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A NOTE FROM THE DESIGNER

| have an idea of such template from beginning of creating
materials for DMGUILD but | finally | decided to make it after
seeing amazing Simple Word Template designed by Laura
Hirsbrunner.

Laura — you are amazing. Thank you very much for your
template and inspiration you gave to me.

| was inspired to create this template by amazing works of
Laura and Nat.

If you want to use complete simple and not complex Word
template — [ Can recommend to use Laura’s.

My template, from other side, has:
- More styles
- Hotkeys to applying them

- Additional samples of tables, sidebars and other
elements.

- Different variation of Statblockslearn about this product
and support my work.

Best Regards, Anton Palikhov

SUPPLEMENTAL FILES

In Appendix: Supplemental Files you will find links to my designs
of statblocks and useful graphical elements - you can freely use them
to your own work, but you can’t use them for any commercial product.
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EQUIPMENT

ABOUT EQUIPMENT

You can use the copyright info at the bottom of this page for your own
document. However, be sure to replace my credentials with your own
before publishing!

ADVENTURING GEAR

ADDITIONAL ADVENTURING GEAR

Name Cost
Smoke Pellet 15 gp
Smokestick 25 gp
Tanglefoot bag 50 gp
Thunderstone 30 gp
Tindertwig 15 gp
Arrow, Barbed igp
Arrow, Smoldering 2gp
Arrow, Smoking 3gp
Arrow, Splintering 2gp
Blunt Tip Arrow (5) 2gP
Blunt Tip Bolt (5) 2gP
Blunt Tip Needle (20) 2gP
Hollow Tip Arrow (5) 2gP
Hollow Tip Bolt (5) 2gP
Hollow Tip Needle (20) 2gP
Hollow Tip Sling Bullet (20) 1gP
Serrated Tip Arrow (5) 2gP
Serrated Tip Bolt (5) 2gP
Serrated Tip Needle (20) 2gP
Serrated Tip Sling Bullet 1gP
(20)
Musical Instrumenets -
Harp 25 gP
Violin 20 gp
Tools and Kits -
Falconry Kit 5¢gP
Farming Tools 5gP
Prospector’s Kit 10gp
Taxidermist’s Kit 10gp
Parachute 25 gp
Spice Pouch 5gp
Stabilized Crossbow 2gp
Bolts(20)

Smoke pellet. As an action or bonus action, you can throw a
smoke pellet at a point within 10 feet of you. The smoke pellet then
detonates and is destroyed, creating a 10-foot cube filled with smoke.
This area is heavily obscured until the end of your next turn.
Smokestick. As an action, you can ignite a smokestick using a torch,
tinderbox, or other source of fire or intense heat. Once ignited, the
smokestick continually fills the area within 5 f eet of it with thick, black
smoke. An area filled with the smoke is heavily obscured. This smoke
disperses at the end of your next turn, but the smokestick continues
to burn for T minute, allowing it to be thrown or moved around with
to form large areas of smoke. Tanglefoot bag. As an action, you can
throw this bag of alchemic goo at a creature within 30 feet of you.
Make a ranged attack against a creature, treating the bag as an
improvised weapon. On a hit, the creature is restrained for T minute if

P -ctiin.
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it is Large or smaller. Hit or miss, the tanglefoot bag is then destroyed.
A creature restrained by the goo can free itself by using its action to
make a DC 13 Strength check or by dealing 10 points of slashing
damage to the goo. The goo has an AC of 13. In either case, the effect
ends early. Thunderstone. As an action, you can throw a thunderstone
up to 30 feet. When it strikes a hard surface or is struck hard, it creates
a deafening bang and is destroyed. Creatures within 10 feet of the
stone must make a DC 11 Constitution saving throw or be deafened
for T hour. If a creature deafened in this way casts a spell with verbal
components, it must make a DC 11 Charisma saving throw or fail to
cast the spell. Tindertwig. You can strike the end of this small, wooden
stick on a flammable object, requiring no action. The object
immediately ignites and the tindertwig is destroyed.

Clothes, Cold Weather. These clothes provide protection from
harsh winter weather and cold environments. The wearer can typically
operate unhindered in cold climes for longer and with less
environmental detriments than someone could while wearing lighter
clothing. These clothes provide the benefits of cold weather gear, as
mentioned on page 110 of the Dungeon Master’s Guide. Other benefits
of cold weather clothes are left to the Dungeon Master’s discretion.

Clothes, Common. A set of common clothes includes simple
garments like a tunic or shift, trousers, leggings, a cloak, a belt, simple
shoes or boots, and various accessories. Common clothes have no
fancy stitching or ornamentation.

Clothes, Costume. A costume is a flamboyant set of clothes,
typically used in acting productions to portray certain characters.
Simple costumes can be interchangeable for various roles, but some
costumes are so specific to a character that they cannot be used for
any other role. If the role of the costume suits, it can also serve as a
disguise when impersonating someone of a specific position like a
member of the city watch.

Clothes, Disguise. This set of loose clothing is made to be worn
over other clothes as a generic disguise. It usually includes clothing
that conceals the wearer’s features, like a low-brimmed hat or a hood.
A disguise is typically reversible, with one side mimicking the clothing
of a beggar and the other appearing to be the clothes of a person from
a middling social class, like a modest merchant. To help in evading
pursuers, the disguise can be torn away with a single action and either
stowed in a pack or abandoned somewhere out of sight.

Clothes, Fine. This set of clothing is crafted with exceptional
quality and is probably well-tailored. Fine clothes can be simple and
elegant or flashy and ornamental. Fine clothes are the type typically
worn by the wealthy class: nobles, prosperous merchants, and
important clergy.

Clothes, Peasant. These garments might once have been common
clothes, but they are now old, threadbare, and out of style. Alternately,
peasant clothes can be newly-made of poor materials using crude
techniques. Whatever their makeup, peasant clothes mark the wearer
as a person of little means.

Clothes, Traveler’s. Traveler’s clothes are like common clothes but
made for traveling; cloaks are warmer and hooded, boots are higher
and water-resistant, and mittens or gloves are included.

Acid. A glass vial of acid holds 4 ounces. As an action, you can
splash the contents of the vial onto a creature within 5 feet of you or
throw the vial up to 20 feet, shattering it on impact. In either case,
make a ranged attack against a target creature or object. On a hit, the
target takes 1d4 acid damage. If poured on metal, the metal takes 1d4
acid damage at the start of each of your turns for 1d4 rounds.

Adventurer's Kit. This pack has the basics that an adventurer
needs to get along in the wilderness. The kit includes a backpack
loaded with a healer's kit, a mess kit, a tinderbox, ten torches, ten days
of rations, and a waterskin. In addition, 50 feet of hempen rope are
strapped to the pack.

Alchemist's Fire. This sticky, adhesive fluid ignites when exposed
to air. A clay flask of alchemist's fire contains 1 pint. As an action, you
can throw the flask up to 20 feet, shattering it on impact. Make a
ranged attack against a target creature or object. On a hit, the target
takes 1d4 fire damage at the start of each of its turns. A creature can
end this damage by using its action to make a DC 11 Dexterity check
to extinguish the flames.

Holy Water. A clay flask of holy water contains 1 pint. As an action,
you can splash the contents of the flask onto a creature within 5 feet
of you or throw it up to 20 feet, shattering it on impact. In either case,
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make a ranged attack against a target creature. On a hit against a fiend
or evil undead creature, the target takes 1d4 radiant damage. Horse. A
typical riding horse can carry one rider and most of the typical
adventurer’s supplies at a speed of 60 feet. If you have proficiency
with land mounts, you can add your proficiency bonus to ability
checks you make to control a horse under difficult circumstances.

Thieves' Tools. This set of tools includes a small file, a set of lock
picks, a small mirror mounted on a metal handle, a set of narrow-
bladed scissors, and a pair of pliers. Proficiency with thieves’ tools
allows you to use them to attempt the following tasks.

Disable a Trap: You can use your action to make a Dexterity check
to attempt to disable a trap, applying your proficiency bonus to the
check. You must have physical access to the trap’s mechanisms. If you
succeed, you disable the trap and can bypass it safely. If you fail your
Dexterity check by 5 or more, you trigger the trap.

Open a Lock: You can use your action to make a Dexterity check
to attempt to open a lock, applying your proficiency bonus to the
check. If you succeed, you open the lock.

Tinderbox. This small container holds flint, firesteel, and tinder
(usually dry cloth soaked in light oill used to kindle a fire. Lighting a
torch with the flint and steel takes an action, and lighting any other
fire takes at least that long.

Falconry Kit. In this bag is a single leather bracer, a leather cowl, a
whistle, a set of small bells, and leather strips. A Wisdom Check may
come when training a small bird of prey, where as a Charism check
might be useful when taming the bird Farming Tools. In this bag is a
collapsible hoe, a collapsible rake, a book of known herbs and their
farming techniques, and a small satchel of seeds worth 3 gp. If a
character wishes to tend to their own garden or plant seeds, it would
be appropriate to ask for a Wisdom check, where as tiying to identify
a plant with their book may use an Intelligence check. If a character
would try to gather leaves in a pile quickly, it wouldn't be uncommon
to ask for a Dexterity check, while trying to clear thick roots might be
a Strength check. Prospector's Kit. In this metal box is a collapsible
hammer used to breaking small rocks, a gold pan, a tiny magnifying
glass, a handful of brushes, and a scraping tool. It would be common
to ask for a Dexterity check when trying to properly scrap clay or rock
off of a surface, whereas it might be suitable for a Wisdom check to
pick out the fine flakes of gold An Intelligence check might be called
for identifying the difference between silver and Sham Silver.
Taxidermist's Kit. This container holds a set of leather punches, a fine
knife for scraping, a pair of small shears, and needles. A Strength check
would be suitable for attempting to gather the tough scales of a
dragon, where as a Dexterity check might be more preferable for
softer hides. A Charisma check might be asked in order to make a
beautiful taxidermized creature for a patron.

Parachute. This parachute is more of a small glider, rather than a
widespread cloth. The frame is made of a sturdy metal, which has
loops that hold the fabric. The parachute takes T minute to unfold and
set up. A creature can use this to move at a rate of their long jump
speed per round when in the air, while descending at a slowed rate of
30 feet per round Spice Rack. A small assortment of spices and
containers are stored in a wooden box. Using a spice rack allows food
past its prime to be consumed without ill effects. If the spice rack is
used for cooking food during a short rest, a character regains 1
additional hit point for every hit die they expend

TOOLS AND KITS

Tools and kits allow your character to perform tasks that would
otherwise seem impossible. Some of these kits relate to backgrounds
that your character may have had before they started adventuring.
Proficiency with a tool allows you to add your proficiency bonus to
the check. Tools do not have a mandatory ability score associated with
them. Instead, this book will suggest a certain ability score to use with
it, depending on the task you are trying to do. The Dungeon Master
may ask of a certain ability score to be used. When doing so, you may
apply your ability score modifier to the roll. Falconry Kit. In this bag is
a single leather bracer, a leather cowl, a whistle, a set of small bells,
and leather strips. A Wisdom Check may come when training a small
bird of prey, where as a Charism check might be useful when taming
the bird. Farming Tools. In this bag is a collapsible hoe, a collapsible
rake, a book of known herbs and their farming techniques, and a small
satchel of seeds worth 3 gp. If a character wishes to tend to their own
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garden or plant seeds, it would be appropriate to ask for a Wisdom
check, where as trying to identify a plant with their book may use an
Intelligence check. If a character would try to gather leaves in a pile
quickly, it wouldn't be uncommon to ask for a Dexterity check, while
trying to clear thick roots might be a Strength check. Prospector’s Kit.
In this metal box is a collapsible hammer used to breaking small rocks,
a gold pan, a tiny magnifying glass, a handful of brushes, and a
scraping tool. It would be common to ask for a Dexterity check when
trying to properly scrap clay or rock off of a surface, whereas it might
be suitable for a Wisdom check to pick out the fine flakes of gold. An
Intelligence check might be called for identifying the difference
between silver and Sham Silver. Taxidermist's Kit. This container holds
a set of leather punches, a fine knife for scraping, a pair of small shears,
and needles. A Strength check would be suitable for attempting to
gather the tough scales of a dragon, where as a Dexterity check might
be more preferable for softer hides. A Charisma check might be asked
in order to make a beautiful taxidermized creature for a patron.

ADDITIONAL ITEMS

These items are still considered adventuring gear, but doesn't fall
into another category. Parachute. This parachute is more of a small
glider, rather than a widespread cloth. The frame is made of a sturdy
metal, which has loops that hold the fabric. The parachute takes 1
minute to unfold and set up. A creature can use this to move at a rate
of their long jump speed per round when in the air, while descending
at a slowed rate of 30 feet per round. Spice Rack. A small assortment
of spices and containers are stored in a wooden box. Using a spice
rack allows food past its prime to be consumed without ill effects. If
the spice rack is used for cooking food during a short rest, a character
regains 1 additional hit point for every hit die they expend.

Optional Rule: Large Weapons and Armor

There are some Heroes who are naturally Large size, or who
have the ability to increase their size and become Large.

If this occurs, you may be required to purchase weapons and
armor sized for a Large creature.

