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Introduction to Advanced Options

A
dvanced Options are supplemental rules for 5th

edition D&D which provide many exciting new

ways to customize your character. This does not

replace the rules you use to play at the table,

such as initiative, attack rolls, ability checks,

etc. Advanced class options gives players more

choices for building characters with changes to

level progression, class features, and feats as presented in the

Player’s Handbook.

Why?
Dungeons & Dragons 5th edition is a great game system and

there is elegance in its simplicity. However, many players

desire to fine tune characters more, and/or would like to see

a greater variety between characters.

The goal of Advanced Options is to add depth without

complexity, to retain the enjoyable ease of gameplay by

keeping D&D 5e’s core mechanics while allowing more

freedom to customize your character the way you want it.

Being able to select features from more than one subclass

opens up character progression options that fit narrative arcs

which were not previously accommodated. A few examples

are: a wizard who is adept in manipulating evocation's

destructive energies, but after a tragic accident decides to

pursue studies in abjuration’s protective magics; a cleric

whose god has purview over more than one domain and is

granted power in each of them; or a solitary ranger that

bonds with a panther and learns to hunt with it, as a Hunter

and a Beastmaster.

In addition to allowing multiple subclasses, other options

have also expanded for multiclassing so you can, for example,

create a fighter that discovers or awakens a latent gift of

inner magical power, becoming an eldritch knight that casts

spells innately like a sorcerer.

What are the Changes?
The changes are summarized here, in the categories of

classes, feats, proficiencies, and spellcasting.

Class Advancement
Class tables herein show the first fundamental change in

Advanced Options: at every level increase, you gain at least

one feature or an ability score increase. Further, instead of

gaining an assigned feature specific to your level, you get to

choose which feature you want.

When you gain a level and “Feature” appears in your class

table, you can select any feature available to your class(es)

and subclass(es), subject to prerequisites. With DM approval,

you can select features from multiple subclasses as you gain

levels, but you must acquire the first feature available to a

subclass (to “unlock” it) before you can select other features

from it at future levels.

When you gain a level and "Ability Score +1" appears in

your class table, increase one of your character's ability

scores by one. These smaller increases are gained more

frequently. If your DM is allowing feats, you can instead

choose an Advanced Feat*.

NOTE: Most features and feats have been modified to

balance them or modify them as necessary to work within the

framework for Advanced Options. Any feature previously

granting “Proficiency” in a weapon or skill has been

reworded to include a number of proficiency points for those

who wish to use Advanced Proficiencies (see below). New

subclasses or features have also been added for most classes.

Advanced Feature Requirements
Each class description contains a section listing all features

available. In those lists, symbols appear next to the names of

features that have requirements, as explained here.

◦ A bullet symbol indicates the first feature of a subclass.

Acquiring this feature effectively “unlocks” the subclass and

is required before other features can be selected from that

subclass.

[ ] A number in brackets next to a feature indicates the

character level required to select this feature.

† A cross symbol will appear along with a number next to

the final feature of a subclass - a "capstone" which is the most

powerful feature of the subclass. This indicates the number

of features from that same subclass you must have before

this feature can be selected.

Advanced Feats
Advanced characters gain smaller ability score increases

more frequently: +1 every other level or more, instead of +2

every four levels. Therefore, feats have been modified to be

equivalent to a +1 bonus to an ability score. All feats are

detailed after the class descriptions.

Characters will not lose options this way, as any function or

utility removed from a feat to balance it with a +1 bonus has

been added to a new feat, with a reference to the new feat

name in the original feat. Fourteen of the original 42 feats in

the Player's Handbook were broken down into multiple feats,

while ability score increases were simply removed from the

other feats.

Dozens or feats, some specific to multiclassing, have also

been added. This gives players a selection of 88 unique feats

from which to choose.

Spell Points
Some prefer to use spell points instead of spell slots. For that

reason, Spell Points are shown in each applicable class table,

instead of the spell slot "tree." Refer to your class table in the

Player's Handbook if you prefer using spell slots instead.

One spell point simply equates to one spell level. So a 1st

level spell costs 1 spell point to cast, a 2nd level spell costs 2

spell points, etc. Whenever a rule refers to using a "spell slot”,

an equivalent number of spell points is used. (e.g. an ability

that would restore a 5th level spell slot would instead restore

5 spell points.)

Details appear in the Spellcasting feature for each class.
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Advanced Proficiencies
This option further increases character customization but is

separate from, and not required to use, other Advanced

Options.

With this variant, characters do not have one “proficiency

bonus” value. Instead, each skill, weapon, and saving throw

has its own bonus. Whenever you earn a level, your class

grants a certain number of proficiency points in each

category, as seen in each class section. You spend these

points to increase your proficiency bonus for specific saving

throws, skills, and weapons as desired.

A character can spend no more points in a proficiency than

the maximum for his level. The proficiency column in each

class table is therefore re-named “proficiency maximum.”

Proficiency Options
The options detailed below allow yet another layer of

additional character customization, but are not required to

use other options provided in the rest of this book.

Proficiency Option: Weapon Groups
You may spend two proficiency points to gain +1 proficiency

in a weapon group, instead of a specific weapon.

Weapons can be grouped by both damage type (e.g.

piercing, slashing) and a property (heavy, finess, etc.). For

example, a fighter who wants to be proficient with bladed

weapons could chose the group "heavy slashing" weapons.

He would then apply his weapon group proficiency bonus to

any weapon he uses that both deals slashing damage and has

the heavy property.

Proficiency Option: Specialization
Prerequisite: 4th Level. 

You can specialize in one weapon or skill by spending two

proficiency points of the appropriate type. (You may not

specialize in a saving throw.)

Note that you may choose to not spend proficiency points

when you level, so that you will have saved points with which

to specialize later.

Weapon Specialization Add half of your proficiency

bonus, rounded down, to your damage rolls with the selected

weapon. You can specialize in a weapon only once, but you

can specialize in multiple weapons.

Skill Specialization You may re-roll any check using the

specialized skill, once, if the result on the die is lower than

your proficiency bonus.

Mastery. Prerequisites: 11th Level, specialization in the

proficiency for which you choose mastery.

To attain mastery, spend two proficiency points on a

weapon or skill in which you already have the maximum

proficiency bonus for your level. You gain a +1 bonus with that

proficiency that does not count towards your maximum

proficiency for your level, and does not affect increasing your

proficiency in later levels. You may not attain mastery in a

proficiency more than once. If your character has Expertise

in a skill, this mastery bonus is not doubled.

Skill vs. Ability Scores
This is another option available if your group is using

advanced proficiencies.

Regarding Power
While improvements have been made to many of the features

in Advanced Options, each change was made in the interest of

fixing issues where some classes were behind, and/or to

remove unecessary restrictions and make them feel more fun.

None of the individual features have been unbalanced.

However, given the flexibility of character design, it is possible

that a savvy player will find a powerful combination. It is

ultimately up to each DM to decide if a certain build/feature

combination is too effective or powerful for a game.

Character Option: Skill vs. Ability
Should every good fighter have to be a hulking
brute or an elf of legendary finesse? Does every
powerful sorcerer need be the world’s most
charming creature?

This option requires use of advanced
proficiencies. It allows you to play a character that
doesn't require high ability scores to be as capable
as any other character. Your character will express
power though skill, right from the start, rather than
being limited by the six ability scores.

After determining your ability scores, you may
choose to increase a skill, weapon (or weapon
group), and/or saving throws proficiency, so long
as your total bonus does not exceed the maximum
determined by your DM. Generally, this maximum
should be no more than proficiency bonus (based
on party level) + the party’s highest ability modifier.

The result is that the total bonus achievable by
adding proficiency and ability modifiers will be
equal between party members whether they use
this option or not.

For example: Arthur’s DM allows characters to
have a starting ability score of up to 18. At level
one the normal (maximum) Proficiency bonus is
+2, therefore the maximum bonus Arthur’s DM
allows is +6 (4 ability + 2 proficiency). Arthur’s
fighter has 16 strength, so he chooses to increase
his longsword proficiency to +3. He spends 3
proficiency points for longsword, so his total attack
bonus will be +6 (+3 Strength, +3 Proficiency),
which is equal to his orc barbarian friend who has
an 18 Strength and a +2 Proficiency bonus.

