to a decisive victory.
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Commander
Medium humanoid (any race), any alignment

Armor Class 18 (chain mail and shield)
Hit Points 90 (12d8 + 36)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 11 (+0) 17 (+3) 11 (+0) 14 (+2) 18 (+4)

Saving Throws Str +7, Cha +8
Skills Athletics +7, Intimidation +8, Perception +6,

Persuasion +8
Senses passive Perception 16
Languages any two languages
Challenge 5 (1,800 XP)

Combat Leader. The commander gains a bonus to
initiative rolls equal to its Charisma modifier (+4).

Commander's Orders (3/Short Rest). The
commander can use a bonus action to choose a
creature within 30 feet of it and that can see or
hear it. That creature can immediately use its
reaction to make one weapon attack, and gains a
bonus to the attack and damage rolls equal to the
commander's Charisma modifier (+4).

Cry Havoc. On the first round of combat, the
commander and each creature of its choice within
30 feet of it that can see or hear it gains a bonus on
the first attack roll it makes equal to the
commander's Charisma modifier (+4).

Inspiring Battle Cry. Whenever the commander rolls
initiative, it and up to three creatures of its choice
within 30 feet of it that can see or hear it gain 10
temporary hit points.

Inspiring Word (1/Short Rest). The commander can
use a bonus action to choose another creature that
is within 30 feet of the commander and that can
see or hear it. That creature regains 11 (2d10) hit
points.

Actions
Multiattack. The commander makes two Bastard
Sword attacks.

Bastard Sword. Melee Weapon Attack: +7 to hit,
reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing
damage or 8 (1d10 + 3) slashing damage is used
with two hands.

Warhawk
Medium humanoid (any race), any alignment

Armor Class 18 (plate)
Hit Points 144 (17d8 + 68)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 10 (+0) 18 (+4) 10 (+0) 14 (+2) 19 (+4)

Saving Throws Str +9, Cha +9
Skills Athletics +9, Intimidation +9, Perception +7,

Persuasion +9
Senses passive Perception 17
Languages any two languages
Challenge 7 (2,900 XP)

Combat Leader. The warhawk gains a bonus to
initiative rolls equal to its Charisma modifier (+4).

Let Slip the Dogs of War. On the first round of
combat, the warhawk and each creature of its
choice within 30 feet of it that can see or hear it
gains a bonus to the first damage roll it makes
equal to the warhawk's Charisma modifier (+4).

Hold the Line. The warhawk and each of its allies
within 10 feet of it have advantage on saving
throws against being restrained or moved against
its will.

Honor and Glory. While the warhawk is conscious,
each of its allies that starts its turn within 5 feet of
the warhawk gains a bonus to the first attack roll it
makes that turn. This bonus is equal to the
warhawk's Charisma modifier (+4).

Inspiring Word (3/Long Rest). The warhawk can use a
bonus action to choose another creature that is
within 30 feet of the warhawk and that can see or
hear it. That creature regains 11 (2d10) hit points.

Lead the Attack (1/Short Rest). When the warhawk
hits a creature with a melee weapon attack, each of
the warhawk's allies have advantage on attack rolls
against that creature until the start of the warhawk's
next turn.

Actions
Multiattack. The warhawk makes two greatsword
attacks.

Greatsword. Melee Weapon Attack: +9 to hit, reach
5 ft., one target. Hit: 11 (2d6 + 4) slashing damage.

Stand Invincible (1/Short Rest). The warhawk
emboldens its allies. The warhawk and each
creature of its choice within 10 feet of it gains
resistance to all damage except psychic damage
until the start of the warhawk's next turn.
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Warmonger
Medium humanoid (any race), any alignment

Armor Class 18 (plate)
Hit Points 170 (20d8 + 80)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 11 (+0) 19 (+4) 14 (+2) 13 (+1) 20 (+5)

Saving Throws Str +10, Cha +11
Skills Athletics +10, Intimidation +11, Perception +7,

Persuasion +11
Senses passive Perception 17
Languages any two languages
Challenge 13 (10,000 XP)

Ambush Master. The warmonger can't be surprised
while it is conscious, and has advantage on initiative
rolls.