Finding someone with the skill to forge Large-sized equipment
is no easy task, and the equipment itself costs double its listed
price. Large weapons deal an extra die of damage, so a Large
longsword deals 2d8 damage. You cannot wear armor that is
too small for you.

If you try to wield a weapon too big for you, you suffer
disadvantage on all attack rolls with that weapon, even if you
are proficient with it. If you wear armor that is too big for you,
you suffer disadvantage on all Dexterity (Stealth) checks and
your speed is reduced by 10, no matter your Strength.

This section describes the special properties of this document’s
new adventuring gear.

Blanket, Winter. A heavy blanket perfect for keep-ing warm or to
deaden the sound of breaking glass.

Pick, Miner’s. Good for breaking apart stone or hard-packed earth,
a miner's pick can be used as an improvised weapon that deals
piercing damage.

Smoke pellet. As an action or bonus action, you can throw a
smoke pellet at a point within 10 feet of you. The smoke pellet then
detonates and is destroyed, creating a 10-foot cube filled with smoke.
This area is heavily obscured until the end of your next turn.

Smokestick. As an action, you can ignite a smokestick using a
torch, tinderbox, or other source of fire or intense heat. Once ignited,
the smokestick continually fills the area within 5 f eet of it with thick,
black smoke. An area filled with the smoke is heavily obscured. This
smoke disperses at the end of your next turn, but the smokestick
continues to burn for 1T minute, allowing it to be thrown or moved
around with to form large areas of smoke.

Tanglefoot bag. As an action, you can throw this bag of alchemic
goo at a creature within 30 feet of you. Make a ranged attack against
a creature, treating the bag as an improvised weapon. On a hit, the
creature is restrained for T minute if it is Large or smaller. Hit or miss,
the tanglefoot bag is then destroyed. A creature restrained by the goo
can free itself by using its action to make a DC 13 Strength check or
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by dealing 10 points of slashing damage to the goo. The goo has an
AC of 13. In either case, the effect ends early.

Thunderstone. As an action, you can throw a thunderstone up to
30 feet. When it strikes a hard surface or is struck hard, it creates a
deafening bang and is destroyed. Creatures within 10 feet of the stone
must make a DC 11 Constitution saving throw or be deafened for 1
hour. If a creature deafened in this way casts a spell with verbal
components, it must make a DC 11 Charisma saving throw or fail to
cast the spell.

Tindertwig. You can strike the end of this small, wooden stick on
a flammable object, requiring no action. The object immediately
ignites and the tindertwig is destroyed.

Acid. A glass vial of acid holds 4 ounces. As an action, you can
splash the contents of the vial onto a creature within 5 feet of you or
throw the vial up to 20 feet, shattering it on impact. In either case,
make a ranged attack against a target creature or object. On a hit, the
target takes 1d4 acid damage. If poured on metal, the metal takes 1d4
acid damage at the start of each of your turns for 1d4 rounds.

Adventurer's Kit. This pack has the basics that an adventurer
needs to get along in the wilderness. The kit includes a backpack
loaded with a healer's kit, a mess kit, a tinderbox, ten torches, ten days
of rations, and a waterskin. In addition, 50 feet of hempen rope are
strapped to the pack.

Alchemist's Fire. This sticky, adhesive fluid ignites when exposed
to air. A clay flask of alchemist's fire contains 1 pint. As an action, you
can throw the flask up to 20 feet, shattering it on impact. Make a
ranged attack against a target creature or object. On a hit, the target
takes 1d4 fire damage at the start of each of its turns. A creature can
end this damage by using its action to make a DC 11 Dexterity check
to extinguish the flames.

Holy Water. A clay flask of holy water contains 1 pint. As an action,
you can splash the contents of the flask onto a creature within 5 feet
of you or throw it up to 20 feet, shattering it on impact. In either case,
make a ranged attack against a target creature. On a hit against a fiend
or evil undead creature, the target takes 1d4 radiant damage. Horse. A
typical riding horse can carry one rider and most of the typical
adventurer’s supplies at a speed of 60 feet. If you have proficiency
with land mounts, you can add your proficiency bonus to ability
checks you make to control a horse under difficult circumstances.

Thieves' Tools. This set of tools includes a small file, a set of lock
picks, a small mirror mounted on a metal handle, a set of narrow-
bladed scissors, and a pair of pliers. Proficiency with thieves’ tools
allows you to use them to attempt the following tasks.

Disable a Trap: You can use your action to make a Dexterity check
to attempt to disable a trap, applying your proficiency bonus to the
check. You must have physical access to the trap’s mechanisms. If you
succeed, you disable the trap and can bypass it safely. If you fail your
Dexterity check by 5 or more, you trigger the trap.

Open a Lock: You can use your action to make a Dexterity check
to attempt to open a lock, applying your proficiency bonus to the
check. If you succeed, you open the lock.

Tinderbox. This small container holds flint, firesteel, and tinder
(usually dry cloth soaked in light oill used to kindle a fire. Lighting a
torch with the flint and steel takes an action, and lighting any other
fire takes at least that long.

Falconry Kit. In this bag is a single leather bracer, a leather cowl, a
whistle, a set of small bells, and leather strips. A Wisdom Check may
come when training a small bird of prey, where as a Charism check
might be useful when taming the bird Farming Tools. In this bag is a
collapsible hoe, a collapsible rake, a book of known herbs and their
farming techniques, and a small satchel of seeds worth 3 gp. If a
character wishes to tend to their own garden or plant seeds, it would
be appropriate to ask for a Wisdom check, where as tiying to identify
a plant with their book may use an Intelligence check. If a character
would try to gather leaves in a pile quickly, it wouldn't be uncommon
to ask for a Dexterity check, while trying to clear thick roots might be
a Strength check.

Prospector's Kit. In this metal box is a collapsible hammer used to
breaking small rocks, a gold pan, a tiny magnifying glass, a handful of
brushes, and a scraping tool. It would be common to ask for a
Dexterity check when trying to properly scrap clay or rock off of a
surface, whereas it might be suitable for a Wisdom check to pick out
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the fine flakes of gold An Intelligence check might be called for
identifying the difference between silver and Sham Silver.

Taxidermist's Kit. This container holds a set of leather punches, a
fine knife for scraping, a pair of small shears, and needles. A Strength
check would be suitable for attempting to gather the tough scales of
a dragon, where as a Dexterity check might be more preferable for
softer hides. A Charisma check might be asked in order to make a
beautiful taxidermized creature for a patron.

Parachute. This parachute is more of a small glider, rather than a
widespread cloth. The frame is made of a sturdy metal, which has
loops that hold the fabric. The parachute takes T minute to unfold and
set up. A creature can use this to move at a rate of their long jump
speed per round when in the air, while descending at a slowed rate of
30 feet per round Spice Rack. A small assortment of spices and
containers are stored in a wooden box. Using a spice rack allows food
past its prime to be consumed without ill effects. If the spice rack is
used for cooking food during a short rest a character regains 1
additional hit point for every hit die they expend

Aba. This desert robe is made of lightweight fabric and covers the
entire body. Typical colors include brown, gold, black, and white.
Elaborate embroidery, made of brightly colored cloth strips or gold
thread, often decorates the hem. A silken or cotton sash ties the aba
at the waist. In deserts and other dry climates, such garments help
prevent evaporation, allowing the wearer to retain more moisture and
function more comfort-ably. Assuming adequate water, a character
wear-ing a desert robe is no more likely to suffer heat exhaustion on
days of extreme heat than a normal person would on days of
moderate temperatures. Note that desert robes don't help in areas of
high humidity; in humid environments, as much skin should be
exposed as possible to encourage cooling from the evaporation of
perspiration.

Arctic Coat. Designed for protection against extreme cold, the
arctic coat is a knee-length sin-gle-piece garment with a billowing
hood. The long sleeves allow the wearer to warm his hands by
drawing them inside and holding them against his chest. Arctic coats
are usually made of thick bear fur, lined with seal skin for comfort. An
arctic coat keeps the wearer comfortable in temperatures well below
zero degrees F.

Rain Poncho. A one-piece garment resembling a large cloak with
a head-sized hole in the center, a poncho helps keep the wearer dry
during rain storms. Ponchos are made of canvas or similar material,
often treated with a waterproofing oil. A poncho can double as ground
cover and can also be used as an emergency tent. Crude ponchos are
sometimes woven from grass or reeds. Snowshoes. Each about three
feet long, these oval-shaped wooden frames are laced with leather
webbing to allow' the w'earer to w'alk across snow without sinking. A
character newly introduced to wearing snowshoes moves at half his
normal rate until he gets used to them. After a day or so of prac-tice,
he moves at his normal rate. A character wear-ing snowshoes
receives no bonuses for charging.

Terrain Suit. Made of lightweight material, usu-ally fine linen or
silk, the terrain suit consists of a long-sleeved shirt or blouse and long
trousers, dyed in various colors to help the wearer blend in w'ith his
surroundings. Styles include arctic (col-ored solid white), sand
(mottled patches of vari-ous shades of brown, for desert and similarly
sandy terrain), woodland (patterns of green and brown, for forests and
jungles), and urban (black). A terrain suit must be precisely made and
fitted to the person to wear it. It is worn most commonly by Stalkers,
though some individual tribes and groups of warriors, woodsmen, or
thieves use them, too. (As a rule of thumb, terrain suits should be
slightly more common than elven chain mail.) A terrain suit gives the
same advantages as the camouflage proficiency when worn in the
appro-priate terrain, using a base Wisdom rating of 14. A character
wearing a terrain suit writh the camou-flage proficiency uses his
Wisdom (or 14, whichever is higher) w ith an additional +1 bonus.

Waterproof Boots. These thick boots are made of tough, water-
resilient hide (such as alligator or cari-bou) treated with a
waterproofing oil (typically derived from seals or minks). The wearer
tucks his trousers inside the boots, then ties them near the knees with
a leather drawstring. The boots keep the feet dry, even when wading
in water.

Wilderness Harness. This device resembles a thick leather belt
w'ith straps that cross over the wearer's back. Both the belt and the
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straps con-tain a series of small pouches, useful for storing supplies,
ammunition for missile weapons, and cither materials. A secret
compartment in the back section of the belt conceals a 6-inch-long
flat knife (the knife comes with the harness; see Table 58 for statistics).

First Aid Equipment

Unless characters expect to go through an adventure un-scathed
(and what adventurer in his right mind expects that?), it is a good idea
for the party to include in its gear some of the nec-essary materials
for administering aid to those who are injured in the line of duty. Brief
descriptions of some of the essentials are given below.

Bandages At least one person's backpack should contain sev-eral
swatches of clean fabric for covering and binding wounds and burns.
In a pinch, some article of clothing can be torn into strips and used
for bandages, but an adventurer's clothing is usually not clean (so that
there is a possibility of infection even if the wound is bandaged) —
and what will you wear after you use the shirt off your back to cover
and protect your wounds?

Splints If characters know they are going to be traveling through
a wooded area during at least part of their journey through the
wilderness, it may not be necessary to set out with splints among their
gear. But if they have to climb a mountain or cross a desert, it is wise
to pack at least a couple of straight, short (2-3 feet long) pieces of wood
or some other rigid material that can be bound along the sides of a
broken limb to keep the bones properly aligned. A large piece of thick
leather or untanned hide (perhaps acquired along the way) can be
used as a splint, as long as it is large enough and rigid enough to keep
the limb and the joints on both sides of the limb immobilized, in the
same manner that a plaster cast is used in present-day medicine.

Stretcher Although a stretcher can be fashioned from its
com-ponent parts before it is needed and then transported as part of
a party's gear, most groups of adventurers will prefer to carry the parts
separately and assemble a stretcher if and when it is needed. The
necessary parts are a pair of poles at least as long as the injured
character’s height, one or more pieces of sturdy cloth or leather large
enough to offer a surface upon which the victim can recline, and some
means (rope or cord of sufficient length) of binding the poles to the
edges of the cloth or leather. Two comrades can carry an injured
character on a stretcher, as long as each of them is able to support
half of the victim’s weight without being too encumbered to move.

Utter This piece of equipment is essentially the same as a
stretcher, except that extra rope or cord is required to bind the victim
to the frame. One character (or one mount or beast of bur-den) can
transport a character who is bound into a litter, as long as the carrier
is able to support half of the victim's weight without being too
encumbered to move. It is usually not wise to try to transport a
character in a litter over rugged or very rugged terrain (see the section
on Encumbrance and Movement), because one end of the litter is
always on the ground and the injured character can be jostled as the
litter skids and bumps along the ground. If it is important for the victim
to be kept more or less motionless because of the nature of his
injuries, the Dungeon Master may decide that a trip over rugged or
very rugged terrain will actually cause the character to suffer further
damage as a result of the rough handling.

Soldier’s Pack (14 gp)

Includes a backpack, a bedroll, a hammer, a mess-kit, 10 pitons, 10
torches, a tinderbox, a tent, 10 days of rations, and a waterskin. The
pack also has 50 feet of hempen rope strapped to the side of it.

Adventuring Gear Properties

ARMORS AND SHIELDS

Armor Properties
Stealth disadvantage
Mithral
Adamantine
Dragonscale
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Warm
Spiked

Shield Properties
Grip.