At 5th level, when the normal maximum
proficiency is +3, his proficiencies can increase to
+4, provided his ability score hasn’t increased to
make his total bonus exceed +7.

4





Barbarian Class Features
As a barbarian, you gain the following class features.

Hit Points
Hit Dice: 1d12 per barbarian level

Hit Points at 1st Level: 12 + your Constitution modifier

Hit Points at Higher Levels: 7 + Constitution modifier

Proficiencies
Armor: Light armor, medium armor, shields

After 1st level: shields or light armor

Weapons: 8 weapon proficiency points at 1st level.

After 1st level: 1 weapon proficiency point per level.

Choose from any simple or martial weapons.

Skills: 4 skill proficiency points at first level.

After 1st level: 1 skill proficiency point per level.

Choose from Animal Handling, Athletics, Intimidation,

Nature, Perception, and Survival.

Saving Throws: 2 saving throw proficiency at 1st level.

After 1st level: 1 saving throw proficiency per level.

Choose from Strength and Constitution.

Tools: None

Starting Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) a martial weapon and a shield or (b) two martial

weapons

(a) five javelins or (b) any simple melee weapon

10 lint fluffs

*(All Barbarian features detailed later have been updated or

summarized; see the Player’s Handbook for original text.)

The Barbarian

Level
Proficiency

Max Features
Rage

Damage

1st +2 Rage, Unarmored
Defense

+2

2nd +2 Ability Score +1, Primal
Path

+2

3rd +2 Feature +2

4th +2 Ability Score +1 +2

5th +3 Feature, Extra Attack +2

6th +3 Ability Score +1 +3

7th +3 Feature +3

8th +3 Ability Score +1 +3

9th +4 Feature +3

10th +4 Ability Score +1 +3

11th +4 Feature +4

12th +4 Ability Score +1 +4

13th +5 Feature +4

14th +5 Ability Score +1 +4

15th +5 Feature +4

16th +5 Ability Score +1 +5

17th +6 Feature +5

18th +6 Ability Score +1 +5

19th +6 Feature +5

20th +6 Ability Score +1 +5

Barbarian Features List
A list of the features available to the barbarian, including path

features, is listed below for convenience.

Barbarian Class Features

Rage Feral Instincts

Unarmored Defense Extra Attack [5]

Reckless Attack Indomitable Might [7]

Danger Sense Persistent Rage [7]

Fast Movement Relentless Rage [9]

Brutal Critical Primal Champion [17]

Berserker Features Totem Warrior Features

Frenzy ◦ Totem Spirit ◦

Mindless Rage Spirit Seeker

Intimidating Presence Aspect of the Beast

Retaliation Totemic Attunement

Deathless Frenzy †4 Guardian Totem †4
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Barbarian Features
Rage
In battle, you can fight with unmatched ferocity. On your turn,

you can enter a rage as a bonus action. While raging, you gain

the following benefits:

• You have advantage on Strength checks and Strength saves.

• You gain a +2 bonus to melee damage rolls. If you are

wielding a single weapon in both hands, double this damage

bonus. This bonus increases as you gain barbarian levels, per

the Barbarian level chart.

• You have resistance to bludgeoning, piercing, and slashing

damage.

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

knocked unconscious, or if your turn ends and you haven’t

attacked a creature or taken damage since your last turn.

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

concentrate to maintain them while raging.

You must finish a short or long rest after you rage, or suffer

a level of exhaustion at the end of a rage used after the first.

Unarmored Defense
Add your Constitution modifier to Armor Class when you are

not wearing armor.

Reckless Attack
You can grant yourself advantage on melee attack rolls during

your turn. If you do, attack rolls against you have advantage

until your next turn.

Danger Sense
You have advantage on Dexterity saving throws against traps

and spells, as long as you are not blinded, deafened, or

incapacitated..

Fast Movement
Your speed is increased by +10 feet while you are not wearing

heavy armor.

Feral Instinct
You have advantage on initiative rolls. 

Also, if you are surprised and not incapacitated, you can act

normally on your first turn if you use rage.

Extra Attack
You can attack twice when you take the Attack action.

Brutal Critical
When you score a critical hit with a melee attack, roll an

additional weapon damage die when determining the critical

hit’s extra damage. Gain an additional bonus damage die at

11th and 17th level.

Persistent Rage
Your rage ends only if you fall unconscious or if you choose to

end it.

Indomitable Might
Whenever you make a Stength check, you can use your

Strength score in place of your result if your Strength score

is higher.

Relentless Rage
When you are reduced to 0 hit points while in a rage, you can

make a DC 10 Constitution save to stay at 1 hit point. This

DC increases +5 with each use until you finish any rest.

Primal Champion
Increase your Strength and Constitution scores by 4 each, to

a maximum of 24.

Primal Paths
Path of the Berserker
You follow the berserker's way, and thrill in the chaos of

battle, your wrath uncontrollable. Concern for your own

safety is lost in a frenzy so intense that it becomes a state

without fear.

Frenzy
You can choose to Frenzy when you activate your Rage. If you

do, you can make an additional melee attack as a bonus

action each turn. If you do, suffer one level of exhaustion

when rage ends.

Mindless Rage
While in a rage, you are immune to the charmed and

frightened conditions. Additinaly, end these effects on you

when you rage.

Intimidating Presence
As an action you can choose one creature you can see and

that can see you, within 30 feet. It makes a Wisdom save (DC

8 + Intimidate Proficiency + Str mod) or becomes frightened

of you for 1 round. You can use a bonus action each turn

thereafter to extend this duration 1 round. This effect ends if

the creature ends its turn out of line of sight and more than

60 feet away from you. If a creature succeeds on its save, you

can’t use this feature on it for 24 hours.

Retaliation
When you take damage from a creature within your reach,

you can use your reaction to make a melee attack against that

creature.

Deathless Frenzy
While raging, you do not fall unconscious due to dropping to

0 hit points, but you still have to make death saving throws

while at 0 hit points. If your rage ends while you have 0 hit

points, you fall unconscious.
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Path of the Totem Warrior
The barbarian on this path undertakes a spiritual journey,

gaining the aid of spirit animals. In battle, your totem spirit

grants you might and adds magical fuel to your rage.

Totem Spirit
When you rage, choose one totem spirit below to gain its

benefits:

Bear. While raging, you have resistance to all damage

except psychic damage.

Eagle. While raging, other creatures have disadvantage on

opportunity attack rolls against you, and you can use the

Dash action as a bonus action on your turn.

Wolf. While raging, others have advantage on attack rolls

against any hostile creature within your reach.

Aspect of the Beast
When you finish a short or long rest, choose an aspect from

one animal to benefit from until you rest again and choose a

different one:

Bear. Your carrying capacity doubles, and you have

advantage on Strength checks to push, pull, lift, or break.

Eagle. You gain the sight of an eagle. You can see up to 1

mile away with no difficulty, and you’re able to discern

even fine details as though looking at something no more

than 100 feet away. Dim light doesn’t impose disadvantage

on your Perception checks.

Wolf. You can track other creatures while traveling at a

fast pace, and you can move stealthily while traveling at a

normal pace (see chapter 8 of the Player’s Handbook for

travel rules).

Spirit Seeker
You gain the ability to cast the beast sense and speak with

animals spells, and at 10th level, commune with nature - each

only as rituals (see the Player’s Handbook, chapter 10). When

you commune, a spirit version of your totem animal appears

to convey the information you seek.

Totemic Attunement
When you rage, you can chose a benefit from one of the

animal spirits below:

Bear. While raging, any creature within 5 feet of you has

disadvantage on attack rolls against targets other than you

or another character with this feature. An enemy is

immune to this if it can’t see or hear you or if it can’t be

frightened.