Combat Leader. The warmonger and each creature of its
choice within 30 feet of it gain a bonus to initiative
rolls equal to the warmonger's Charisma modifier (+5).

Inspiring Battle Cry. Whenever the warmonger rolls
initiative, it and up to four creatures of its choice
within 30 feet of it that can see or hear it gain 10
temporary hit points.

Inspiring Word (3/Long Rest). The warmonger can use a
bonus action to choose another creature that is within
30 feet of it and that can see or hear it. That creature
regains 22 (4d10) hit points.

Veteran. While the warmonger is not incapacitated, no
attack roll has advantage against it.

Actions
Multiattack. The warmonger makes two weapon attacks
and uses its Warmonger's Orders.

Poleaxe. Melee Weapon Attack: +10 to hit, reach 10 ft.,
one target. Hit: 9 (1d10 + 4) slashing damage.

Shortbow. Ranged Weapon Attack: +6 to hit, range
80/320 ft., one target. Hit: 3 (1d6) piercing damage.

Warmonger's Orders. The warmonger chooses a
creature within 30 feet of it and that can see or hear it.
That creature can immediately use its reaction to make
one weapon attack with advantage.

Heart of the Titan (1/Long Rest). The warmonger
unleashes a furious battle cry. It and up to five
creatures of its choice within 30 feet of it that can see
or hear it gains 20 temporary hit points. These hit
points last for one minute. In addition, for the next
minute, if a creature friendly to the warmonger starts
its turn within 30 feet of the warmonger, it gains
advantage on the first attack roll it makes on its turn.

Reactions
Inspiration (3/Long Rest). When a creature that the
warmonger can see fails a saving throw, the warmonger
can use its reaction to allow the creature to reroll the
saving throw. It must use the new roll.

Parry. The warmonger adds 4 to its AC against one
melee attack that would hit it. To do so, the warmonger
must see the attacker and be wielding a melee weapon.

Legendary Actions
The warmonger can take 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature's turn. The warmonger regains spent
legendary actions at the start of its turn.

Weapon Attack. The warmonger makes a weapon 
   attack. 

Command Ally. The warmonger uses its Warmonger's 
   Orders. 

Chessmaster. The warmonger or a creature of its choice 
   within 30 feet of it moves up to half of its speed 
   without provoking opportunity attacks.
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Other
These NPCs represent other warriors that don't fit into one

of the previous categories.

Blade Dancer
Blade dancers are at once brilliant performers and deadly

warriors. Only elves are trained in the art of blade dancing.

Crusader
A crusader is a martial adept whose motives revolve around

enforcing a particular ideal, way of living, or code of conduct.

And, usually, a crusader's methods involve killing those who

disagree with them (though such killing is rarely senseless).
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Blade Dancer
Medium humanoid (any elf), any alignment

Armor Class 16 (breastplate)
Hit Points 110 (17d8 + 34)
Speed 35 ft.

STR DEX CON INT WIS CHA

12 (+1) 18 (+4) 15 (+2) 10 (+0) 15 (+2) 11 (+0)

Saving Throws Str +6, Dex +9
Skills Acrobatics +9, Athletics +6, Perception +7,

Performance +5, Stealth +9
Senses darkvision 60 ft., passive Perception 17
Languages Common, Elvish, Sylvan
Challenge 5 (1,800 XP)

Blade Flurry (1/Short Rest). If the blade dancer uses
its Multiattack on its turn, it can choose to double
the number of attacks it can make using that
action.

Evasion. If the blade dancer is subjected to an effect
that allows it to make a Dexterity saving throw to
take only half damage, the blade dancer instead
takes no damage if it succeeds on the saving throw,
and only half damage if it fails.

Fey Ancestry. The blade dancer has advantage on
saving throws against being charmed, and magic
can't put it to sleep.

Actions
Multiattack. The blade dancer makes three
shortsword attacks, or four shortsword attacks if it
is dual-wielding.