Armor

Armor spikes. Armor spikes can be added to a set of medium or
heavy armor for 150 gp, representing the price of the spikes and the
expertise needed to add them to a set of armor.

While wearing armor with spikes, wrestling with you is a
dangerous proposition. If you use the Attack action to grapple a
creature within 5 feet of you and successfully do so, the creature takes
1d4 piercing damage. If the creature ends its turn being grappled by
you in this way and is within 5 feet of you, it takes another 1d4 piercing
damage. If the suit of armor is magical, the damage dealt by the spikes
is also considered magical.

Banded. This armor is made of overlapping strips of metal sewn
to a backing of leather and chain mail. The strips cover vulnerable
areas; the chain mail and leather protect the joints while providing
freedom of movement. Straps and buckles distribute the weight
evenly, making it easier to move around in this armor. This suit
includes a helmet and gauntlets.

Chain Mail. Made of interlocking metal rings, chain mail includes
a layer of quilted fabric worn underneath the mail to prevent chafing
and to cushion the impact of blows. Several layers of mail hang over
vital areas. Most of the armor’s weight hangs from the shoulders,
making the armor uncomfortable to wear for long periods. The suit
includes gauntlets.

Hide. This crude armor consists of thick furs and hides. It is
commonly worn by barbarian tribes, evil humanoids, and other folk
who lack access to the tools and materials needed to create better
armor.

Leather. The breastplate and shoulder protectors of this armor are
made of leather that has been stiffened by being boiled in oil. The rest
of the armor is made of softer and more flexible materials.

Padded. Padded armor consists of quilted layers of cloth and
batting. It is heavier and less supple than leather armor.

Plate. Consisting of shaped and fitted metal plates riveted and
interlocked to cover the entire body, a suit of plate includes gauntlets,
heavy leather boots, a visored helmet, and thick layers of padding that
is worn underneath the armor. Buckles and straps dis-tribute the
weight over the body. Each suit of plate must be individually fitted to
its owner by a master armorsmith, although a suit gained from another
can be resized to fit a new owner for half the armor’s market price.

Ring Mail. This armor is leather armor with heavy rings sewn into
the material. The rings help reinforce the armor against blows from
swords and axes. Ring mail is typically considered inferior to chain
mail, but it is still worn by those who cannot afford better armor.

Scale Mail. This armor consists of a coat and leg-gings (and
perhaps a separate skirt) of leather covered with overlapping pieces
of metal, much like the scales of a fish. The suit includes gauntlets.

Shield. Shields are carried in one hand, and they offer modest
protection against projectiles and melee attacks alike.

Splint. This armor is made of narrow vertical strips of metal riveted
to a backing of leather that is worn over cloth padding. Flexible chain
mail protects the joints.

Studded Leather. Made from tough but flexible leather (not
hardened leather, as with normal leather armor), studded leather is
reinforced with close-set rivets or spikes.

Studded Dragon Leather. This is a suit of studded leather crafted
from the tough hide of a dragon.

Dragon Leather. This leather armor is made from the hide of a
dragon. It is extremely supple yet far more durable than standard
leather armor.

Dragon Scale. This suit of scale mail is made from a dragon’s
scales rather than metal, granting it superior protective capabilities
and flexibility.
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Mithral Plate. This suit of plate is crafted from mithral. It is easy to
move in compared to other sorts of metal armor. The dwarves
sometimes gift this armor to their most trusted allies.

Mithral Shirt. This extremely light chain mail shirt is made of very
fine mithral links. The armor is light enough to wear under normal
clothing. It is most commonly crafted by elves.

Armored Coat. Consisting of a short leather jacket reinforced with
hidden metal plates, the protective natur of these jackets can be
overlooked. Traditionally, they are fitted with hidden pockets and wrist
scabbards that can hold a dagger or other small weapon.

This armor can be easily mistaken for normal clothing; any
observer must succeed in a DC 15 Intelligence (Investigation) check to
recognize the true nature of the armor

Buckler. This small shield is fitted around the arm and made of
metal, wood, or boiled leather. It takes the same time to don and doff
as a normal shield (1 action) and a character cannot benefit from a
buckler and any other type of shield at the same time. Unlike a shield,
a character can still use the hand in which the buckler is equipped. If
during a character's turn they use an item with this hand, attack with
a weapon in this hand, or attack with a two-handed weapon, then the
character does not gain the buckler's bonus to AC until the start of
their next turn. Attacking with a one-handed weapon or thrown
weapon using the buckler hand causes disadvantage on the attack
roll. The hand wielding the buckler does not count as a free hand for
the purposes of spellcasting, grappling, or unarmed attacks. A
character proficient with shields is also considered proficient with
bucklers. A buckler does not benefit from the rules or abilities that

Targe. This shield is wielded in a way that leaves one’s hand open.
While wearing a targe, your Armor Class increases by 1. You can use
the hand you wield the targe in to manipulate objects, shove, grapple,
or perform somatic spell components. Creatures that are proficient
with regular shields are proficient with targes.

Tower Shield.A huge metal-reinforced shield nearly as tall as its
wielder. Donning and doffing the tower shield takes 1 action. A
character cannot benefit from a tower shield and any other type of
shield at the same time. While a tower shield is equipped, its bearer
takes disadvantage on all attack rolls due to the off-balancing
encumbrance of the shield, unless the weapon has the Light property.
A character proficient with both shields and heavy armor is assumed
to be proficient with tower shields. All other rules that affect shields
still apply to tower shields. Tower shield. While wielding a tower
shield, your Armor Class increases by 3, but your speed decreases by
5 feet and you have disadvantage on Dexterity checks and saving
throws. You provide three-quarters cover, instead of half cover, to
other creatures. You can use your action to set the shield like a wall,
giving yourself total cover against ranged attacks until the start of
your next turn. Creatures that are proficient with heavy armor are
proficient with tower shields.

Spiked shield.. A spiked shield serves as a martial melee weapon
that deals 1d4 piercing damage. You can use spiked shield as off-hand
weapon using rules for two-weapon fighting (it qualifies as non light
melee weapon).. Characters that are proficient with regular shields are
proficient with spiked shields, both as a shield and a weapon.

Helmets: optional rule

If you are NOT wearing helmet with medium or heavy armor
then you suffer -1 penalty to your AC. But if you we
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Light armor
Armor Cost, Armor Class (AC) Stealth Weight,
gp Ib
Armored Coat 65 12 + Dex modifier — 15
Padded 5 11 + Dex modifier Disadvantage 8
Leather 10 11 + Dex modifier — 10
Studded leather 45 12 + Dex modifier — 3
Dragon leather 500 12 + Dex modifier — 15
Mithral chain 5000 13 + Dex modifier — 10
shirt
Elven light 5000 13 + Dex modifier - 10
chain*
Armor Cost, Armor Class (AC) Stealth Weight, Ib
8P
Hide 10 12 + Dex modifier (max 2) — 12
Chain shirt 50 13 + Dex modifier (max 2) — 20
Scale mail 50 14 + Dex modifier (max 2) Disadvantage 45
Breastplate 400 14 + Dex modifier (max 2) — 20
Half plate 750 15 + Dex modifier (max 2) Disadvantage 40
Studded 500 14 + Dex modifier (max 2) — 20
dragon leather
Dragon scale 500 15 + Dex modifier (max 2) Disadvantage
mail
Mithral scale 5000 15 + Dex modifier (max 2) — 25
mail
Elven heavy 10000 16 - 30
chain™
Adamantine +5000 Same as original armor Same as original armor Same as original armor
armor
Spiked armor 75 14 + Dex modifier (max 2) Disadvantage 45
Heavy armor
Armor Cost, Armor Class (AC) Strength Stealth Weight, Ib
8P
Ring mail 30 14 — Disadvantage 40
Chain mail 75 16 Str 13 Disadvantage 55
Splint 200 17 Str 15 Disadvantage 60
Banded mail 750 17 Str 14 Disadvantage 55
Plate 1500 18 Str 15 Disadvantage 65
Mithral Plate mail 7500 18 Str 13 — 35
Adamantine armor +7000 Same as original Same as original Same as original Same as original
armor
Shields
Shield Cost, Armor Strength Stealth Weight,
gp Class (AC) Ib
Buckler 5 1 — — 2
Shield 10 2 — — 6
Targe 12 1 — — 3
Spiked Shield 15 2 — — 7
Tower shield 30 3 Str 13 Disadvantage 40
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Mithral armor (variant rule)
Mithral armor isn’t magical
Elven light chain (variant rule)
Replaces Elven chain from DMG
Elven heavy chain

Adamantine armor (variant rule)

Adamantine armor isn’t magical

Masterwork armor and shields

Masterwork armor and shields provide the same protection as their
normal counterparts but weigh less. Masterwork light armor, medium
armor, and shields weigh half as much as normal. Masterwork heavy
armor weighs three-quarters as much as normal. The strength score
required to wear Masterwork heavy armor before one's speed is
reduced is one point less than the listed score. Masterwork armor and
shields are less likely to break under normal use. They cost twice as
much as their normal counterparts.

Masterwork Armor traits

WEAPONS

Weapon Groups

Weapon groups

Weapon Group WEAPONS

Long Blades long sword, greatsword,
rapier

Short Blades dagger, sickle, shortsword,
scimitar

Axes handaxe, battle axe, great
axe

Polearms spear, ycklwa, glaive,
guisarm, halberd

Bows shortbow, longbow

Crossbows hand  crossbow, light
crossbow, heavy crossbow

Bludgeoning weapons light hammer,
Warhammer,  flail, mace,

Morningstar, club, greatclub
Weapon Properties

Tripping. This weapon is well suited to hook or wrap around your
target’s supporting limbs, causing it to fall.

While wielding this weapon, you gain a +2 bonus on your Strength
(Athletics) checks for shoving a creature if you are attempting to knock
it prone (see the Player’s Handbook, page 195). Increase this bonus to
+3 if the weapon is two-handed (or is versatile and used in two hands),
or if you are wielding two single-handed weapons that each have this
property. These benefits do not apply to a Trip Attack Combat
Maneuver, which uses unrelated techniques to both trip and inflict
damage with the same strike.

Unarmed (B), (P), or (S). A device with this property affixes to the
knuckles, fingers, or

the back of the hand. It often takes the form of a glove. Sometimes it
is a set of finger rings (connected or unconnected) that are quite
heavy or bear sharp protrusions.

This device can modify the wearer’s unarmed attacks. If this weapon
property is noted (P) or (S), unarmed strikes using the device may
inflict piercing or slashing damage instead of bludgeoning damage.

This device doesn'’t restrict the user’'s unarmed attacks, which can be
made with other body parts. Devices with the unarmed property are
not gripped in the hand so do not prevent the wearer from holding
something else or otherwise using the affected hand. A device with
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this property requires an action to put on or remove, a task that
requires both hands. It cannot be disarmed. Unarmed devices can be
made magical as weapons can. They can also be silvered or otherwise
constructed of exotic materials, increasing the efficacy and versatility
of your unarmed strikes.

Mounted. This weapon can be used one-handed while mounted, but
must be used two-handed while on feet.

Long reach. As reach, except 15 ft.

Reload: This weapon may fire a number of times equal to its reload
score before 1 action or 1 attack must be used to reload it. One free
hand is required to reload

Versatile Damage. Weapons with this quality have both a primary and
a secondary damage type. Your weapon will always do the primary
damage type unless you declare otherwise before you roll damage.

Worn. Worn weapons augment your unarmed attack damage and may
not be disarmed. Putting on or removing a worn weapon takes an
action.

Double. A double weapon has two ends with which you can attack.
When you take the Attack action and attack with the weapon, you can
engage in two-weapon fighting with it, treating one end as the
required light weapon with the specified damage die.

Restraining A Large or smaller creature hit with this weapon is
restrained until freed. Formless or incorporeal creatures are not
affected. A creature can free itself from the weapon by making a
Strength (Athletics) or Dexterity (Acrobatics) check opposed by your
Strength (Athletics) check if you are still in control of the weapon or
with a DC of 10 if you are not.

Bypass These flexible weapons wrap around shields and
other personal defenses. They ignore the AC bonus granted by shields
and parrying weapons or reactions.

Ensnaring These weapons feature chain, rope, hooks, or other
parts that can aid in entanglement. When you hit with an ensnaring
weapon, you can use your bonus action to attempt to shove the target
prone, disarm them, or pull them 5 feet towards you, using your
weapon attack modifier in place of Strength (Athletics).

Nonlethal The weapon is designed to incapacitate or is
otherwise capable of delivering a hit that does not kill the target.
When you reduce a creature to O HP with this weapon you can knock
a target unconscious and leave them stable. All weapons may be used
to deal nonlethal strikes, but deal 1+STR bludgeoning damage instead
of their typical value.

Status "Status weapons inflict extra effects on powerful hits.
When you hit with an attack roll with a status weapon and exceed the
target's AC by 5 or more, it will inflict an additional status effect based
upon the type of damage dealt. A critical hit guarantees a status effect.