Eagle. While raging, you have a flying speed equal to your

walking speed. This works in short bursts; you fall if you

end your turn in the air and nothing else is holding you

aloft.

Wolf. While raging, you can use a bonus action on your

turn to knock a Large or smaller creature prone when you

hit it with a melee weapon attack.

.

Guardian Totem
*(feature not it the Player’s Handbook)

You gain advantage on all Wisdom checks and saving

throws.

Further, hidden creatures, traps, and other threats you are

unaware of do not gain advantage on their attack rolls against

you.

You can also invoke your totem spirit to cause one attack

that just hit you to miss you instead, or to succeed on a saving

throw you just failed. If you do so, you lose all benefits of this

feature, including this invocation, until you finish a short rest.
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Lifedrinker
Prerequisite: 9th level; Pact of the Blade

When you hit a creature with your pact weapon, the creature

takes extra necrotic damage equal to your Charisma modifier

and you gain an equal number of temporary hit points if it

wounds the creature.

Mask of Many Faces
You can cast disguise self at will, without using a spell slot.

Master of Myriad Forms
Prerequisite: 11th level

You can cast alter self at will, without using a spell slot.

Minions of Chaos
Prerequisite: 9th level

You can cast conjure elemental using a warlock spell slot.

Mire the Mind
Prerequisite: 5th level

You can cast slow using a warlock spell slot.

Misty Visions
You can cast silent image at will, without using a spell slot.

One with Shadows
Prerequisite: 5th level

When you are in an area of dim light or darkness, you can use

your action to become invisible until you move or attack.

Otherworldly Leap
Prerequisite: 5th level

You can cast jump on yourself at will, without using a spell

slot.

Sculptor of Flesh
Prerequisite: 7th level

You can cast polymorph using a warlock spell slot.

Sign of Ill Omen
Prerequisite: 5th level

You can cast bestow curse using a warlock spell slot.

Thief of Five Fates
You can cast bane using a warlock spell slot.

Thirsting Blade
Prerequisite: 5th level; Pact of the Blade

You can attack twice when you take the Attack action.

Whispers of the Grave
Prerequisite: 5th level

You can cast speak with dead at will, without using a spell

slot.

Witch Sight
Prerequisite: 11th level

You can see the true form of any shapechanger or creature

concealed by illusion or transmutation magic while it is

within 60 feet of you and in line of sight.
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The Wizard

Level Proficiency Maximum Features Cantrips Known Spell Level Spell Points

1st +2 Spellcasting, Arcane Recovery 4 1st 4

2nd +2 Ability Score +1, Arcane Tradition 4 1st 6

3rd +2 Feature 4 2nd 10

4th +2 Ability Score +1 4 2nd 14

5th +3 Feature 5 3rd 18

6th +3 Ability Score +1 5 3rd 22

7th +3 Feature 5 4th 26

8th +3 Ability Score +1 5 4th 30

9th +4 Feature 5 5th 34

10th +4 Ability Score +1 6 5th 38

11th +4 Feature 6 6th 44

12th +4 Ability Score +1 6 6th 48

13th +5 Feature 6 7th 52

14th +5 Ability Score +1 6 7th 56

15th +5 Feature 6 8th 60

16th +5 Ability Score +1 6 8th 64

17th +6 Feature 6 9th 68

18th +6 Ability Score +1 6 9th 72

19th +6 Feature 6 9th 76

20th +6 Feature, Ability Score +1 6 9th 80

Wizard Class Features
As a wizard , you gain the following class features.

Hit Points
Hit Dice: 1d6 per class level

Hit Points at 1st Level: 6 + your Constitution modifier

Hit Points at Higher Levels: 4 + Constitution modifier

Starting Equipment
You start with the following equipment, in addition to the

equipment granted by your background:
(a) a quarterstaff or (c) a dagger

(a) a component pouch or (b) an arcane focus

(a) a scholar's pack or (b) an explorer's pack

A spellbook

*(All Wizard features detailed later have been updated or

summarized; see the Player’s Handbook for original text.)

Proficiencies
Armor: none

Weapons: 4 weapon proficiency points at 1st level.

After 1st level: 1 weapon proficiency point every odd level.

Choose from daggers, darts, slings, quarterstaffs, light

crossbows.

Skills: 4 skill proficiency points at first level.

After 1st level: 1 skill proficiency point per level.

Choose from Arcana, History, Insight, Investigation,

Medicine, Nature and Religion.

Saving Throws: 2 saving throw proficiency at 1st level.

After 1st level: 1 saving throw proficiency per level.

Choose from Intelligence and Wisdom.

Tools: None
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Wizard Features List
A list of the features available to the wizard, including

tradition school features, is listed below for convenience.

Wizard Class Features

Spellcasting Gifted Researcher

Arcane Recovery Esoteric Knowledge

Arcane Tradition Spell Mastery [9]

Savant Signature Spells [13]

School of Abjuration School of Conjuration

Arcane Ward ◦ Minor Conjuration ◦

Projected Ward Benign Transposition

Improved Abjuration Focused Conjuration

Spell Resistance †3 Durable Summon †3

School of Divination School of Enchantment

Portent ◦ Hypnotic Gaze ◦

Expert Divination Instinctive Charm

The Third Eye Split Enchantment

Greater Portent †3 Alter Memories †3

School of Evocation School of Illusion

Empowered Evocation ◦ Improved Illusions ◦

Potent Cantrips Malleable Illusions

Sculpt Spells Illusory Self

Overchannel †3 Illusory Reality †3

School of Necromancy School of Transmutation

Grim Harvest ◦ Minor Alchemy ◦

Undead Thralls Transmuter's Stone

Inured to Undeath Shapechanger

Command Undead †3 Master Transmuter †3

Spellcasting
As a student of knowledge and arcane magic you have a

spellbook which you use to record and prepare your spells.

Cantrips. At 1st level you know four cantrips of your

choice from the wizard spell list, which you can cast at-will.

You learn more as you level, per the wizard table.

Spellbook. You have a spellbook that contains the spells

you know. It starts with six 1st-level spells of your choice

from the wizard spell list. Each time you gain a wizard level,

add two new spells to your spellbook. They must be of a level

that you can cast, as noted on the wizard table.

On your adventures, you might find other spells that you

can add to your spellbook (see “Your Spellbook” sidebar).

Preparing and Casting Spells. You prepare a list of spells

that are available for you to cast from your spellbook. To do

so, choose a number of spells from your spellbook equal to

your Intelligence modifier + your wizard level. The spells

must be of a level you can cast, per the wizard table.

You can change your list of prepared spells when you finish

a long rest.

When you cast a spell, you spend a number of spell points

equal to the spell’s level. Your level determines the number of

spell points you have available, as noted in the wizard table.

You must complete a long rest to regain spent spell points.

You may choose to cast a spell at a higher level and spend

points appropriate to the increased level. For example, if you

know the 1st-level spell magic missile, you can cast it as a

2nd-level spell by spending 2 spell points.

6th level and higher. By repeatedly channeling the

powerful energy of high level spells you will tire your mortal

body. When you cast a 6th level or higher spell, if you have

already cast a spell of the same level since taking a long rest,

you must make a Constitution check with a DC equal to 10 +

the spell’s level. If you fail, you suffer one level of exhaustion.

Magic Ability. Intelligence is your magic ability for your

wizard spells. It determines your spell save DC and attacks.