Shortsword. Melee Weapon Attack: +9 to hit, reach
5 ft., one target. Hit: 7 (1d6 + 3) piercing damage.

Reactions
Uncanny Agility. If the blade dancer is hit by a
weapon attack, it can use its reaction to make a
Dexterity (Acrobatics) check. If the check is equal
to or higher than the original attack roll, the
triggering attack misses.

Crusader
Medium humanoid (any race), any alignment

Armor Class 18 (chain mail and shield)
Hit Points 59 (7d8 + 28)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 10 (+0) 18 (+4) 10 (+0) 16 (+3) 12 (+1)

Saving Throws Str +6, Con +7
Skills Athletics +6, Intimidation +4, Perception +6
Senses passive Perception 16
Languages any two languages
Challenge 3 (700 XP)

Furious Counterstrike. The crusader gains a bonus to
attack and damage rolls equal to the current value
of its delayed damage pool divided by 5 (rounded
down).

Smite (3/Long Rest). The crusader can add its
Wisdom modifier to the next melee weapon attack
roll it makes. If the attack hits, the attack deals an
extra 7 (2d6) damage.

Steel Resolve. The crusader has a delayed damage
pool that starts at 0 when it rolls initiative. When it
takes damage, instead of taking that damage to its
hit points, the crusader can add the damage done
to the delayed damage pool. At the end of each of
its turns, the crusader takes damage equal to the
total stored in the delayed damage pool, and the
pool resets to 0. The pool can hold up to 15 points
of damage. If the pool is full, the crusader takes any
leftover damage as normal.

Actions
Multiattack. The crusader makes two bastard sword
attacks.

Bastard Sword. Melee Weapon Attack: +6 to hit,
reach 5 ft., one target. Hit: 7 (1d8 + 3) slashing
damage or 8 (1d10 + 3) slashing damage if used
with two hands.
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Sentry
Sentries can serve multiple purposes, but usually serve as

elite guards or lookouts. Their arrows are deadly, and they

prefer to attack from the shadows where they can take their

time to line up the perfect shot.

Strider
A strider is a powerful ranger accustomed to both fighting

and traveling by itself. They are particularly hardy and

difficult to kill.
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Sentry
Medium humanoid (any race), any alignment

Armor Class 16 (studded leather)
Hit Points 91 (14d8 + 28)
Speed 35 ft.

STR DEX CON INT WIS CHA

11 (+0) 18 (+4) 14 (+2) 10 (+0) 15 (+2) 10 (+0)

Saving Throws Dex +7, Wis +5
Skills Acrobatics +7, Insight +8, Nature +3,

Perception +8, Stealth +10
Senses passive Perception 18
Languages any two languages
Challenge 5 (1,800 XP)

Careful Aim (3/Short Rest). The sentry can use a
bonus action to aim carefully. For the rest of the
current turn, the sentry's ranged weapon attacks
ignore half cover and three-quarters cover, and deal
an extra 7 (2d6) damage on a hit.

Silent Killer. When the sentry is hidden from a
creature, making a ranged weapon attack doesn't
reveal its position, regardless of whether the attack
hit or missed.

Vanish. The sentry can take the Hide action as a
bonus action.

Actions
Multiattack. The sentry makes three longbow
attacks or two melee attacks.

Longbow. Ranged Weapon Attack: +7 to hit, range
150/600 ft., one target. Hit: 8 (1d8 + 4) piercing
damage.

Shortsword. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 7 (1d6 + 4) piercing damage.

Reactions
Skirmisher. If a hostile creature ends its turn within
5 feet of the sentry, the sentry can move up to half
its speed as a reaction without provoking
opportunity attacks.

Strider
Medium humanoid (any race), any alignment

Armor Class 17 (studded leather)
Hit Points 104 (16d8 + 32)
Speed 50 ft.