Slashing weapons inflict gaping wounds and profuse bleeding,
inflicting additional slashing damage equal to your proficiency bonus.
Objects, Constructs, and Elementals are immune to this damage, as
may other creatures that do not bleed at the discretion of your DM.

Bludgeoning weapons hit with staggering blows that daze the
target. Inflicting this status causes the target’s next attack roll to be
made with disadvantage.

Piercing weapons reward precise or focused attacks, punching
holes in defenses and leaving a target vulnerable. Inflicting piercing
status grants advantage on the first weapon attack against the target
before the start of its next turn.

Improvised weapons may inflict status depending on their
damage type and the discretion of your DM."

Sundering The weapon features qualities that crush, pierce,
break, or penetrate armor. When you attack a target wearing a
breastplate, brigandine, cuirass, halfplate, splint, or full plate, you gain
a +2 bonus to the attack roll You also gain this bonus against creatures
with thick shells or metallic hides, and other creatures at the
discretion of your DM.

Wind-up  You can prepare attacks with this weapon to make it
even more effective. You can use an attack to wind up or set your
weapon. On the next attack you make with the weapon, you add an
additional weapon die and twice your Strength modifier to damage. A
weapon can only add one such damage die in this way. If no attack is
made by the end of the wielder’s next turn it is no longer wound up.
The wielder can use an attack to keep the weapon wound up for a
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subsequent round. A weapon that is wound up can be used to make
an opportunity attack when an enemy enters its range.

Sweeping These weapons strike in broad motions. When you
reduce an enemy to hit points with a sweeping weapon, target another
creature within reach and, if the original attack roll can hit it, apply any
remaining damage to it. If that creature is likewise reduced to O hit
points, repeat this process, carrying over the remaining damage until
there are no valid targets, or until the damage carried over fails to kill
an enemy, \columnbreak

Prone When you are prone and make a attack with this
weapon, you do not suffer disadvantage for being prone.

WINGED  '"These weapons have specially-shaped heads that halt
the forward movement of their target toward the user and can be used
to catch shields and weapons. After hitting a huge or smaller creature
with this weapon, it is unable to move straight toward you and its
movement speed is halved until you make an attack roll against
another target or it leaves your reach. While holding a creature in this
way, you can use a bonus action to attempt to shove the target.

You can also replace one of your attacks with an attempt to disarm
a target, using your weapon attack modifier in place of Strength
(Athletics)."

BOOMERANG When you miss with this weapon, it returns to
your hand.

GAROTTE WIRE  cannot be used on any creature greater than
size larger than the user, and you must have advantage on 1 attack
rolls against a creature in order to target it with a garotte. On a hit,
the target is automatically grappled and restrained. Until the grapple
ends, the target cannot breath and chokes. Creatures that do not need
to breath are immune to a garotte wire’s choke at the discretion of the
DM. Choking creatures die after an uninterrupted number of rounds
equal to their Constitution modifier.

GAUNTLET SWORD This specialized sword is built into a stiff
gauntlet. When using this weapon you cannot be disarmed or drop it.
It takes an action to don or doff a gauntlet sword. If you hit with a
weapon attack after moving at least 30 feet straight toward a target
while mounted, the gauntlet sword deals an extra [d6 damage.
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Simple Melee Weapons

NAME CosT
Cestus 6
Sap 1
Ycklwa 10

Simple Ranged Weapons
NAME
Boomerang
Light

crossbow

repeating

Martial Melee Weapons
NAME
Axe, boarding

Sword, bastard
Pike

Hooked shortspear
Cutlass

Spiked chain
Sword, cane

Lance

Sword, gladius

Martial Ranged Weapons
NAME
Blowgun

Crossbow, hand

Crossbow, hand

repeating
Crossbow, heavy

Crossbow, heavy

repeating
Longbow

Net
Longbow, Oversized

Arm crossbow
Shortbow, composite
Crossbow, net

thrower
Longbow, composite

N
DAMAGE WEIGHT PROPERTIES
1d6 Slashing 1 Unarmed (S)
1d4 1 Special
Bludgeoning
1d8 piercing 3 Thrown (10/30), Versatile
(1d10)
CosTt DAMAGE WEIGHT PROPERTIES
1d4 bludgeoning 1 Thrown (60/120), special
75 1d8 piercing 2 Ammunition (range 40/160),magazine(6), two-
handed,
Cost DAMAGE WEIGHT PROPERTIES
15 2d4 slashing 4 Parry, versatile (2d6), heavty
5 1d10 piercing 18 Heavy, longreach, two-
handed
1 1d4 piercing 2 Light, special
30 1d6 slashing finesse, light, Basket hilt
50 2d6 piercing 4 Finesse, reach, two-handed
50 1d6 piercing / 1d6 bludgeoning
1d12 piercing Mounted, heavy
20 1d6 slashing / 1d6 piercing 3 Versatile damage
Cost DAMAGE WEIGHT PROPERTIES
10 1 piercing 1 Ammunition (range 25/100), loading
75 1d6 3 Ammunition (range 30/120), light, loading
piercing
150 1d6 3 Ammunition (range 30/60), light, loading, reload (6)
piercing
50 1d10 18 Ammunition (range 100/400), heavy, loading, two-
piercing handed
100 1d10 18 Ammunition (range 60/240), heavy, loading, two-
piercing handed, reload (6)
50 1d8 2 Ammunition (range 150/600), heavy, two-handed
piercing
1 — 3 Special, thrown (range 5/15)
150 2d6 2 Ammunition (range 150/600), heavy, two-handed,
piercing special
375 1d6 3 Ammunition, Ranged (30/120), loading (10),
piercing concealment
150 1d6 2 Ammunition (range 80/320), two-handed, special
piercing
200 4 special

Ammunition (range 150/600), two-handed, special,
heavy
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Bolas. A Large or smaller creature hit by a bolas must succeed on
a DC 10 Dexterity saving throw or be restrained by it. A creature can
break free of the bolas by using its action to make a DC 10 Strength
check or by dealing 5 slashing damage to the bolas. Formless
creatures are immune to this effect.

Hunting Bow. Hunting version of shortbow.

Boomerang. A boomerang is a curved wooden weapon, thrown
end-over-end. When thrown by a proficient wielder at a target beyond
its normal range increment, a boomerang returns to the thrower if the
attack misses; it lands on the ground within 10 feet of the thrower, at
a location of the Dungeon Master’s choosing. Warspear. Military
version of spear.

Spiked Chain.

Cestus. this reinforced leather glove consists of a series of leather
thongs that are tied over the hand; the thongs secure a set of metal
plates, one over the knuckles and the other along the back of the hand.
There are two variants of this weapon. The myrmex "limb-piercer" has
the versatile damage (piercing) property and the sphairai "bone-
breaker" has the versatile damage (slashing) property.

Net. When you attack with a net, you target a point in space. Each
Large or smaller creature within 5 feet of that point must succeed on
a DC 10 Dexterity saving throw or be restrained by the net. A creature
can break free of the net by using its action to make a DC 10 Strength
check or by dealing 5 slashing damage to the net.

Halberd. A halberd consists of a long spike, an attached axe blade
on a long pole, and a hook on the back of the axe blade. The hook is
designed to pull mounted enemies from their mounts. If you deal
damage to a creature with the halberd, the creature must succeed on
a Strength saving throw or fall prone. The DC of the check is equal to
your attack roll result.

Boomerang. When you throw this weapon and miss, it returns to
your hand. Creatures that are proficient with javelins are also
proficient with boomerangs.

Composite bow. These bows use a complex design with a high
draw weight. You add your Strength modifier alongside your Dexterity
modifier to damage rolls for composite bows.

Garrote. When you attack with this weapon and hit, you
immediately grapple the target if it is Large or smaller and is not
formless. This grapple ends early if you let go of either end of the
garrote. While grappled in this way, the creature is gagged, cannot
breathe, and melee attacks against it are made with advantage. Rogues
are proficient with garrotes.

Boarding Axe. While wielding a Boarding Axe in each hand you
have advantage on athletic checks to climb wood

Hand-Hook. On a hit, instead of damage, you may attempt grapple
the target with advantage as a bonus action. No advantage is gained
to maintain the grapple. At your DM's discretion, you may instead try
to force the target to drop an item it is holding.

Boomerang. If this weapon is thrown, it returns to the thrower at
the end of the attack. The thrower can use a bonus action to catch the
boomerang.

Composite Bow. Composite bows are built with a composite of
materials, each with various degrees of flexibility. They have
exceptionally strong draws.

You can add your Strength modifier to damage rolls with a
composite bow, instead of your Dexterity modifier. (But continue to
use your Dexterity modifier

for rolls to hit.)

Crossbow, Repeating Hand . This hand crossbow has a built-on
magazine that holds multiple crossbow bolts, facilitating quick loading
of the weapon.

The hand repeating crossbow’s built-in magazine holds up to 6
crossbow bolts. While the magazine contains any bolts, the weapon is
not affected by the loading property. Reloading up to 6 bolts into the
magazine requires an action.

Crossbow, Repeating Heavy. This heavy crossbow has a built-on
magazine that holds multiple crossbow bolts, facilitating quick loading
of the weapon. The heavy repeating crossbow’s built-on magazine
holds up to 6 crossbow bolts. While the magazine contains any bolts,
the weapon is not affected by the loading property. Reloading up to 6
bolts into the magazine requires an action.

{

Crossbow, Repeating Light. This light crossbow has a built-on
magazine that holds multiple crossbow bolts, facilitating quick loading
of the weapon.

The light repeating crossbow’s built-on magazine holds up to 6
crossbow bolts. While the magazine contains any bolts, the weapon is
not affected by the loading property. Reloading up to 6 bolts into the
magazine requires an action.

This weapon is favored by derro.

Harpoon. A harpoon is a thrown weapon designed to impale its
target. A trailing rope restricts the target’s movement after the weapon
binds in the target’s flesh.

Despite its standard range increments, a harpoon cannot be used
to attack a creature that is farther away than the length of its attached
rope. These special rules apply only if the harpoon is attached to such
a trailing rope; otherwise treat the weapon in all ways as a javelin.

A harpoon attack that inflicts at least 5 damage binds the target. A
harpooned creature is restrained except that it can still move its
normal speed, provided it goes no further away from the attacker. This
range

can be shortened over time if the other end of the rope is attached
to a winch.

A harpooned creature can use its action to make a Strength check
to free itself from the weapon. The DC is 10, or the damage inflicted
by the harpoon attack, whichever is higher. A creature with an
Intelligence of 7 or higher automatically succeeds at this check,
understanding innately how to manipulate the weapon to free itself.

Alternately, the creature can attempt to pull free, dragging the
weapon and rope with it. If you control the other end of the rope, this
is an opposed check of Strength (Athletics). If the creature is two or
more sizes larger than you, this check succeeds automatically. If the
rope is tied to an object, the creature must instead try to burst the
rope or drag the attached object

Polearm, Glaive. A single-edged blade mounted on a long haft.
The blade curves over at the tip to increase the cutting area.

Polearm, Halberd. A polearm irregular head, forming a chopping
piercing point.

Polearm, Pike. And extremely long spear-like weapon used
primarily in formation fighting. The end of the haft is often reinforced
or covered with metal

Sap. A sap consists of a heavy weight within a sleeve of leather or
other padded material. Its purpose is to knock out creatures without
killing them.

Once per turn, you can use this weapon to attempt a sapping
attack if you have not made (and will not make) a Sneak Attack that
turn.

Spiked Chain. This chain has various weights and sharp
protrusions at strategic points along its length. It is designed to
entangle foes.

Sword, Bastard. This weapon is a cross between the longsword
and the greatsword. The additional length makes the weapon very
affective from horseback.

Sword, Broadsword. This weapon resembles a longsword but with
a shorter handle and a wider, heavier blade. Older versions lack the
weapon’s iconic basket hilt.

Sword, Gladius. This simple weapon is used primarily for thrusting,
like a heavier shortsword, with a blade that broadens at the end. This
makes it suitable to both

piercing and slashing attacks.

Sword, Long. This iconic knightly weapon features a cruciform hilt.
The weapon is light enough for single-handed use but has a long
handle (from which it derives its name) that allows it to be wielded
two-

handed.

Sword, Scimitar. A light, curved sword with a heavier end, excellent
for fast, intricate attacks.

Sword, Shortsword. This weapon looks like a heavy dagger with a
longer blade. The weapon is made primarily for short, vicious thrusts.

Sword, Cutlass.
Crossbow, arm.
Crossbow, Net thrower.

Yklwa. Instead of a mere point, this short spear has a heavy, bladed
head, up to two feet long and sharp along its entire length.
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A common variant of this weapon has a blade of chipped stone or
obsidian instead of steel; it gains the

Ammunition

Ammunition is a projectile that can be fired, shot, or thrown. In
order to use the ammunition properly, it must be used with the correct
firing device. The weapon used to fire the ammunition will have two
numbers following after it in its properties. The first number is the
preferred firing range. If the ammunition is shot and its distance
between the target and itself is equal to or less than this number of
feet, there is no penalty. The second number is the maximum range.
If the ammunition is fired after the preferred range but the target is
within the maximum range, the attack roll is at disadvantage. If the
target is outside the maximum range, the attack automatically fails.