Spell Save DC = 8 + your (Arcana) proficiency bonus + your

Intelligence modifier

Spell Attack modifier = your (Arcana) proficiency bonus +

your Intelligence modifier

Your Spellbook
The spells you add to your spellbook as you gain
levels reflect your arcane research. You might find
other spells during your adventures. You could
discover a spell recorded on a scroll in a chest, for
example, or in a tome in an ancient library. 
Copying a Spell into your book. When you find a
spell of 1st level or higher, you can add it to your
spellbook if it is of a level you can cast, if you can
spare the time to decipher and copy it. 
Copying a spell involves reproducing the form and
deciphering the system of notation used by the
wizard who wrote it. You must practice the spell
until you understand the sounds or gestures
required, then transcribe it into your spellbook
using your own notation. 
For each level of the spell, the process takes 2
hours and costs 50 gp. The cost represents the
components to experiment and the fine inks
needed to record it. 
Replacing the Book. You can copy a spell from your
own spellbook into another book, if you want to
make a backup copy. This is like copying a new
spell, but faster and easier since you already know
the spell and your notes. You spend only 1 hour
and 10 gp for each level of the copied spell. 
If you lose your spellbook, you can use the same
procedure to transcribe the spells that you have
prepared into a new spellbook. Filling out the
remainder of your spellbook requires you to find
new spells, as normal. 
The Book's Appearance. Your spellbook is a unique
compilation of spells, with its own decorative
flourishes and margin notes. It might be a plain
leather volume, a finely bound tome with night-
blue bindings and silver runes that you found in
ancient ruins, or even a loose collection of notes
scrounged together after you lost your previous
spellbook in a mishap.
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Arcane Tradition
Choose a school of magic as the focus of your current

magical studies, as detailed below. When you gain a new

feature it can be selected from any school.

Arcane Recovery
If you spend 1 hour studying your spellbook during a short

rest, you regain spell points equal to 1/2 your level.

Savant
You can prepare a number of additional spells equal to your

Intelligence modifier after you finish a long rest.

Additionally, when you finish a short rest, you can prepare

a number of new spells equal to your Intelligence modifier, by

trading out an equal number of spells previously prepared.

Gifted Researcher
The gold and time you must spend to copy a spell into your

spellbook is halved.

Additionally, whenever you gain a new wizard level, you

learn three new spells instead of two.

Esoteric Knowledge
Choose two spells from any class spell list that are of a level

that you can cast and add them to your spellbook. Those

spells are wizard spells for you.

Spell Mastery
Pick two spells in your spellbook up to 2nd level. You can cast

the lowest-level version of those spells without using a spell

slot. By spending 8 hours in study, you can change one or

both of the spells.

Signature Spells
Choose two spells in your spellbook up to 4th level. You

always have these spells prepared and they don’t count

against the number of spells you can prepare.

You can cast each of these spells once without expending a

spell slot. You can do so again after you finish a short or long

rest.

Arcane Traditions
Through the ages, wizards have cataloged numerous spells,

grouping them into categories called schools. In some places,

the schools of magic are literally schools. Even wizards who

train apprentices in the solitude of their towers use the

division of schools as a learning device.

School of Abjuration
Abjuration emphasizes magic that blocks, banishes, or

protects. You understand that ending harmful effects,

protecting the weak, and banishing evil influences is a proud

vocation.

Arcane Ward
You can weave magic around yourself for protection. When

you cast an abjuration spell, you can simultaneously use

some of the spell's magic to create a ward that lasts until you

finish a long rest. The ward has hit points equal to twice your

wizard level + twice your Intelligence modifier. Whenever you

take damage, the ward takes the damage instead. If this

damage reduces the ward to 0 hit points, you take any

remaining damage.

Whenever you cast an abjuration spell of 1st level or higher,

the ward regains hit points equal to twice the spell’s level +

your Intelligence modifier.

Projected Ward
When a creature within 30 feet of you takes damage, you can

use your reaction to cause your Arcane Ward to absorb that

damage. If the damage reduces the ward to 0 hit points, the

warded creature takes any remaining damage.

Improved Abjuration
When you cast an abjuration spell that requires you to make

an ability check as part of casting that spell (as in

counterspell and dispel magic), add your (Arcana) proficiency

bonus to the check.

Spell Resistance
You have advantage on saving throws against spells. Further,

you have resistance against the damage of spells.

School of Conjuration
A conjurer favors spells that produce objects and creatures

out of thin air. You can conjure clouds of killing fog or

summon creatures from beyond to fight on your behalf. As

your mastery grows you learn spells of transportation and

teleportation.

Minor Conjuration
You can use your action to conjure an inanimate object into

your hand or onto the ground within 10 feet. This object is

not magical and can be up to 3 feet on a side and weigh up to

10 pounds. It's form must be that of an object that you have

seen and if it has a value higher than 50 gp, it lasts for one 1

hour before disappearing.

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

finish a short or long rest.

Benign Transposition
You can use your action to teleport up to 60 feet, to an

unoccupied space that you can see.

Alternatively you can choose a space that is occupied by a

small or medium creature; if the creature is willing, you both

teleport, swapping places.

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

finish a short or long rest, or you cast a conjuration spell of

1st level or higher.

Focused Conjuration
While you are concentrating on a conjuration spell, your

concentration can’t be broken as a result of taking damage.
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Durable Summons
Any creature you summon or create with a conjuration spell

has 30 temporary hit points and receives a bonus on its

damage rolls equal to your Intelligence modifier.

School of Divination
The counsel of a diviner is sought by royalty and commoners

alike, for all seek a clearer understanding of the past, present,

and especially, the future. As a diviner you strive to part the

veils of spacetime and consciousness to see clearly.

Portent
Glimpses of the future begin to press in on your awareness.

When you finish a long rest, roll two d20’s and record the

numbers rolled. You can replace any attack roll, saving throw,

or ability check made by yourself or a creature than you can

see with one of these foretelling rolls. You must choose to do

so before the result, and you can do this only once per turn.

Expert Divination
Casting divination spells comes so easy to you that it expends

only a fraction of your efforts. When you cast a divination

spell, you regain spell points equal to the level of the spell –1.

The Third Eye
You can use an action to increase your powers of perception.

When you do so, choose one of the following benefits, which

last until you are incapacitated, or you take a rest:

Darkvision. Gain darkvision out to a range of 60 feet.

Ethereal Sight. You can see 60 feet into the Ethereal

plane.

Greater Comprehension. You can read any language.

See Invisibility. You can see invisible creatures and

objects.

Greater Portent
The visions in your dreams intensify and paint a more

accurate picture in your mind of what is to come.

You roll three d20’s for the Portent feature and you can use

them after you know the result of any roll.

School of Enchantment
You hone your ability to entrance and beguile other people

and creatures. Some enchanters are peacemakers who

bewitch the violent to lay down their arms and charm the

cruel to show mercy. Others are tyrants who bind the

unwilling into service.

Hypnotic Gaze
Your soft words and enchanting gaze can magically enthrall

another creature. As an action, choose one creature within 5

feet of you. If the target can see or hear you, it must succeed

on a Wisdom saving throw against your wizard spell save DC

or be charmed by you for 1 round. The creature is

incapacitated and visibly dazed.

On subsequent turns, you can use your action to maintain

this effect, extending its duration until the end of your next

turn. The effect ends if you move more than 5 feet away from

the creature, or if the creature takes damage.

Once the effect ends, or if the creature succeeds on its

saving throw, you can’t use this feature on it for one day.

Instinctive Charm
When a creature within 30 feet makes an attack roll against

you, you can use your reaction to divert the attack, provided

that another creature is within the attack’s range. The

attacker must make a Wisdom saving throw against your

spell save DC. On a failed save, the creature must target the

creature that is closest to it, not including itself or you. If

multiple creatures are closest, the attacker chooses which to

target. On a successful save, you can’t use this feature on the

attacker again for one day.

Split Enchantment
When you cast an enchantment spell that targets only one

creature, you can have it target a second creature.

Alter Memories
When a creature is charmed by a spell you cast, you can alter

the creature’s perceptions so that it is unaware of the fact that

you cast the spell on it and therefore perceives its charmed

behavior as non-magical. Once before the spell expires, you

can use your action to try to make the creature forget some of

the time during which it was charmed. If you do so, the

creature must succeed on a Wisdom saving throw against

your spell save DC or forget a number of hours up to 1 + your

Intelligence modifier.

School of Evocation
You focus your study on magic that creates powerful

elemental effects such as bitter cold, searing flame, cracking

lighting, and burning acid. Some evokers find employment in

military forces, serving as artillery to blast enemy armies

from afar.

Empowered Evocation
When you roll damage for an evocation spell you cast, add

your Intelligence modifier to the damage.