STR DEX CON INT WIS CHA

10 (+0) 20 (+5) 15 (+2) 11 (+0) 17 (+3) 10 (+0)

Saving Throws Dex +8, Wis +6
Skills Acrobatics +8, Insight +6, Nature +3,

Perception +6, Survival +6
Senses passive Perception 16
Languages any two languages
Challenge 6 (2,300 XP)

Against All Odds. While the strider has less than half
of its hit points remaining, it gains a +2 bonus to
AC.

Lone Wolf. The strider has advantage on attack rolls
against creatures that are at least 5 feet away from
all of the strider's allies, as long as no creature other
than the strider has attacked the target since the
strider's last turn.

Mobile. When the strider makes a melee attack
against a creature, it doesn't provoke opportunity
attacks from that creature for the rest of the turn,
regardless of whether the attack hit or missed.

Quickened March. The strider's travel pace is
doubled whether it is mounted or on foot, as is the
pace of up to 10 of its companions, as long as they
are within 60 feet of the strider and it isn't
incapacitated.

Spellcasting. The strider is a 16th-level spellcaster.
Its spellcasting ability is Wisdom (spell save DC 16,
+8 to hit with spell attacks). The strider has the
following ranger spells prepared:

1st Level (4 slots): hunter's mark, jump, longstrider 
2nd Level (3 slots): animal messenger, locate 
   animals or plants, pass without trace 

3rd Level (3 slots): nondetection, plant growth 
4th Level (2 slots): freedom of movement

Swift Movement. Once on each of the strider's
turns, if it moves at least 10 feet straight toward a
creature and then hits it with a melee weapon
attack, the attack deals an extra 4 (1d8) damage.

Actions
Multiattack. The strider makes four shortsword
attacks or three longbow attacks.

Longbow. Ranged Weapon Attack: +8 to hit, range
150/600 ft., one target. Hit: 9 (1d8 + 5) piercing
damage.

Shortsword. Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 8 (1d6 + 5) piercing damage.
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Swordsage
Medium humanoid (any race), any alignment

Armor Class 18 (plate)
Hit Points 157 (21d8 + 63)
Speed 30 ft.

STR DEX CON INT WIS CHA

17 (+3) 12 (+1) 16 (+3) 11 (+0) 18 (+4) 10 (+0)

Saving Throws Str +7, Con +7, Wis +8
Skills Arcana +4, Athletics +7, Insight +8,  

Perception +8
Senses passive Perception 18
Languages any two languages
Challenge 8 (3,900 XP)

Disciplined Focus. The swordsage has 5 focus dice,
which are d10s. It knows the following discipline
maneuvers from the Swordsage fighter subclass
(detailed in Chapter 1), and can use one by expending a
focus die: Blade Tempest, Burning Blade, Flame Thrust,
Ghost Blade, Magic Athleticism, Rising Phoenix,
Swordsage's Defense. 
    The swordsage can use only one discipline maneuver
per turn. It regains all expended focus dice when it
finishes a long rest.

Evasion. If the swordsage is subjected to an effect that
allows it to make a Dexterity saving throw to take only
half damage, it instead takes no damage if it succeeds
on the saving throw, and only half damage if it fails.

Insightful Strikes. Whenever the swordsage hits with a
weapon attack, it gains a bonus to the damage roll
equal to its Wisdom modifier (+4, not included in
attacks).

Quick Thinking. The swordsage gains a bonus to
initiative rolls equal to its Wisdom modifier (+4).

Sense Magic. The swordsage can cast the detect magic
spell as a ritual.

Actions
Multiattack. The swordsage makes four longsword
attacks.

Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 11 (1d10 + 3) slashing damage.

Reactions
Parry. The swordsage adds 3 to its AC against one
melee attack that would hit it. To do so, the swordsage
must see the attacker and be wielding a melee weapon.

Templar
Medium humanoid (any race), any alignment

Armor Class 18 (chain mail and shield)
Hit Points 85 (10d8 + 40)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 10 (+0) 18 (+4) 10 (+0) 19 (+4) 12 (+1)

Saving Throws Str +7, Con +7
Skills Athletics +7, Intimidation +4, Perception +7
Senses passive Perception 17
Languages any two languages
Challenge 5 (1,800 XP)

Furious Counterstrike. The templar gains a bonus to
attack and damage rolls equal to the current value of its
delayed damage pool divided by 5 (rounded down).