When trying to fire an arrow, you must use either a shortbow,
longbow, or composite bow. If you are attempting to fire a bolt, you
must use a crossbow variant.

Attempting to use the wrong ammunition for these two types of
weapons will apply the following penalties. First, the attack roll is at
disadvantage. Once the improper ammunition is fired, the preferred
range is halved. If the target is past the preferred range, the attack
automatically misses.

Arrow, Barbed. This piece of ammunition causes bleeding wounds.
A creature hit with a barbed arrow or bolt takes T point of piercing
damage at the beginning of its turn until it uses its action to pull the
arrow free. Once pulled free of the wound, the ammunition is
destroyed.

Arrow, Smoldering. This piece of ammunition has a hollow point
containing alchemist’s fire and a simple ignition mechanism. A
creature you hit with a smoldering arrow or bolt takes 1d4 fire damage
at the beginning of its next turn. Once ignited, the ammunition is
destroyed.

Arrow, Smoking. This piece of ammunition lets out a blast of
smoke on contact. A 5-foot radius sphere centered on the creature or
point you hit is heavily obscured until the end of your next turn. Once
ignited, the ammunition is destroyed.

Arrow, Splintering. When you hit a creature with a splintering
arrow or bolt, it explodes into wooden or bone shards. Each creature
within 5 feet of the target must make a DC 12 Dexterity saving throw
or take 1d4 piercing damage. Once it explodes, the ammunition is
destroyed.

Arrow, Barbed. This piece of ammunition causes bleeding wounds.
A creature hit with a barbed arrow or bolt takes 1 point of piercing
damage at the beginning of its turn until it uses its action to pull the
arrow free. Once pulled free of the wound, the ammunition is
destroyed.

Arrow, Smoldering. This piece of ammunition has a hollow point
containing alchemist’s fire and a simple ignition mechanism. A
creature you hit with a smoldering arrow or bolt takes 1d4 fire damage
at the beginning of its next turn. Once ignited, the ammunition is
destroyed.

Arrow, Smoking. This piece of ammunition lets out a blast of
smoke on contact. A 5-foot radius sphere centered on the creature or
point you hit is heavily obscured until the end of your next turn. Once
ignited, the ammunition is destroyed.

Arrow, Splintering. When you hit a creature with a splintering
arrow or bolt, it explodes into wooden or bone shards. Each creature
within 5 feet of the target must make a DC 12 Dexterity saving throw
or take 1d4 piercing damage. Once it explodes, the ammunition is
destroyed.

Arrow, Alchemical. The forward end of the shaft is a blunt glass
tube delicate enough to break on impact, dispersing its liquid contents
onto the target.

Any liquid that is effective on contact can be placed into an
alchemical arrow, including acid, alchemical solvent, alchemist’s fire,
defoliant, holy water, unholy water, and all sorts of contact poisons.
When fired from a bow, an alchemical arrow halves the weapon’s
normal and long range increments and changes its damage to 1d4
bludgeoning. In addition to damage, a successful ranged attack applies
the contained liquid, as though it had been splashed onto the target.

P -ctiin.
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A substance that comes in a vial fills one alchemical arrow. A
substance that comes in a flask fills two alchemical arrows, but that
dose is diluted; any applied damage is halved and any effect that
grants a saving throw is rolled with advantage.

Arrow, Barbed. This piece of ammunition has wicked barbs that
make it hard to remove from the target. This applies the cruel weapon
property to attacks made with it.

Arrow, Fire. This arrowhead has a small, bulbous cage just behind
the tip. The cage holds flammable, fibrous material soaked in an
accelerant, like the material used for torches.

You may spend a bonus action to knock this arrow and dip the
point into an active fire source prior to shooting. A lit fire arrow adds
1 fire damage to the bow’s attack. The arrow might also light highly-
flammable materials that it touches, like thatched rooves, dry crops,
and the like.

Arrow, Flight. This arrow is crafted of materials carefully selected
for their aerodynamic properties. With lighter heads and superior
fletching, flight arrows are tremendously accurate missiles.

When using this ammunition, both the bow’s range increments
are increased by a distance equal to half the weapon's normal range
increment. When firing a flight arrow, apply a -1 penalty to the damage
roll.

Arrow, Frog Crotch. The head of this arrow forms a razor-sharp
crescent, points facing forward, theoretically allowing the archer to cut
ropes from a distance. Targeting a rope is a difficult shot; apply
disadvantage to the attack roll unless it is made within 10 feet of the
target.

Arrow, Grappling. The head of this heavy arrow has four opposite
claws that form a grappling hook. This arrow allows you to use your
attack roll in the place of the normal ability check when trying to place
a grappling hook. The head of a grappling arrow is attached to a 100-
foot length of silk cordage. The coiled cord is spooled or is placed on
the ground before firing so that it can unwind as the arrow flies
toward its target. The line has loops knotted into it just large enough
to serve as footholds for a climber. The cord has 1 hit point and can
be burst with a DC 12 Strength check. If used as a weapon, the
grappling arrow reduces the bow's damage to 1d4 bludgeoning.

Arrow, Screaming. The head of this arrow makes a screaming
noise in flight. The sounds this arrow emits in flight can be easily
heard within 100 feet of any point along its path.

Arrow, Sheaf. This is the most common type of arrow used in
combat, a sturdy shaft of reliable length, topped by a heavy broadhead
or bodkin point. These are normally referred to as just “arrows.”

Arrow, Smoke. A thin wrap of an alchemical material encases the
shaft of this arrow behind the head. You may spend a bonus action to
knock this arrow and dip the point into an active fire source prior to
shooting, causing the material to smoke vigorously. The arrow trails
smoke as it flies and creates a 5-foot cube of smoke wherever it hits.
The smoke dissipates in 1d4 rounds, or until dispersed by a wind of at
least 10 mph. Smoke arrows are each crafted to emit a specific color
of smoke, useful for signaling.

Ammuntion (arrow)

ltem
Barbed

Smoldering

Cost, gp Weight, Ib

Smoking
Alchemical
Fire

Flight

Blowgun Needle, Hooked. This blowgun needle has several small
hooks behind the tip that make it hard to remove from the target. This
applies the cruel weapon property to attacks made with it.

Blowgun Needle, Steel. This is a lightweight needle, about six
inches in length, used as blowgun ammunition. A puff of downy
feather attached to one end allows the projectile to be fired from a
blowgun with a firm blast of lung power. Steel needles are often used
to deliver toxins, being dipped in a vial of poison or other substance
just before firing. These are normally referred to as just “blowgun
needles.”

Item
Barbed

Cost, gp Weight, Ib
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Smoldering
Smoking
Alchemical
Fire

Flight

Crossbow Bolt, Broad Tip. This is the most common type of bolt
used in combat, a short shaft with a razor-sharp broadhead at the tip.
These are normally referred to as just “crossbow bolts.”

Crossbow Bolt, Grappling. The head of this heavy bolt has four
opposite claws that form a grappling hook. This bolt allows you to
substitute your attack roll in the place of the normal check for trying
to place a grappling hook. The head of a grappling arrow is attached
to a length of silk cordage. The coiled cord is spooled or is placed on
the ground before firing so it can unwind as the arrow flies toward its
target. The line has small loops knotted into it at intervals, placed to
serve as footholds for a climber. The cord weighs 2 pounds and is 100
feet long. It has 1 hit point and can be burst with a DC 12 Strength
check. If used as a weapon, the grappling crossbow bolt reduces the
crossbow's damage to 1d4 bludgeoning. Because of their shape, these
bolts cannot be loaded into a repeating crossbow magazine.

Crossbow Bolt, Inking. This heavy crossbow bolt bears a large,
spongy head soaked in bright ink. The bolt is typically carried inside
a wax coating that covers the head to preserve the ink prior to use.
Such bolts are often used by spotters in battle to mark certain targets.
By prearranged agreement, this focuses the attention of allied ranged
units like archers and war wizards. The wax coating on the head of
this bolt can be removed as a bonus action during loading, making it
ready to fire. Anything the missile hits is splattered with the bright
ink. A crossbow firing an inking crossbow bolt reduces its damage to
1d2 bludgeoning. Because of their shape, these bolts cannot be loaded
into a repeating crossbow magazine.

Crossbow Bolt, Notch-Tip. The long, thin head of this piece of
ammunition has a pair of notches on opposite sides, about one inch
below the head. These weaken the shaft, causing it to break on impact,
leaving the tip inside the target. This bolt applies the cruel weapon
property to attacks made with it.

Crossbow Bolt, Stabilized. This bolt is crafted with a target tip and
some small fletching. When using this ammunition, both the
crossbow's range increments are increased by a distance equal to half
the weapon's normal range increment. When firing a stabilized
crossbow bolt, apply a -1 penalty to the damage roll.

ltem
Barbed

Smoldering

Cost, gp Weight, Ib

Smoking
Alchemical
Fire

Flight

Sling Bullet, Alchemical. This spherical projectile is made of clay
or glass, designed to shatter on impact, dispersing its liquid contents
onto the target. It is larger than a normal piece of sling ammunition.
Any liquid that is effective on contact can be placed into an alchemical
sling bullet, including acid, alchemical solvent, alchemist's fire,
defoliant, holy water, unholy water, and all sorts of contact poisons.
When fired from a sling, an alchemical sling bullet halves the weapon's
normal and long range increments. In addition to damage, a successful
ranged attack applies the contained liquid, as though it had been
splashed onto the target. A substance that comes in a vial fills one
alchemical sling bullet. A substance that comes in a flask fills two
alchemical sling bullets, but that dose is diluted; any applied damage
is halved and any effect that grants a saving throw is rolled with
advantage. These ammunition pieces are favored by kobolds, who call
them “stink pots.”

Sling Bullet, Dimpled. These bullets are carefully molded for
symmetry and drilled with dimples around the circumference to
improve flight characteristics. When using this ammunition, both the
sling's range increments are increased by a distance equal to half the
weapon's normal range increment.

o
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Sling Bullet, Leaden. This is the most common type of sling bullet,
a simple lump or sphere of molded lead. These are normally referred
to as just “sling bullets.” Sling Bullet, Razor Glass. This piece of
ammunition is designed to shatter into sharp slivers that imbed
themselves in the target. This design applies the cruel weapon
property to attacks with the ammunition.

Sling Bullet, Stone. In a pinch, a slinger can make use of
appropriately-sized stones in the place of bullets. Stones cost nothing
to collect but are less effective due to their irregular shapes; they
apply a -1 penalty to the weapon's damage roll.

Item
Barbed
Smoldering
Smoking
Alchemical

Cost, gp Weight, Ib

Fire
Flight

Blunt Tip Ammunition. The end of this arrow or bolt is a metallic
ball, instead of a point. When using this ammunition, the damage type
becomes bludgeoning, instead of piercing.

Hollow Tip Ammunition. The end of this arrow or bolt is empty
and fragile. The shaft is also hollow, with a cork on the end of it. This
arrow is capable of holding one ounce of a single liquid inside of it.
This liquid does not dry out while inside of it. If the ammunition hits
an object and is not a sling bullet, the tip breaks, and the liquid pours
out. If the object is a creature, the liquid is injected into the target. If
the ammunition is a sling bullet, the liquid is not injected into the
creature. There is a wick that connects to the liquid contents inside
the sling bullet.

Serrated Tip Ammunition. The end of this arrow or bolt is serrated,
much like a knife. The tip is also widened and flat. When using this
ammunition, the damage type becomes slashing, instead of piercing.
If this ammunition is fired in order to cut a rope, the attack roll has
advantage. This does not apply to a serrated needle.

ltem

Barbed
Smoldering

Cost, gp Weight, Ib

Smoking
Alchemical
Fire

Flight

This section describes the special properties of this document’s
new adventuring gear.

ltem cost Weight
Arrows
Item cost Weight
Alchemical (10) 20 gp 1/2 Ib.
Barbed (20) 10 gp 11b.
Fire (10) 5gp 1/2 Ib.
Flight (20) 2gp 11b.
Frog-crotch (10) 5gp 1/2 Ib.
Grappling 2gp 1/2 Ib.
Screaming (10) 10 gp 1/2 Ib.
Sheaf (standard 1gp 11b.
arrow) (20)
Arrow, Barbed igp
Arrow, 2gp
Smoldering
Arrow, Smoking 3gp
Arrow, 2gp
Splintering
Smoke (10) 15 gp 1/2 Ib.
Paan
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Blunt Tip Arrow 2gp
)
Hollow Tip 2gp
Arrow (5)
Serrated Tip 2gp
Arrow (5)
Blowgun
Needles
Blunt Tip 2gp
Needle (20)
Hollow Tip 2gp
Needle (20)
Serrated Tip 2gp
Needle (20)
Hooked (50) 15 gp 11b.
Steel (standard Tgp 1lb.
needle) (50)
Crossbow Bolts
Serrated Tip 2.gp
Bolt (5)
Hollow Tip Bolt 2gp
(5)
Blunt Tip Bolt (5) 2 gp
Broad-tip Tgp 1% Ib.
(standard bolt) (20)
Notch-tip (20) 10 gp 1% Ib.
Grappling 2gp 1% Ib.
Inking 1gp 1/2 Ib.
Stabilized (20) 2gp 1% Ib.
Sling Bullets
Hollow Tip Tgp
Sling Bullet (20)
Serrated Tip 1gp
Sling Bullet (20)
Alchemical (10) 15 gp 1% Ib.
Dimpled (20) 5gp 1% Ib.
Leaden 4cp 1% Ib.
(standard bullet)
(20)
Razor glass (20) 10 gp 1% Ib.
Stone (20) — 1% Ib.