Potent Cantrips
When casting a cantrip, treat your level as 5 higher for the

purposes of determining increased damage or effect.

Sculpt Spells
When you cast an evocation spell that affects other creatures,

you can choose any number of creatures. The chosen

creatures automatically succeed on their saving throws

against the spell, and they take no damage if they would

normally take half damage.

Overchannel
When you cast a spell of 5th level or lower that deals damage,

you can deal maximum damage with that spell.

The first time you do so, you suffer no adverse effects. If

you use this feature again before you finish a short or long

rest, you take 1d8 damage, plus 1d8 damage for each level of

the spell. Each additional use of this feature before a rest

increases the damage by 1d8. This damage ignores

resistance and immunity.
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School of Illusion
You study magic that dazzles the senses and befuddles the

mind. A subtle magic that makes the impossible seem real.

Improved Minor Illusion
You learn the minor illusion cantrip and when you cast it you

can make both a sound and image with one casting.

Malleable Illusions
When you cast an illusion spell that has a duration, you can

use your action to change the nature of that illusion.

Illusory Self
You can create an illusory duplicate of yourself when in

danger. When a creature makes an attack roll against you,

you can use your reaction to make an illusory duplicate

between you and your attacker. The attack automatically

misses you and destroys the illusion.

Once you use this ability, you cannot use it again until you

finish a short or long rest, or cast an illusion spell of 1st level

or higher.

Illusory Reality
You have learned the secret of weaving shadow magic into

your illusions to make them semi-real. When you cast an

illusion spell of 1st level or higher, you can choose one

inanimate, non-magical object that is part of the illusion and

make that object real. You can do this on your turn as a bonus

action, at any time within the spell's duration. The object

remains real for 1 minute and can be of any size within the

spell’s area of effect. For example, you can create an illusion

of a bridge over a chasm and then make it real long enough

for your allies to cross.

School of Necromancy
Necromancy explores the cosmic forces of life, death, and

undeath. As you focus your studies, you learn to manipulate

the energy that animates all living things, then to sap the life

force from creatures as you destroy their bodies.

Grim Harvest
You can reap life energy from creatures you kill. Once per

turn when you kill one or more creatures with a spell, you

regain hit points equal to twice the spell’s level, or three times

the spell level if it was a Necromancy spell.

You don’t gain this benefit for killing undead or constructs.

Undead Thralls
Add the animate dead spell to your spellbook. When you cast

animate dead, you can target one additional corpse or pile of

bones, creating another zombie or skeleton. Undead you

create gain the following:

Their hit point maximum is increased by an amount equal

to your level

Add your Intelligence bonus to its weapon damage rolls.

Inured to Undeath
You have resistance to necrotic damage, and your hit point

maximum can’t be reduced. You spend so much time dealing

with negative energy that you have become inured to the

worst effects.

Command Undead
You can use magic to bring undead under your control, even

those created by other wizards.

As an action, choose one undead that you can see within

60 feet. That creature must make a Charisma saving throw

against your spell save DC. If it succeeds, you can’t use this

feature again on it. If it fails, it becomes friendly to you and

obeys your commands until you use this feature again.

Intelligent undead are harder to control in this way. If the

target has an Intelligence of 8 or higher, it has advantage on

the saving throw. If it fails and has an Intelligence of 12 or

higher, it can repeat the saving throw at the end of every hour.

School of Transmutation
You master spells that modify matter. To you, the world is not

a fixed thing, but eminently mutable.

Minor Alchemy
You can temporarily alter the physical properties of one non-

magical object, changing it from one substance into another.

You perform a special alchemical procedure on one object

comprised of wood, stone (not gemstone), iron, copper, or

silver, transforming it into a different one of those materials.

For each 10 minutes you spend performing the procedure,

you transform up to 1 cubic foot of material. After 1 hour the

material reverts to its original substance.

Transmuter’s Stone
You can spend 8 hours to create a transmuter’s stone that

stores magic. You can benefit from the stone or give it to

another creature. A creature gains a benefit of your choice as

long as the stone is in the creature’s possession:

◦ darkvision to a range of 60 feet

◦ increase speed by 10 feet

◦ proficiency in Constitution saving throws

◦ resistance to acid, cold, fire, lightning, or thunder damage

Each time you cast a transmutation spell of 1st level or

higher, you can change the effect of your stone if it is on your

person. If you create a new stone, the previous one is

destroyed.

Shapechanger
Add the polymorph spell to your spellbook. You can cast

polymorph without spending a spell slot if you target only

yourself and transform into a beast whose challenge rating is

1 or lower.

Once you polymorph this way, you can’t do so again until

you finish a short or long rest (you can still cast it normally).

Master Transmuter
You can use your action to consume the magic stored within

your transmuter’s stone in a single burst. When you do so, the

stone is destroyed and you choose one of the following:

◦ Major Transformation. You transmute one object, up to a

5-ft cube, into another object of similar size and value.

◦ Panacea. Remove all curses, diseases, and poisons

affecting a creature that you touch, and it regains all its HP.

◦ Restore Life. You cast the raise dead spell on a creature

you touch with the stone, without using a spell slot.

◦ Restore Youth. Touch the stone to a willing creature and

its apparent age is reduced by 3d10 years, a minimum of 16.
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Advanced Feats

F
- ollowing is a description of feats for Advanced

D&D 5e. Because characters gain +1 every other

level instead of every four levels, these feats have

been re-worked to be equivalent to a +1 bonus to

an ability score. Some new feats appear here to

contain the utility found in feats that were

broken up.

Feat List
Feat Name Summary

Actor Advantage on performance, deception;
mimic speech

Alert Can’t be surprised, others can’t get
advantage for being hidden

Athlete Get up from prone easier, climb full speed,
jump using less movement

Blade Focus +1 attack with swords

Blade Master parry stance gives +2 AC, OA’s have
advantage & bonus damage

Charger Dash action lets you attack as a bonus
action with bonus damage

Crossbow
Expert

Ignore loading, shoot with a bonus action

Defensive
Duelist

Reaction with finesse weapon to boost AC

Dual Wielder two weapons don’t need to be light and +1
AC

Dungeon
Delver

Advantage on perception, investigation,
saves vs traps

Durable Reroll HD to gain hit points if lower than
Con mod

Elemental
Adept

Reroll 1’s for spells dealing damage of one
type

Elemental
Mastery

Spells ignore resistance for one damage
type

Fell Hand
Focus

+1 attack with axes & hammers

Fell Hand
Mastery

knock prone with advantage, damage on a
miss, knock away shields

Flail Focus +1 attack with flails, bypass shields

Flail Mastery increase flail damage, OA’s can knock prone

Grappler Advantage against grappled; can try to pin

Grappling
Master

Grapple larger creatures, initiate as a bonus
action

Great
Weapon
Focus

+1 on attacks; take penalty to increase
damage

Great
Weapon
Master

increase damage; attack as bonus action
after critical or kill

Healer proficiency in medicine, restore hp when
stabilizing

Healing
Meister

bonus to medicine checks, use healer kit to
restore hp

Feat Name Summary

Heavily
Armored

gain proficiency with heavy armor

Heavy Armor
Master

gain damage reduction in heavy armor

Improved
Critical

increase chance to critical hit

Improved
Initiative

+5 bonus to initiative

Inspiring
Leader

grant temp hp to allies outside combat

Keen Mind recall anything you seen, never lost

Lightly
Armored

proficiency with light armor

Light Armor
Mastery

don quickly, increase AC

Linguist learn 2 languages, create ciphers

Lucky gain 2 luck points, regain one each day

Mage Hunter disadvantage to targets check to maintain
spells, advantage on saves

Mage Slayer reaction to attack a creature casting a spell

Magic Initiate learn 2 cantrips from any class

Magic Adept learn one 1st -level spell

Martial Adept learn a maneuver and gain a combat die

Martial Lore learn two maneuvers and increase combat
die

Moderatley
Armored

gain proficiency in medium armor

Medium
Armor Master

increase Dex mod max to AC

Mobile speed +5, ignore difficult terrain with dash

Mounted
Combat

attack advantage when mounted, redirect
attacks from mount

Mounted
Mastery

increase damage mounted, mount can
negate area effect damage

Observant read lips, gain +5 to passive perception

Polearm
Focus

+1 attack with polearms, make offhand
attack as a bonus action

Polearm
Mastery

creatures provoke OA’s when entering
your reach

Ranged
Weapon
Focus

no disadvantage close combat, bonus
action to aim

Resilient gain proficiency with saves in one ability

Ritual Caster learn to cast spells as rituals

Savage
Attacker

roll twice for damage and taker higher total
each turn

Sentinel creatures can’t disengage, make OA’s
when an ally is hit

Sentinel
Adherent

reduce OA’s target speed to 0, impose
disadvantage with OA’s
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Feat Name Summary