Mettle. When the templar is subjected to an effect that
allows it to make a Constitution or Wisdom saving
throw to take only half damage, it instead takes no
damage if it succeeds on the saving throw, and only
half damage if it fails.

Smite (3/Long Rest). The templar can add its Wisdom
modifier to the next melee weapon attack roll it makes.
If the attack hits, the attack deals an extra 10 (3d6)
damage.

Spellcasting. The templar is a 10th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 15, +7 to
hit with spell attacks). The templar has the following
cleric spells prepared:

Cantrips (at will): sacred flame, spare the dying, 
   thaumaturgy 

1st Level (4 slots): bless, cure wounds, detect evil and 
   good, shield of faith 

2nd Level (3 slots): aid, hold person, lesser restoration

Steel Resolve. The templar has a delayed damage pool
that starts at 0 when it rolls initiative. When it takes
damage, instead of taking that damage to its hit points,
the crusader can add the damage done to the delayed
damage pool. At the end of each of its turns, the
crusader takes damage equal to the total stored in the
delayed damage pool, and the pool resets to 0. The
pool can hold up to 15 points of damage. If the pool is
full, the crusader takes any leftover damage as normal.

War Magic. When the templar uses its action to cast a
spell, it can make one weapon attack as a bonus action.

Actions
Multiattack. The templar makes two mace attacks.

Mace. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) bludgeoning damage plus 3
(1d6) radiant damage.

Healing Touch (1/Long Rest). The templar or a creature
it touches regains 14 (4d6) hit points.
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Swordsage
A swordsage is a mystical warrior with a connection to the

arcane through combat. By coming closer to the mysterious

forces that bind together the multiverse, the warrior learns

techniques that magically amplify its martial ability.

Templar
A crusader with a religious cause, templars can be found

spearheading the causes of deities, churches, and other such

organizations. Their healing makes them invaluable to their

comrades, and their divine power makes them forces of

destruction against their enemies.

 

Warblade
No warrior trains with such furor and enthusiams as a

warblade. Each trains relentlessly until it is an undisputed

master of martial combat, and often travels far and wide to

find worthy opponents. Many warblades make a living as pit

fighters, as they get to test themselves against powerful

creatures times and again to hone their skills.

Zealous Crusader
Only the most powerful crusaders can be called zealous

crusaders. They are said to be strong enough to hold off

entire armies single-handedly or enforce their cause entirely

alone. Indeed, a zealous crusader is a person of legendary

power and import.
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Warblade
Medium humanoid (any race), any alignment

Armor Class 20 (plate and shield)
Hit Points 187 (22d8 + 88)
Speed 30 ft.

STR DEX CON INT WIS CHA

20 (+5) 12 (+1) 18 (+4) 10 (+0) 17 (+3) 18 (+4)

Saving Throws Str +12, Dex +8, Con +8, Wis +7
Skills Athletics +9, Insight +7, Intimidation +8,

Perception +7
Senses passive Perception 17
Languages any two languages
Challenge 12 (8,400 XP)

Battle Ardor. Opportunity attacks made against the
warblade have disadvantage, and the warblade makes
opportunity attacks with advantage. In addition, once
on each of its turns, the warblade can grant itself
advantage on one melee weapon attack.

Battle Clarity. The warblade gains a bonus to Dexterity
and Strength saving throws equal to its Wisdom
modifier (included in saving throws).

Indomitable (3/Long Rest). The warblade can reroll a
saving throw it fails. It must use the new roll.

Second Wind (1/Short Rest). The warblade can use a
bonus action to regain 33 (6d10) hit points.

Weapon Aptitude. The warblade has unparalled mastery
of the longsword, greatsword, and bastard sword. It
gains a +2 bonus on attack rolls with these weapons
(included in attacks).

 
 
 

Actions
Multiattack. The warblade makes two weapon attacks.