Variant: Recovering Ammunition

The ammunition weapon property says that characters can
recover half the ammunition used after a combat by searching
for 1 minute. Where did the rest go? This system assumes that
the other pieces are harder to find or are broken and unusable.

With this variant, searching for another minute allows recovery
of the rest of the ammunition. Half this second batch of found
ammunition (a quarter of all ammunition fired) is broken.

Constraints. The ability to recover any ammunition assumes
the party has time after a battle; that it is not being pursued or
racing after its goal. It also assumes that the battlefield is readily
searchable; firing at a sea monster from the safety of a boat is
likely to make the ammunition totally unrecoverable. A fight in
pitch blackness, which the party can't see through, is just as
likely to prevent the recovery of any ammunition.

Repairs. Broken pieces of ammunition can be repaired with
magic or tools. This allows careful archers to maintain their
stocks of ammunition on extended adventures.

A mending cantrip is sufficient to fix each piece of broken
ammunition, requiring only one action per piece repaired.

Without magic, broken ammunition can be repaired using the
appropriate artisan's tools, as though the remnants were craft
components. Repairing requires about 1T minute of time per
copper piece of the product's value. (This figure is a distillation
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of the 8-hour workday which allows up to 5 gp of total market
value production.) This means that it takes 5 minutes to repair
a standard arrow, bolt, or sling bullet, since each has a 5-cp
market value.

Example. A ranger fires 20 of her standard arrows in a battle.
Afterward, she recovers 10 arrows in the first minute of
searching. In the second minute of searching, she recovers 5
more whole arrows and 5 broken ones. With the right artisan's
tools, the ranger can repair the broken arrows in 25 minutes.

Masterwork weapons

A Masterwork item is an item created with such skill and care that it
is clearly superior to a normal item. Not just any craftsmen can create
a Masterwork item; only an expert in his or her craft, with exceptional
skill and years of experience, can create such an item. Masterwork
items can take the form of weapons, armor, or tools. All Masterwork
items are exceptionally durable and can take wear and tear better than
a normal item. Although Masterwork items are not magical, magic
items are Masterwork items, but their magical description and
properties replaces any benefit they grant from being Masterwork.

Masterwork weapons

Masterwork weapons are particularly sharp and sturdy. You gain a +1
bonus to damage rolls made with a Masterwork weapon. Your weapon
is less likely to break under normal use. Ammunition generally cannot
be Masterworked. If a Masterwork weapon gains a bonus to damage
from any other source, that bonus replaces the bonus granted from
the weapon being a Masterwork weapon. Masterwork weapons cost
300 GPs more than the base price of the weapon. A Masterwork
weapon can also be silvered, but this costs an additional 100 GPs.

Masterwork Traits

VARIANT RULES: MORE REALISTIC BOWS ANS CROSSBOWS

Range: divide by three
Crossbows: reload take 1 action, all range is normal and crossbow get
bonus +2 to hit

LINKS AND SOURCES
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VARIANT AND OPTIONAL RULES

VARIANT & OPTIONAL RULES

BaleaHTHble MpaBHAA AOTMOAHSIOT UAW PACLLUMPAIOT CTAaHAAPTHBIE.
OrnuroHaAbHbIEe NMpaBHUAa AOMOAHSIOT CTAaHAAPTHbBIE.

Fighting with two weapons

Standard rules for fighting with two weapons make it useless for
ranger (who must use bonus action to get benefits of Hunter's Mark)
and fighter after 11 level. So, this variant rule fixes this problem -
freeing bonus action and creating synergy effect of Action Surge for
fighter.

When you take the Attack action and attack with a melee weapon, that
not have heavy property, or light ranged weapon that you're holding
in one hand, you can use a bonus action to attack with a different light
weapon that you're holding in the other hand. You don't add your
ability modifier to the damage of the bonus attack, unless that
modifier is negative.

If either weapon has the thrown property, you can throw the weapon,
instead of making a melee attack with it.

If later you receive ability to make Extra attacks, then you make first
attack with off-hand weapon as part of Attack action and still can make
second attack with off-hand weapon as a bonus action.

Extra attack in multiclassing (variant)

Sometimes my players and | wanted to create “strange multi-class
characters — with several martial classes. So, this rule will give such
characters Extra Attack one or two levels earlier and if character have
two sources of Extra Attack then they will get some little
compensation.

If you have two or more classes (or archetypes) with class feature Extra
Attack, then you can gain benefit of this class feature even if any one
of your classes do not have enough levels to get it. If your total levels
of classes with class feature Extra Attack is more than 7 then you can
use Extra Attack.

Also, the only one way to get second feature Extra Attack (to make 3
weapon attacks as action) is to get 11 levels of Fighter.

If you have two sources of Extra Attack class feature - you can take
another fighting style

ROGUE SNEAK ATTACK (VARIANT)

More classical sneak attack - to attack with a club or similar effect
Rogue can make sneak attacks with ranged, finesse or light weapons.

FALLING TO O HP

If you fall to O hp and receive healing in combat you have 1 level of
exhaustion. These levels of exhaustion fade away after long or short
rest.

FLANKING (VARIANT)

If you and your ally are flanking target (as described in Flanking
optional rule) you and your ally gain bonus +2 to attack rolls versus
this target.

P -ctiin.

MISSING A RANGED WEAPON ATTACK

When a ranged weapon attack misses, the ammunition or weapon
doesn't disappear into the air; it keeps travelling until it falls or hits
something. You can use this optional rule to determine what happens
when a ranged weapon attack misses.

Ammunition Weapons. If the missed ranged weapon attack used
ammunition (such as a bow or crossbow) the ammunition continues
in a straight line. It is assumed to travel through the intended target's
space and into the spaces directly behind in a straight line, until it
either hits something or travels a number of feet from the target equal
to its normal range (at which point it falls to the ground)

If the ammunition passes into a creature's space beyond the intended
target, the creature must make a DC 10 Dexterity saving throw. On a
failure, the creature takes damage from the ammunition, which stops
when it hits the creature, but the attacker doesn't add its ability score
modifier to the damage roll On a successful save, the creature dodges
the ammunition, which continues on its path.

Thrown Weapons. If the missed ranged weapon attack used a thrown
weapon (such as a dart or javelin), the weapon lands in a space within
5 feet of the intended target (or 10 feet if the attack roll was a 1 on the
d20} Roll 1d8, assigning each number to a compass direction (north,
northeast, east, etc.} The result is where the thrown weapon lands. For
example, if you assigned 1 to north, and then rolled a T on the d8§, the
weapon would land 5 feet north of the intended target.

If there is a creature in that space, it must succeed on a DC 10 Dexterity
saving throw or be hit by the weapon. If it hits, the attacker doesn't
add its ability score modifier to the damage roll

Hitting cover

When a ranged attack misses a target that has cover, you can use this
optional rule to determine whether the cover was struck by the attack.

First, determine whether the attack roll would have hit the protected
target without the cover. If the attack roll falls within a range low
enough to miss the target but high enough to strike the target if there
had been no cover, the object used for cover is struck. If a creature is
providing cover for the missed creature and the attack roll exceeds
the AC of the covering creature, the covering creature is hit.

Cleaving through creatures

If your player characters regularly fight hordes of lower-level
monsters, consider using this optional rule to help speed up such
fights.

When a melee attack reduces an undamaged creature to O hit points,
any excess damage from that attack might carry over to another
creature nearby. The attacker targets another creature within reach
and, if the original attack roll can hit it, applies any remaining damage
to it. If that creature was undamaged and is likewise reduced to O hit
points, repeat this process, carrying over the remaining damage until
there are no valid targets, or until the damage carried over fails to
reduce an undamaged creature to O hit points.

Armor with a dexterity modifier

Many characters and creatures gain a bonus to their Armor Class
from their Dexterity modifier, whether as a result of unarmored
defense, natural armor, wearing light armor, or some other feature.
This bonus represents the creature's ability to quickly dodge out of
the way of attacks, which they wouldn't be able to do in heavy armor.
What happens when they are unable to dodge, held fast in a spider's
web, or unconscious? This optional rule addresses that question.

If a creature is paralyzed, petrified, restrained, stunned, or
unconscious, it doesn't gain its Dexterity modifier as a bonus to its
Armor Class.

Sleeping In Armor
ariant]

These rules build on those presented in Xanathar's Guide to
Eveiything.
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Light Armor. Sleeping in light armor has no adverse effect on the
wearer.

Medium Armor. When you finish a long rest during which you
slept in medium armor, you regain only one quarter of your spent Hit
Dice (minimum of one die} If you have any levels of exhaustion, the
rest doesn't reduce your exhaustion level

Heavy Armor. When you finish a long rest during which you slept
in heavy armor, you regain only one quarter of your spent Hit Dice
(minimum of one die} If you have any levels of exhaustion, the rest
doesn't reduce your exhaustion level In addition, you must succeed
on a DC 10 Constitution check or gain one level of exhaustion.

Deadly surprise (variant rules)

If you attack surprised target during first round of combat your
weapoms attacks damage is applied to Constitution score of target. If
target has Constitution score O or less it is dead.

Mounted Combat
Controlled Mount Attacks

While you're controlling a combat-trained mount such as a
warhorse, you can use your action to direct the mount to take an
Attack or Overrun ac-tion against a target of your choice. For
example, you could direct your warhorse to make a hooves attack with
a Tram-pling Charge against a target, or overrun an enemy position,
instead of making your own attack with your sword.

Depending on the circumstances, the GM may require you to
succeed on a Wisdom (Animal Handling) check and/or have the
Mounted Combatant feat to direct a con-trolled mount attack.

Movement Around Other Creatures

You can move through a nonhostile creature's space. In con-trast,
you can move through a hostile creature's space only if the creature
is at least two sizes larger or smaller than you. Treat a prone hostile
creature as being one size smaller than nor-mal for this purpose.
Remember that another creature's space is difficult terrain for you.

Whether a creature is a friend or an enemy, you can't willingly end
your move in its space.

If you leave a hostile creature's reach during your move, you
provoke an opportunity attack.

Ranged attacks while mounted

Riding on the back of any mount and simultaneously attempting
to shoot a bow or throw javelins is extremely difficult and requires
great skill This option requires creatures to be practiced in this
respect, or not be as effective while mounted.

If a creature is mounted and the mount moves on its turn, the
mounted creature has disadvantage on ranged weapon attacks until
the end of that turn.

One-hit kill

This option makes falling unconscious at O hit points Extremely
dangerous. It can also be combined with the r'Bleeding Out" option
and pairs well with the "Coup de Grace" optional rules.

- A creature with O hit points and that isn't stable makes death
saving throws as normal but dies instantly if it takes damage from any
source. If the creature is stable, it follows the normal rules for taking
damage while at O hit points.

Death And Dying

ari

ni)
This section offers different ways to handle death and dying.

For these options, the rules for instant death, falling unconscious,
death saving throws, and stabilizing a creature (as given in the 5th
Edition Player's Handbook) are unchanged, unless stated otherwise.

Negative Hit Points

P -ctiin.
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This option is simple, and uses the rules for instant death, death
saving throws, and stabilizing a creature that are given in the 5th
Edition Player's Handbook. It emphasizes stabilizing creatures as
opposed to healing them, and takes the focus off of healing spells
such as healing word.

Using this variant, a creature can go below 0 hit points. Whenever
the creature takes damage when it has O hit points or lower, it suffers
a death saving throw failure. If the damage is from a critical hit, it
suffers two failures instead. Track the

Stabilizing a Creature. A creature with negative hit points can be
stabilized as normal When a creature with negative hit points is
stabilized, it immediately regains enough hit points such that it is
stable and at O hit points.

Bleeding Out

This option doesn't include death saving throws, and a fallen
creature relies on allies to save its life before time runs out. It is more
forgiving to creatures who only go down once, but continually falling
to O hit points spells doom.

Death Points. Death points measure how close a creature is to
death. The first time a creature is reduced to O hit points, it starts with
0 death points. Once the creature has 10 death points, it dies. A
creature's death point total resets to O when it finishes a long rest.

A creature gains death points in two ways:

A creature that starts its turn with O hit points and isn't stable
gains 1 death point

Whenever a creature with O hit points takes damage, it gains
1 death point, or 2 death points if the damage was from a critical hit
damage as normal continuing to subtract hit points as it goes below
0.

If the creature reaches a negative hit point total equal to its hit
point maximum, it dies.

Healing. With negative hit points, powerful healing becomes much
more valuable and expensive. In order for a creature with O hit points
or fewer to regain consciousness, it must regain enough hit points
such that it has at least 1 hit point.