Sharpshooter no disadvantage for long range, ignore
cover and concealment

Shield
Expertise

shove with bonus action, add shield bonus
to Dex saves

Shield
Master

reaction to take no damage on saves,
shoved creatures take damage

Skilled gain proficiency in two skills and/or tools

Spear Focus +1 to attacks with spears, set against a
charge

Spear
Mastery

increase reach and damage with spears

Spring Attack you don’t provoke OA’s after attacking

Skulker you can hide when lightly obscured, missed
attacks don’t reveal you

Stalker in the
Night

no disadvantage and see farther in dim light

Spell Sniper double attack spell range, ignore
concealment and up to 3/4 cover

Tavern
Brawler

gain proficiency with improved weapons,
increase unarmed damage

Tough increase hit points more each level

War Caster advantage on concentration checks, can
cast while both hands are full

War Casting
Mastery

use a spell for OA’s

Weapon
Training

gain proficiency with additional weapons

Multiclass Feats
Feat Name Summary

Anger Problems Barbarian Rage

Exploitive
Striker

Rogue's Sneak Attack

Healing Touch Paladin's Lay on Hands

Natural Empathy Ranger's Animal Empathy

Natural
Motivator

Bardic Inspiration

Pact Offering Warlock Pact

Strong Soul Monk Ki, Patient Defense and Step of the
Wind

Sorcerous
Prodigy

Sorcery Points and 1 metamagic

Supernatural
Sense

Paladin's Divine Sense

True Believer Channel Divinity: Turn Undead

Wild Heritage Druid Wild Shape

Multiclassing Efficacy
Feat Name Summary

Bane of Undeath Multiclass Turn Undead improvement

Dedicated
Hospitaler

Multiclass Lay on Hands improvement

Emblodened Multiclass Bardic Inspiration
improvement

Enduring Spirit Multiclass Ki improvement

Pernicious Sneak Multiclass Sneak Attack improvement

Practiced
Spellcaster

All multi-class spellcasters

Primal Abundance Multiclass Wildshape improvement

Unfettered Rage Multiclass Rage improvement

Well of Power Multiclass Sorcerery Points
improvement

Actor
You have advantage on Deception and Performance checks

when trying to pass yourself off as a different person.

You can also mimic the speech of another person or the

sounds made by other creatures. You must have heard the

person speaking, or the creature make the sound, for at least

1 minute. A successful Wisdom (Insight) check allows a

listener to determine that the effect is faked.

Alert
You can’t be surprised while you are conscious.

Other creatures don’t gain advantage on attack rolls

against you as a result of being hidden from you.

(See also: Improved Initiative)

Athlete
When you are prone, standing up uses only 5 feet of your

movement.

Climbing doesn’t halve your speed.

You can make a running long jump or a running high jump

after moving only 5 feet, rather than 10.

Blade Focus
You gain a +1 bonus to attack rolls you make with blades

(shortsword, longsword, scimitar, rapier, greatsword)

Blade Mastery
Prerequisite: Blade Focus

You can use your reaction to assume a parrying stance,

gaining a +2 bonus to your AC until your next turn.

When you make an opportunity attack with a bladed

weapon, you have advantage on the attack. If you hit with

such an attack, you deal the maximum damage for that

weapon’s damage dice on that attack.
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Charger
When you use your action to Dash, you can use a bonus

action to make one melee weapon attack, or to shove a

creature. If you move at least 10 feet in a straight line

immediately before taking this attack, you either gain a +5

bonus on the damage roll, or push the target up to 10 feet.

Crossbow Expert
You ignore the ‘Loading’ property of crossbows.

When you use the Attack action, you can use a bonus

action to attack with a loaded hand crossbow you are

holding. 

(See also: Ranged Weapon Focus)

Defensive Duelist
Prerequisite: Dexterity 13 or higher

When you are wielding a finesse weapon and another

creature hits you with a melee attack, you can use your

reaction to add your (wielded weapon) proficiency bonus to

your AC for that attack, potentially causing the attack to miss

instead.

Dual Wielder
You gain a +1 bonus to AC while you are wielding a

separate melee weapon in each hand.

You can use two-weapon fighting even when the one-

handed weapons you are wielding aren’t light.

Dungeon Delver
You're alert to the hidden dangers found in many dungeons.

You have advantage on Wisdom (Perception) and

Intelligence (Investigation) checks made to detect the

presence of secret doors.

You have advantage on saving throws made to avoid or

resist the effects of traps.

You can search for traps while traveling at a normal pace,

instead of only at a slow pace.

Durable
When you roll a Hit Die to regain hit points, re-roll the die if

the result is less than your Constitution modifier.

Elemental Adept
When you gain this feat, choose one of the following damage

types: acid, cold, fire, lightning, or thunder. When you roll

damage for a spell that deals damage of the type chosen, you

can reroll any result of 1 on the damage dice.

Elemental Mastery
Prerequisite: Elemental Adept

Spells you cast ignore resistance to damage of type you

chose with Elemental Adept.

Fell Handed Focus
Gain a +1 bonus to attack rolls you make with axes and

hammers (battleaxe, greataxe, warhammer, maul).

Fell Handed Mastery
Prerequisite: Fell Handed Focus

Whenever you have advantage on a melee attack roll, you

can knock the target prone if the lower of the two d20

rolls would also hit the target.

Whenever you have disadvantage on a melee attack roll,

the target takes bludgeoning damage equal to your

Strength modifier + 1 if the attack misses.

If you use the Help action to aid an ally’s attack, you can

knock a target’s shield aside momentarily. The ally gains a

+3 bonus to the attack roll if the target is using a shield.

Flail Focus
You gain a +1 bonus to attack rolls you make with a flail.

You can extend your flail to sweep over targets’ shields.

Your attack and damage rolls with a flail gain a +2 bonus

against any target using a shield.

Flail Mastery
Prerequisite: Flail Focus

When you use a flail, its damage die increases to a d10.

When you hit with an opportunity attack using a flail, the

target must succeed on a Strength saving throw (DC 8 +

proficiency + Strength modifier) or be knocked prone.

Grappler
Prerequisite: Strength 13 or higher

You have advantage on attack rolls against a creature you

are grappling.

You can use your action to try to pin a creature grappled

by you. To do so, make another grapple check. If you

succeed, you and the creature are both restrained until the

grapple ends.

Grappling Master
Prerequisite: Grappler

Creatures that are one size larger than you don’t

automatically succeed on checks to escape you.

When you hit a creature with an unarmed strike or

improvised weapon on your turn, you can use a bonus

action to attempt to grapple the target.

Great Weapon Focus
You gain a +1 bonus to attack rolls you make with heavy

weapons.

Before you make a melee attack with a heavy weapon, you

can choose to take a -2 penalty to the attack roll. If you hit,

add +5 to the attack’s damage.

Great Weapon Master
Prerequisite: Great Weapon Focus

When you use Great Weapon Focus to take a -2 penalty to

an attack roll, if your attack roll exceeds the target’s AC by

5 or more, add your Strength modifier again to the

damage you deal with that attack.

On your turn, when you score a critical hit or reduce a

creature to 0 hit points with a melee weapon, you can

make one melee weapon attack as a bonus action.