Bastard Sword. Melee Weapon Attack: +11 to hit, reach
5 ft., one target. Hit: 9 (1d8 + 5) slashing damage or
10 (1d10 + 5) slashing damage if used with two hands.

Greatsword. Melee Weapon Attack: +11 to hit, reach 5
ft., one target. Hit: 12 (2d6 + 5) slashing damage.

Longsword. Melee Weapon Attack: +11 to hit, reach 5
ft., one target. Hit: 10 (1d10 + 5) slashing damage.

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 4 (1d6 + 1) piercing
damage.

Reactions
Parry-Riposte. The warblade adds 4 to its AC against
one melee attack that would hit it. To do so, the
warblade must see the attacker and be wielding a
melee weapon. If the attack then misses and the
creature is within the warblade's reach, the warblade
can make a melee weapon attack with advantage
against the triggering creature as a part of the same
reaction.

Legendary Actions
The warblade can take 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature's turn. The warblade regains spent
legendary actions at the start of its turn.

Weapon Attack. The warblade makes a weapon attack.
Battle Awareness. The next attack made against the 
   warblade has disadvantage. 

Intimidate (Costs 2 Actions). The warblade targets one 
   enemy it can see within 30 feet of it. If the target 
   can see and hear it, the target must succeed on a DC 
   16 Wisdom saving throw or be frightened until the 
   end of the warblade's next turn.

CHAPTER 4 | NPCS



202

Zealous Crusader
Medium humanoid (any race), any alignment

Armor Class 18 (plate)
Hit Points 228 (24d8 + 120)
Speed 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 14 (+2) 20 (+5) 11 (+0) 16 (+3) 12 (+1)

Saving Throws Str +9, Dex +7, Con +10
Skills Athletics +9, Intimidation +6, Perception +8
Senses passive Perception 18
Languages any two languages
Challenge 14 (11,500 XP)

Furious Counterstrike. The crusader gains a bonus to
attack and damage rolls equal to the current value of its
delayed damage pool divided by 5 (rounded down).

Mettle. When the crusader is subjected to an effect
that allows it to make a Constitution or Wisdom saving
throw to take only half damage, it instead takes no
damage if it succeeds on the saving throw, and only
half damage if it fails.

Invincible (1/Long Rest). At the end of the crusader's
turn, it can choose to reset its delayed damage pool to
0 without taking damage.

Ruthless Zealot. When the crusader has 0 hit points, it
isn't unconscious and can take turns normally.
However, it must still make death saving throws
normally and suffers the normal effects of taking
damage while at 0 hit points. If the crusader succeeds
on 3 death saving throws, it regains 1 hit point.

Smite. The crusader's melee weapon attacks deal an
extra 7 (2d6) damage on a hit (included in attacks).

Steel Resolve. The crusader has a delayed damage pool
that starts at 0 when it rolls initiative. When it takes
damage, instead of taking that damage to its hit points,
the crusader can add the damage done to the delayed
damage pool. At the end of each of its turns, the
crusader takes damage equal to the total stored in the
delayed damage pool, and the pool resets to 0. The
pool can hold up to 30 points of damage. If the pool is
full, the crusader takes any leftover damage as normal.

Zealous Battle Cry (Recharge 6). The crusader can use its
bonus action to shout a battle cry. The crusader and up
to 10 other creatures of its choice that are within 60
feet of it and that can see or hear it gain advantage on
attack rolls until the start of the crusader's next turn.

Zealous Critical. Whenever the crusader scores a critical
hit with a weapon attack, the attack deals an extra 20
damage.

Zealous Surge (3/Long Rest). The crusader can reroll a
saving throw it fails. It must use the new roll.

Actions
Multiattack. The crusader makes three greatsword
attacks or one heavy crossbow attack.

Greatsword. Melee Weapon Attack: +9 to hit, reach 5
ft., one target. Hit: 11 (2d6 + 4) plus 7 (2d6) slashing
damage.

Heavy Crossbow. Ranged Weapon Attack: +7 to hit,
range 100/400 ft., one target. Hit: 7 (1d10 + 2)
piercing damage.
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