Even if the creature is stabilized or regains consciousness, it
retains its death point total

Healing Death Points. Whenever a creature that has at least 1 death
point receives magical healing, it can choose whether that healing
goes toward its hit points or its death points. For every 5 hit points of
healing that go toward death points, the creature's death point total is
reduced by 1.

Stabilizing a Creature. You can use your action to administer first
aid to an unconscious creature and attempt to stabilize it, which
requires a successful DC 10 Wisdom (Medicine) check.

A stable creature doesn't gain death points at the start of each of
its turns, but it does remain unconscious and it retains its death point
total The creature starts accruing death points again if it takes any
damage. A stable creature that isn't healed regains 1 hit point in 1d4
hours.

Instant Death. This option follows the normal rules for instant
death from massive damage.

Bleeding Wounds

ant)

Some effects, such as the loss of a body part, cause a bleeding
wound to a creature. At the start of each of the creature's turns, it loses
1d4 hit points from blood loss for each bleed-ing wound. The creature,
or a creature within 5 feet of it, can then use an action to make a DC
15 Wisdom (Medicine) check, ending the effect from all bleeding
wounds on itself on a success. Magical healing will also end the effect.

Shock

ant]

A dying creature might enter shock once it recovers
con-sciousness. Shock is a special condition that lasts until the
creature recovers naturally, or the condition is removed by the lesser
restoration spell. A creature in shock displays a vari-ety of symptoms
including pallor, cold sweats, weakness, nausea, thirst, and groaning; it
is usually incoherent and may gaze helplessly at its injuries.

Paan
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Each time you regain hit points after dropping to O hit points, you
must succeed on a DC 10 Constitution saving throw or enter shock.
This saving throw is made with disad-vantage if you failed any death
saving throws before regain-ing hit points.

When you enter shock, you gain one level of exhaustion and are
incapacitated. Your speed is reduced by 10 feet, and you can't speak
coherently. You automatically fail Strength and Dexterity saving
throws, and attack rolls against you have advantage. After 1d4 hours,
you must make a DC 10 Constitution saving throw: on a success, the
condition and any exhaustion levels gained from shock are removed;
on a failure, you remain in shock and gain another level of
ex-haustion. Repeat the saving throw every 1d4 hours until ei-ther
the condition is removed, or you die.

NMOCTOSHHBIE TPABMbl U MACCUBHbIN
YPOH

Expanded 5e,

OAHOM M3 OCHOBHBIX TMPHYKH, IO KOTOPOH MEPCOHAXU He AOGST
MOCTOsIHHblE TPaBMbl — 3TO PMCK MOTEPsATb KOHEYHOCTb, KOTOPBIH
CAEAQAEeT MepCcoHaxa HaMHOro 60Aee CAabbIM U XOTsl C POAEBOM TOYKH
3peHusi 3TO 6€3yCAOBHO XOPOLLMI MOBOA AASl YHUKAABHOTO OTbIIPhbILLA
— rOTOBbI K HEMY BCe.

[losTOMY B 3THX M3MEHEHHBIX MPaBHAAX UCTIOAB3YETCS CAEAYIOLLIEE
AOTMOAHEHHE: €eCAU 3(@MEKT TOBOPUT MPO TMOCTOSHHYIO MOTEpIo
KOHEYHOCTU HWAM KaKOM-AMOGO (PYHKLHMOHAABHOCTH, WIPOK MOXET
3aMEHUTb 3TOT 3(MMEKT Ha «CAOMaHas» - COXPaHAs KOHEYHOCTH
NnepcoHaxa M MO3BOASIS BOCCTAHOBMUTbL TMOAHYIO (PYHKUMOHAAbHOCTb
repcoHaxa Yepe3 HeKOTopoe Bpemsl.

[lpyunHbl AOG6ABUTH B Mrpe OCTaAbHbIE TPABMBbI:

- Bl xoTHTE caenaTh Goit 60Aee OMACHBIM, HO Ha CAMOM AEAE He
CAeAaTh ero 6oaee onacHbIM. Hy, 6OAbLLYIO YacTb BpEMEHH ...

- DNUYeCcKHe HCTOPUM O NPEOAOAEHHH ellle GOABLLIErO KOAMYECTBA
NPENSTCTBUHA.

- AAuTenbHble 3deKTbl 60s1. Bbl HE AOAXHbBI MPOCTO «MPOCMATH»
5PPEeKThbl SMUYECKMX CPAXKEHUH, B KOTOPbIX Bbl AOBEAEHBI AO NMPEAEAA
CBOMX BO3MOXHOCTEM. DTO AAET MIPOKaM AOMOAHHUTEAbHbIE TPABMbI,
OT KOTOPbIX HYXHO OMPAaBUTbCS, YTO AEMCTBUTEABHO 3aCTaBASIET MX
4yBCTBOBATb, YTO OHM 3aCAYKUAK MOGEAY.

- [Iroxve 60eBble Lpambl.

Y7o BbI3bIBAET HEOGXOAHMMbBIE TPABMBI?

Wrpok AoAxeH caeraTb 6pOCOK MO TabAHLE MOCTOSHHBIX TPaBM,
KOTA@ C €ro nepcoHaxem NMpOUCXOAMT YTO-AMGO U3 CAEAYIOLLEro:

- Koraa mNpOTHBHHMK HAHOCHT MaKCHMMaAbHbIM YPOH CBOEH
aTakomn

- [lpu npoBane crrac6pocka oT cMepTH Ha 5 1 6oAee.

- Koraa npoTHMBHUK HAHOCHUT KPUTHYECKUI yAap

- Kak KoHKperHbii MOHCTp arakyer (oco6asi CroCOGHOCTD,
4TOGBI CAEAATb €ro 60Aee CTPALLHbIM)

- Oco6eHHO HeMnpUsTHBIN 3(PPHEKT 3aKAUHAHMSI

- Tlorteps cosHaHWs / KaXabld pa3, KOTAa Bbl AeAaeTe
Ccnac6pocoK OT CMepTH
AOTOAHWUTEABHOE  MPABMAO, KOTOpOe TMO3BOASeT H36exaThb

AWLIHUX OPOCKOB M AMIIHKMX 3DEKTOB MOCTOSAHHBIX TpaBM: Balll
NepcoHaX MOAyYaeT MOCTOsIHHYIO TPaBMy MpW YCAOBMKM HaAMYMS
COOTBETCTBYIOLMX YCAOBMIA M €CAM OH MPOBAAMA CHACOPOCOK MO
Tenocroxenuio ¢ YC 15.

AAbTEpHaTHBHOE NpPaBHAO: BMECTO cnac6pocka no
TerocroxeHmio MCMOAB3YHTe CMac6pPOCOK MPOTUB CMEPTH, U B CAyYae
pesyAbTaTa MeHblue 10 — nepcoHax NoAyvaet TpaBmy, a npu 10 u Bbille
— HeT.

TABAWUA NMOCTOSHHBIX TPABM

120
MOBPEXAEHHUM

TaGAMLla AAHUTEABHBIX TpaBM H MaCCHBHbIX

P -ctiin.
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1 Torepsite (cAomartb) HOTy MAM CTYMHIO - Bawa CKOPOCTb
rnepeABMXEHUS YMEHbLIAETCsl BABOE, M y BaC €CTb MOMEXH AAS BCeX
MPOBEPOK CMOCOOHOCTEN, OCHOBAHHBIX Ha AOBKOCTH, M3-3a OTCYTCTBMS
6anaHca.

2 Torepsitb (cAOMaTh) pyKy MAM KMCTb - Bbl MOXETE AEpPXaTb
TOABKO OAMH MPEAMET 3a Pa3, M Bbl He MOXXeTe COBepLIaTh aTaky ABYyMsl
pPyKamu.

3 Tlortepsitb rAa3 (3aTymaHeHHOe 3peHWe) - y Bac ecTb
HEAOCTaTOK MpH NMPOBEPKaxX BOCMPUSITUsS HAa OCHOBE 3pEHMs U AAABHMUX
aTakax.

4 Tlortepsi yxa (3BOH B ylax) - y Bac eCTb HEAOCTAaTOK MpH
MpOBEpPKe BOCIPUSTHUs Ha OCHOBE CAYXa.

5 [lpoKOAOTOE MAM TPOKOAOTOE AETKOE - Bbl MOKETE BLITOAHUTH
AEWNCTBHME WAM OGOHYCHOE AENCTBME, TOABKO KOFAA 3TOT OObEKT
HaxoAWTCs BHYTpu Bac. [locae yaAaneHus y Bac Ternepb ecTb
«BHYTpeHHsist TpaBMa» (cM. 10 Huxke).

6 [leperoM 4epemna MAM ApyrHe MepeAOMbl KOCTEH - y Bac eCTb
rnomMexu Ha 6pOCKH aTaKK W BCe MPOBEPKKU COCOOHOCTEN, OCHOBAHHbIE
Ha CHAE, AOBKOCTHM M TEAOCAOXeHWH (BKAlouas 3akauHaHus). Kpome
TOrO, Bbl BCErAA TEPINUTE HEYAQUY B MPOBEPKaX KOHLIEHTPaLMWH.

7 T'HomHas paHa - Balle MaKCHMAAbBHOE 3AOPOBbE YMEHbLIAETCS
Ha 1 KaXAbIH A€Hb.

8 Xpynkoe - Kaxabli pas, KOraa Bbl MOAy4YaeTe YpOH, Bbl
MoAyYaeTe AONOAHHUTeAbHO 1d6 ypoHa Toro ke Tumna.

9 boabllioe coTpsiceHMe Mo3ra - y Bac €CTb HEAOCTaTOK B
MpOBEpPKax YMCTBEHHbIX CMOCOGHOCTEH (MPOBEPKM MHTEAAEKTR,
MYAPOCTH M XapH3Mbl, HE CBSI3aHHbIE C 60eM).

10 BHyTpenHsist TpaBMa - Bbl coBepluaeTe ¢ nomexon Bce 6pOCKH
aTaku.

11 Chaboe MeCTO MAM GOAE3HEHHbINM LIpaM - Bbl TOAYYAETe
AOTOAHHTEABHO 1d6 MOBPEXAEHHH MPH MOMNAAAHUK B TOUKY TPABMBbI.

12 Yiwm6 HMAM TAYGOKHMH CHHSK - Bbl TepsieTe CroCOGHOCTb
AEMCTBOBaThb GbICTPO. Bbl GOAbLIE HE MOXKETE pearupoBars.

13 HesHauuTeAbHOE COTpsiceHMe - y Bac eCTb HEAOCTAaTOK B
MPOBEPKax YMEHHI, OCHOBAHHbIX Ha MHTEAAEKTE, KOTOPbI€ He CBA3aHbl
c 6oem.

14 ChomaHHble pebpa - y BaC €CTb HEAOCTAaTOK MpH MpOBepKax
CMoco6HOCTeH, OCHOBAHHBIX Ha CUAE€ U AOBKOCTH.

15 Tloteps maabLa (cAOMaHHasi pyKa) - y Bac eCTb HEAOCTATOK MpH
MpoOBEPKax AOBKOCTH PYK M AI0OGOM MpOBepKe CoCOOGHOCTEN, KOTOpast
BKAIOYAET MCMOAB30BAHHE BOPOBCKUX UHCTPYMEHTOB.

16 Limp - Bawa 6asoBasi ckopocTb nepeABHXeHHS CHUXEeHa Ha 5.

17 YxacHbM lWipam

18 BBIGUTBIX 3y6OB, 6OABLLION LIpaM

19 HesHauuTeAbHbIM HEGOABLLOW LIpam

20 Bcriaeck aapeHaAMHa: Bbl MOAyYaeTe KOAMUYECTBO BPEMEHHBIX
XWUTOB, paBHOe 1 OT Ballero xura *+ MOAMMHUKATOP TEAOCAOXEHHS.
KpoMme Toro, B CAeAylOLIMX ABYX payHAaX Bbl MOxXeTe GOHYCHbIM
AEWCTBMEM COBEpPLIMTb PhIBOK, @ Balll MOAM(UKATOP CHUAbI YABOWTCS.

CoBet Macrepy

[lo3BOAbTE BalMM MIpOKaM cAaeAaTb GPOCKKM MO 3TOM TabAMLE
nepeA HavyaAOM HIpbl M MOCMOTPHUTE Ha TO YTO OHM MOAyYaT. DTO
MOET MpHUAATh WX MEPCOHAXy HEMOBTOPHMYIO YHHKAAbHOCTb, € CAM
MIPOKHU HE YAOBAETBOPEHBI PE3YABTATOM, TO Bbl MOKETE MO3BOAUTb MM
nepe6bpOCHTb UAM MPOCTO HE MCMOAB30BATh MOAYUYEHHbIR 3P EKT.

LINKS AND SOURCERS
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MORE GRITTIER HEALING

ABOUT HEALING

PaCLLIl/IpeHHbIe YCAOBHSA W BUABI OTABIXA.
OcaabaeHHOE AeuveHUe.