75



Healer
You gain proficiency (or 2 points) in Medicine.

When you use a healer’s kit to stabile a dying creature,

that creature is also restored to 1 hit point.

Healing Meister
Prerequisite: Healer

Add double your proficiency bonus to Wisdom (Medicine)

checks you make.

As an action, you can spend one use of a healer’ kit to tend

to a creature and restore 1d8+5 hit points to it, plus

additional hit points equal to the creature’s maximum

number of Hit Dice. The creature can’t regain hit points

from this feat again until it finishes a long rest.

Heavily Armored
Prerequisite: Proficiency with medium armor

You gain proficiency with heavy armor.

Heavy Armor Master
Prerequisite: Proficiency with heavy armor

While you are wearing heavy armor, bludgeoning, piercing,

and slashing damage that you take is reduced by 3.

Improved Critical
Your attack rolls score a critical hit on a roll of 19 or 20 when

using a weapon with which you are proficient.

Improved Initiative
You gain a +5 bonus on Initiative Checks.

Inspiring Leader
You can spend 10 minutes inspiring your companions, which

can be done during a short rest. Choose up to six friendly

creatures (including yourself) who can hear and understand

you. Each creature gains temporary hit points equal to your

level + your Charisma modifier.

A creature can’t gain temporary hit points from this feat

again until it has finished a short or long rest.

Keen Mind
Prerequisite: Intelligence 13 or higher

You always know which way is north

You always know the number of hours left before the next

sunrise or sunset

You can accurately recall anything you have seen or heard

within the past month.

Lightly Armored
You gain proficiency with light armor.

Light Armor Mastery
Prerequisite: Proficiency with light armor

It takes you only one action to don light armor.

Your base AC while wearing light armor of any type is 13 +

your Dexterity modifier.

Linguist
You learn two languages of your choice.

You can ably create written ciphers. Others can’t decipher

a code you create unless you teach them or they succeed

on an Intelligence check (DC = your Intelligence score).

You can take this feat multiple times. Each time you do,

gain two languages and your cipher DC increases by +2

Lucky
You have 2 luck points. Whenever you make an attack roll,

ability check, or a saving throw, you can spend one luck point

to roll an additional d20. You can do this after you roll the die.

You choose which of the d20s is used of the result.

You regain one expended luck point when you finish a long

rest, to a maximum of 2 points.

Mage Hunter
When you damage a creature that is concentrating on a

spell, that creature has disadvantage on the saving throw

it makes to maintain its concentration

You have advantage on saving throws against spells cast

by creatures within 5 feet of you.

Mage Slayer
Prerequisite: Mage Hunter

When a creature within 5 feet of you casts a spell, you can

use your reaction to make a melee attack against that

creature.

Magic Initiate
Choose a spellcasting class. You learn two cantrips of your

choice from that class spell list. Your spellcasting ability for

these spells depends on the class you chose.

Magic Adept
Prerequisite: Magic Initiate

You can choose one 1st-level spell from the same class list

that you chose with Magic Initiate. You learn that spell and

can cast it at its lowest level. Once you cast it, you must

finish a long rest before you can cast it again.

Alternatively, if you have spell-slots, you can learn one new

spell from your class spell-list. The spell must be at least

one level lower than your highest level spell known.

Martial Adept
You learn one maneuver of your choice from among those

available to the Battle Master Archetype in the fighter class.

If you already have superiority dice, you gain one more;

otherwise you gain one superiority die, which is a d6. This die

is expended to use your maneuvers. You regain expended

superiority dice when you finish a short or long rest.

Martial Lore
Prerequisite: Martial Adept or Combat Superiority

You learn two maneuvers from the Battle Master subclass

in the fighter class. If you are 10th level or higher when you

have or select this feat, if your superiority die is a d6, it

becomes a d8.
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Moderately Armored
Prerequisite: Proficiency with light armor

You gain proficiency with medium armor.

Medium Armor Master
Prerequisite: Proficiency with medium armor

Wearing medium armor doesn’t impose disadvantage on

your Dexterity (Stealth) checks.

When you wear medium armor, you can add 3, rather than

2, to your AC if you have a Dexterity of 16+.

Mobile
Your speed increases by 5 feet.

When you use the Dash action, difficult terrain doesn’t

cost you extra movement on that turn.

(See also: Spring Attack)

Mounted Combatant
You have advantage on melee attack rolls against any

unmounted creature that isn’t larger than your mount.

You can force an attack targeted at your mount to target

you instead.

Mounted Mastery
Prerequisite: Mounted Combatant

If you move at least 20 feet in a straight line toward a

creature immediately before making an attack while

mounted, that attack deals an additional die of your

weapon damage if you hit.

If your mount 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.

Observant
If you can see a creature’s mouth while it is speaking a

language you understand, you can interpret what it’s

saying by reading its lips.

You have a +5 bonus to your passive Wisdom (Perception)

and Intelligence (Investigation) scores.

Polearm Focus
You gain a +1 bonus to attack rolls you make with polearm

weapons (glaive, halberd, pike, quarterstaff).

When you take the Attack action and attack with a

polearm, you can use a bonus action to make a melee

attack with the opposite end of the weapon. The damage

die is a d6 and deals bludgeoning damage.

Polearm Mastery
Prerequisite: Polearm Focus

While you are wielding a polearm, other creatures provoke an

opportunity attack from you when they enter your reach.

Ranged Weapon Focus
Being within 5 feet of a hostile creature doesn’t impose

disadvantage on your ranged attack rolls.

Before you make an attack with a ranged weapon, you can

use your bonus action to carefully aim for a vital spot. If

you do, add +5 damage to your next ranged attack’s

damage roll if it hits, and re-roll any 1’s on that attack’s

damage dice.

Resilient
Choose one ability score. You gain proficiency (or 3 points) in

saving throws using the chosen ability.

Ritual Caster
You have learned how to cast spells as rituals. This spells are

written in a ritual book. When you choose this feat, choose a

spellcasting class. You acquire a ritual book holding two 1st-

level spells of your choice, from your chosen class spell list.

The spells must have the ritual tag. The class you choose

determines your spellcasting ability for these spells. If you

come across a spell in written form, such as a spell scroll or a

wizard’s spellbook, you can add it to your ritual book if the

spell is on the list of the class you chose, if the spell’s level is

no higher than half your level (rounded up), and if it has the

ritual tag. Copying a spell into your ritual book takes 2 hours

per level of the spell and costs 50 gp per level.

Savage Attacker
Once per turn when you roll damage for a melee weapon

attack, you can re-roll the weapon’s damage dice and use

either total.

Sentinel
Creatures within 5 feet of you provoke opportunity attacks

from you when they move away, even if they take the

disengage action.

When a creature within 5 feet of you makes an attack

against a target other than you, you can use your reaction

to make an opportunity attack against the attacking

creature.

Sentinel Adherent
When you hit a creature with an opportunity attack, the

creator’s speed becomes 0 for the rest of the turn.

When you hit a creature with an opportunity attack, it has

disadvantage on its next attack roll.

Sharpshooter
Attacking at long range doesn’t impose disadvantage on

your ranged weapon attack rolls.

Your ranged weapon attacks ignore half cover and three-

quarters cover.

(See Ranged Weapon Focus)
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Shield Expertise
If you take the Attack action on your turn, you can use a

bonus action to try to shove a creature within 5 feet of you

with your shield.

If you aren’t incapacitated, you can add your shield’s AC

bonus to any Dexterity saving throw you make against a

spell or other harmful effect.

Shield Master
Prerequisite: Shield Expertise

If you are subject to an effect that allows you to make a

Dexterity saving throw to take only half damage, you can

use your reaction to take no damage if you succeed on the

saving throw.

When you successfully shove a creature with a shield, it

also takes bludgeoning damage equal to 1d6 + your

Strength modifier.

Skilled
You gain proficiency (or 2 points each) in any combination of

two skills or tools of your choice. You further gain 1

additional skill proficiency point for every odd character level

you have or gain.

Spear Focus
You gain a +1 bonus to attack rolls you make with a spear.

You can set your spear to receive a charge. On your turn,

spend your reaction to set the spear. You can make a

melee attack against next creature you can see that moves

at least 10 feet before moving within your spear’s reach. If

the attack hits, the target takes an extra 1d8 piercing

damage, or 1d10 if you wield with two hands. You can’t

use this ability to attack a creature that used the

Disengage action before moving.

Spear Mastery
Prerequisite: Spear Focus

When you use a spear, its damage die changes from a d6

to a d8, and from a d8 to a d10 when wielded with two

hands.

As a bonus action on your turn, you can increase your

reach with a spear by 5 feet until the beginning of your

next turn.

Spring Attack
Prerequisite: Mobile

When you make a melee attack against a creature, you

don’t provoke opportunity attacks from that creature for the

rest of the turn, whether you hit or not.

Skulker
You can try to hide when you are lightly obscured from the

creature from which you are hiding.

When you are hidden from a creature and miss it with a

ranged weapon attack, that attack doesn’t reveal your

position.

Stalker in the Night
Prerequisite: Skulker

Dim light doesn’t impose disadvantage on your Wisdom

(Perception) checks relying on sight.

You can see twice as far in dim light.

Spell Sniper
When you cast a spell that requires you to make an attack

roll, the spell’s range is doubled.

Your ranged spell attacks ignore concealment, half cover

and three-quarters cover

Tavern Brawler
Accustomed to rough-and-tumble fighting using whatever is

at hand, you gain the following:

You are proficient with improvised weapons and unarmed

strikes.

Your unarmed strikes uses a d4 for damage. (See

Grappling Master)

Tough
Your hit point maximum increases by an amount equal to

your level +2 when you gain this feat. Whenever you gain a

level thereafter, your hit point maximum increases by an

additional +1.

War Caster
Prerequisite: The ability to cast at least one spell

You have advantage on Constitution saving throws to

maintain spell concentration when you take damage.

You can perform the somatic components of spells even

when you have weapons or a shield in both hands.

War Casting Mastery
Prerequisite: War Caster

When a hostile creature’s movement provokes an

opportunity attack from you, you can use your reaction to cast

a spell at that creature, rather than making an opportunity

attack. The spell must have a casting time of 1 action and

must target only that creature.

Weapon Training
You gain proficiency (or 2 points each) with four weapons of

your choice.



New Multiclass feats
Granting Class Features
Like the pre-existing feats, Ritual Caster and Martial Adept,

the following feats allow you to gain a partial feature from

another class without having to multi-class.

Anger Problems
You can Rage, as the barbarian feature. Once you use this

ability you must finish a long rest before using it again.

Healing Touch
You can use Lay on Hands, as the paladin feature. You have

10 points to use in your pool, which are restored when you

finish a long rest.

Exploitive Striker
Once per turn, you can deal an extra 1d6 damage to one

creature you hit with an attack if you have advantage on the

attack roll.

Natural Empathy
You can communicate with beasts and travel through plants

unhindered, per the Ranger feature, Nature's Bond. You do

not gain the advantage on saves that feature would grant.

Natural Motivator
You can grant one creature a Bardic Inspiration die, a d6, as

the bard feature. Once you do so, you must finish a short or

long rest before you can do this again.

Strong Soul
You gain 2 Ki points, as the monk feature, and can use them

for Patient Defense or Step of the Wind.

Spent Ki points are restored when you finish a short or

long rest.

Supernatural Sense
You can use Divine Sense, as the paladin feature. Once you

use this ability you must finish a long rest before using it

again.

True Believer
You can use Channel Divinity: Turn Undead, as the cleric

feature. Once you use this ability you must finish a long rest

before using it again.

Wild Heritage
You can Wild Shape as the druid feature. Once you use this

ability you must finish a long rest before using it again.

Sorcerous Prodigy
Prerequisite: the ability to cast at least one spell

You gain 2 Sorcery Points and one Metamagic option from

the sorcerer’s Font of Magic and Metamagic class features.

Pact Offering
A mysterious entity has made contact with you (or you with it)

and it has offered a taste of power, promising to offer you

more. You have not yet accepted the pact, but gain one of the

Warlock features: Pact of the Chain, Pact the Blade, or Pact

of the Tome.

Multiclassing Efficacy
Bane of Undeath
Treat your cleric level as two times higher, to a maximum of

your character level, to determine the CR of creatures

destroyed by your Destory Undead ability.

Dedicated Hospitaler
Treat your paladin level as two times higher, to a maximum of

your character level, to determine the amount of healing

available in your Lay on Hands pool.

Emboldened
Treat your bard level as two times higher, to a maximum of

your character level, to determine your Bardic Inspiration.

Enduring Spirit
Treat your monk level as two times higher, to a maximum of

your character level, to determine the number of Ki points

you have available.

Pernicious Sneak
Treat your rogue level as two times higher, to a maximum of

your character level, to determine how many extra dice of

damage you deal with Sneak Attack.

Practiced Spellcaster
Prerequisite: multiclass with the Spellcasting ability

Chose one spellcasting class. Whenever you learn a new

spell for that class (such as when leveling) you can choose a

spell of any level you can cast, based on your highest level

spell slot or character level, rather than your class level.

Primal Abundance
Treat your druid level as two times higher, to a maximum of

your character level, to determine the number of times you

can Wild Shape, and how powerful the shape can be.

Unfettered Rage
Treat your barbarian level as two times higher, to a maximum

of your character level, to determine the number of times you

can rage, and the bonus damage granted by rage.

Well of Power
Treat your sorcerer level as two times higher, to a maximum

of your character level, to determine the number of Sorcery

Points you get from Font of Magic.
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Profession Feats
Alchemist
You have studied the secrets of alchemy and are an expert in

its practice, gaining the following benefits:

You gain proficiency with alchemist’s supplies.

As an action, you can identify one potion within 5 feet of

you that you can see, as if you had tasted it.

Over the course of any short rest, you can improve the

potency of one potion of healing of any rarity. If the potion

is used afterward, the creature drinking the potion regains

the maximum number of hit points that it can restore.

Gourmand
You have mastered a variety of special recipes, allowing you

to prepare exotic dishes with useful effects. You gain the

following benefits:

You gain proficiency with cook’s utensils.

As an action, you can inspect a drink or plate of food

within 5 feet of you and determine whether it is poisoned.

During a long rest, you can prepare and serve a meal that

helps up to six creatures recover. Each person who eats it

regains two additional Hit Dice at the end of the long rest

and gain advantage on Constitution saving throws against

disease for the next 24 hours.

Burglary Expert
You pride yourself on your quickness and your close study of

certain clandestine activities. You gain the following:

You gain proficiency with thieves’ tools. If you are already

proficient with them, you add double your proficiency

bonus to checks you make with them.

You have advantage on Dexterity checks you make to

remain undetected, as long as non-friendly creatures are

not aware of your presence.

Master of Disguise
You have honed your ability to shape your personality and to

read others. You gain the following benefits:

You gain proficiency with the disguise kit. If you are

already proficient with it, you add double your proficiency

bonus to checks you make with it.

If you spend 1 hour observing a creature, you can then

spend 1 hour crafting a disguise you can quickly don to

mimic that creature. You can assume the disguise as an

action. (Requires a disguise kit. You must make checks as

normal to disguise yourself.)



DUNGEONS & DRAGONS, D&D, Wizards of the Coast,

Forgotten Realms, the dragon ampersand, and all other

Wizards of the Coast product names, and their respective

logos are trademarks of Wizards of the Coast in the USA and

other countries.

This work contains material that is copyright Wizards of

the Coast and/or other authors. Such material is used with

permission under the Community Content Agreement for

Dungeon Masters Guild.

All other original material in this work is copyright [2019] by

Gerald A. Waldrop III, High Arcana Publishing and published

under the Community Content Agreement for Dungeon

Masters Guild.

Editing by: Jacob Mittelman

Artwork by: Steve Messenger - stevemessenger.art