OTAbIX

YcnoBus oTabixa

KoMdopTHele ycAOBHMS — MepcoHax oOO6ecrnevyeH eAOoW, BOAOH,
YKPbITUEM OT BHELUHeN Cpeabl. Bo BpeMs cHa mnepcoHax CHHUMaeT
CpeAHMe HWAM  Tskeable aocriexu. [lpy aToM nepcoHax He
MOABEpraeTcss BO3AEMCTBMIO BHELUHEN CpeAbl, @ MHWHHUMAAbHblE
napamMeTpbl TAaKOBbI:

Tenao — MuUHHUMYM XOAOAHAs OroAQ
Betep - crabbin

BaaxHocTs — ymMepeHHasi

OcaAKH - OTCYTCTBYIOT

besonacHbie YCAOBUSA  —
OXHMAAEeMbIX YyIpo3.

OTCYTCTBME TIPOrHO3MPYyEeMbIX W SBHO

CroOKOVIHbBIE YCAOBMSI - B TMOCTOSIABIX ABOPAX, FTOPOAE, YKPEMNAEHHbIX
doprnocrax.

AAVHHBIF OTABIX TPEGYET CAEAYIOLLMX YCAOBHH:
besonacHocTk 1 OTCyTCTBHE OXMAAEMBIX yrpo3

AocTaTouHble KOM(OPTHbIE YCAOBHS BHELUHEH CpeAbl AAS
OTAbIXa

Criokomcreue

B cAyyae OTCyTCTBMSI TaKOBbIX aBAHTIOPMUCTBI HE MOTYT COBEpLUMTH
MOAHOLEHHbIA AAMHHBIA OTABIX, @ AMIIb TOABKO CPEAHMH OTABIX
(cMm.aanee).

Con B nocnexax

COH B AErkux AOCIreXax He OKa3blBaeT HeﬁAal‘Ol’lpMﬂTHbIX 3Cpq)eKTOB
Ha Hocduero, HO BOT COH B CpPEAHUX HAHU TSKEABIX  Aocnexax
3aTPYyAHSET NMOAHOLEHHOe BOCCTaHOBAEHHE 3a AAWHHBIN OTABIX.

Koraa Bbl 3aBepLUMAW AAMHHBIM OTABIX, Ha MPOTS)KEHNH KOTOPOTO Bbl
CMaAM B CPEAHHMX MAM TSXKEABIX AOCMEXax, Bbl BOCCTaHaBAMBaeTe
BMOAOBHHY MeHblie Kocren Xutos (MuHKMyM T).

Ecan Y BacC eCTb KaKasi-AMOO CTerneHb MCTOLIEHMS, TaKOM OTABIX He
YMeHbLIaeT Bally CTterneHb UCTOLLEHHUS.

@ BOCCTAHOBJIEHUE XUTOB

BoccraHoBAeHue xuToB nepcoHa’xa NpOMCXOAMT U 6€e3 UCMIOAB30BaHMS
Kocren XuTOB WAM MEAMLIMHCKOW TOMOLLH, HO, K COXAAEHMUIO,
AOCTAaTOYHO MEAAEHHO.

bazoBbie rnpaBHAa 5e NpeAyCMaTprUBalOT ABe€ OCHOBHbIX MeXaHWKH
BOCCTAQHOBAEHHWS XHUTOB:

- NMOCA€E 3aBepLUeHHs AAMHHOTO OTAbIXa
- nytem Tpatbl Kocrer X1ToB Ha oTAbIxe

l'lpeA/\araeMble HaMU MpaBrAa PAaCCMATPUBAIOT CAGAYIOLLNE MEeXaHUKH
BOCCTAaHOBAEHHSA XHUTOB:

- B CAy4yae OTCYTCTBMS OTAbIXa 3a 1 CyTKH

- MPHU COBEPLUEHUH KPAaTKOBPEMEHHOTO OTAbIXa

- MPU COBEPLUEHUN MOAHOLIEHHOTO OTAbIXa

- MPH OTABIXE B MaKCMMAAbHO KOM(POPTHBIX YCAOBHSIX.
Takke Ha BocCTaHOBAEHHME XMTOB M KocTer XWTOB BAMSIOT:
- OKa3aHHe MepBOr MEAMLIMHCKOM MOMOLLIH;

- MOAHOLIEHHbIH BPAYeOHbIN YXOA.

BOCCTAHOBAEHUE XUTOB ECTECTBEHHbIM OBPA3SOM
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OTAbIX

KopoTkuit

KopoTkuii + nepsas
nomolLLb

XWUTbI

3a cyer
NOTPaYeHHbIX
Koctei XuTtos,

Makcumym 1 KX*

Konnyectso
notpayeHHbix KX

KOCTU XUTOB

He
BOCCTaHaB/MBaloTCA

He
BOCCTaHaB/IMBatoTCA

yBe€n4nBaeTCA Ha

1%
CpeaHuii YpoBeHb + 1 KocTtb Xutos
moguourKaTop
TenocnoxeHma®
CpegHuii + nepBad  YpoBeHb + 2 Koctu XutoBs
nomoLb moguduKaTop
TenocnoxeHuna»
CpegHuii + YpoBeHb + 1+Moaudukatop
BpayebHbIN yxopa, moguopurKaTop TenocnoxeHus,
TenocnoxeHma* MuHumym 2
OnvHHbBIN YpoBeHb + 1+Mogaundukartop
MmoanduKaTop TenocnoxeHusa KX
TenocnoxeHma*
[OnviHHbI + NnepBaA  YpoBeHb + 1+Mogudukartop
nOMOoLLb moguduKaTop Tenocnoxenua KX,
TenocnoxeHuna* MuHumym 2
ONVHHbBIN + YpoBeHb + 1+Mogaudukatop
BPaYebHbIi yxon MmoanduKaTop Tenocnoxenums,
TenocnoxeHuna» MuHumym 3
MpofoMKUTENbHBIN  3HaYeHue CymmapHo He
TenocnoxeHma** meHee YyetBepTn KX
MpPoOAOMKUTENbHBIN  3HaYeHue CymmapHo He
+ nepBas NOMOLLb TenocnoxeHma** meHee yeTBeptn KX
[Ipomo/mkuTeNIbHBIA  3HaYeHue CymmapHo He
+ Bpaue6GHBIN yX0[  Te/l0CNOMeHNA * mMeHee  MONOBUHBI
KX

* Ecamn OTCYTCTBYET MeHblle MOAOBHUHbI XUTOB.
** B T.4. €CAM MeHblle MOAOBHHbI XHUTOB.

*** TloMMMO BOCCTaHAaBAMBAEMbIX XMTOB 3a CUeT OTAbIXa, BO Bpems
OTAbIXa MepCOHaX MOXeT MOTPaTHUTh TaKxke CBOU Koctn XuToB Ha
BOCCTAHOBAEHHE XUTOB.

** B AOTIOAHEHME K XMTaM BOCCTAHOBAEHHBIM 3a 5 AAMHHbIX OTAbBIXOB,
BXOASLLIMX B OAMH l'IpOAO/\)K[/ITe/\bell;I

& &) KopoTkuit oTapix
Expanded 5e

Munumym T yac

KopoTkuit oTABIX — 3TO MEPUOA AAMHOM KaK MUHUMYM 1 yac, BO BpeMs
KOTOPOro MepCoHaX He AEAaeT HWYEro HarpskeHHOro Kpome
MOTAOLLEHHS MHLLH, MUTbS, YTEHHUS MU O6PAaGOTKMU paH.

KOHerTHle AAUTEABHOCTb KOPOTKOI'O OTAbIXa ONPEeAeAseT MacTep.

Ecan NMepcoHaXXM OTABIXAalOT B TeYeHHe BpeMeHH, 3a KOTOpoe MOXHO
CAEAATb AAMHHBIM OTABIX, TO OH U A€AAETCs B NMepBylo OYepeAb.

DppekT: EcAn nepcoHaxu OTABIXAIOT B TeYEHHE BPEMEHH, 3a KOTOpoe
MOXHO CAeAaTb KOPOTKWMHM OTABIX, TO OH W AEAAeTCs B [MepBYylO
OouepeAb.

B KOHLIe KOPOTKOIoO OTAbIXa MepCoHaX MOXET MOTPAaThUTb OAHY HAM
Heckoabko Kocren Xurtos. Kaxaas noTpayeHHas KOCTb MO3BOASET
COBEpLUMTL OpOCOK COOTBETCTBYIOWIEN KOCTH, AOOABUTb K Hew
mMoandukatop TeAoCAOXeHMS K BOCCTAHOBWTb  MOAYUYMBLIEECS
KOAMYECTBO XHUTOB. [locAe Kakaoro 6pocka MOXHO PELLUTb, YTO GyAET
noTtpayeHa eue oaHa Koctb Xurtos. [lotpaueHnble Koctn Xurtos

BOCCTAQHABAMBAIOTCA B KOHLIE AAMHHOI'O OTAbIXQ, KaK OMMCaHO HUXe.
F i Y
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[lapTHsi MOXeT CoBepLUHTb TOABKO 2 KOPOTKMX OTAbIXa. CrocoGHOCTD
COBeplUaTb KOPOTKME OTABIXM BOCCTAaHAaBAMBAETCS [OCAE  Kak
MHHMMYM 3 4aCOB CHa.

OnuroHaAbHOE MPaBUAO

Ecam y nepconaka ectb coctosiHue Panen [Bloodied], To Bo
BPEMsl KOPOTKOTO OTAbIXa MEPCOHaX HE MOXET BOCCTAHOBMTb
XuTbl 60A€e YeM AO MOAOBHHBI MaKCMMyMa XHUTOB.

= &) Cpenruin oTapIx
Expanded 5e

8 yacos, 1/24 y+KomdopTHbIe YyCAOBHSE

B YCAOBUSAX MOCTOSIHHOM Yrpo3bl rnepcoHaxaM AOCTATOYHO TsXEeAO
OTAbIXaTb U MOAHOLUEHHO BOCCTaHAaBAMBATb CBOU CHUABI. Tem He MeHee
NMPOMEXYTOYHOIO pe3yAbTaTa BCe-TaKK AOCTHUYb MOXHO.

CpeAHMI1 OTABIX — 9TO MEPUOA AAMTEABHOCTBIO KaK MUHUMYM 8 4acos,
BO BpeMsl KOTOPOrO TMepCOHaX CMHUT MAM COBEepLUAeT AErkyio
AESTEABHOCTb: YMTAET, Pa3roBapHBaeT, eCT M CTOMT Ha CTpaxe He
60Aee 2 yacoB. EcAM OTABIX NpepbIBaeTCs HAMPSKEHHON aKTUBHOCTBIO
(kak MMHMMYM T 4ac MAM Apyrast TOAOGHAsI AESITEABHOCTB), TEPCOHAXH
AOAXHBI HauaTb OTABIX C HayaAa, 4TOObl TOAYYMTb OT HEro
NperMylllecTBa. B OTAMYME OT AAMHHOTO OTAbIXa CPEAHHH OTABIX
MOXeT ObITb COBEpLUEH U B OTHOCUTEABHO OMACHOM W GECrOKOMHOM
MECTHOCTH.

JdpdeKT: MoCAe 3aBeplUeHHsl CPEAHEro  OTAbIXa MEePCOHaxX
BOCCTAaHaBAMBAET KOAMYECTBO XWTOB pABHOE [MOAOBMHE YPOBHS
(okpyraenHoe BBepx). Takke BOCCTAHABAMBAIOTCS HCMOAb3OBAHHSI
AIOGbIX CBOWCTB MepCcOHaXa, KOTopble AAs BOCCTAaHOBAEHMs Tpe6ylioT
3aBeplUeHHe AAMHHOTO OTABIXa.

B KoHLle cpeAHero oOTAbIXa paHEHHbIM MEePCOHaX BOCCTAHABAWBAET
MOAOBHHY OT MakcuMyMa Kocter Xutos (MuHKMMYM 1) pH yCAOBHH, UTO
3a HHM YXaXWMBAaA A€Kapb, BAAAECIOLIMIA HaBblkoM MeaAWUMHa U C
MCMOAB30OBaHUEM LLleAUTEABCKOTO Ha6opa (saTpauuBasi
COOTBETCTBYIOLUME Ppecypchl), a 6e3 TaKoro YyXxoaa MepcoHax
BoccTaHaBAKBaeT 1 KocTb XHTOB, ecAM ero ypoBeHb 60AbLLe 40r0.

B oTAMuKe OT AAMHHOTO OTABIXQ, MPU 3aBEPLUEHUH CPEAHErO OTAbIXa
3(PPEKT CHIXEHHOTO MAaKCHMyMa XHUTOB HE YMEHbLLIAETCS.

nepCOHa)K He MOXET MOAYYHUTb NpenmyllecTsa OT BTOPOro AAMHHOI'O
WAW CpEAHero OTAbIXa 3a 24-yacoBom NepHroA, 1 'y nepcoHaxa AOAXKEH
6bITb XOTs1 6bl 1 XMT B HayaAe OTAbIXa, YTOObI MOAYYHUTb OT Hero
rnpeumyLiecrsa.

OFILLI/IOHa/\bHOG MPaBHUAO

Ecam y nepcoHaka ectb cocrosinve Panen [Bloodied], To Bo
BPEMsl CPEAHEro OTAbIXa MEepCoHaX He MOXeT BOCCTaHOBWTh
XUTbI 60AEE YeM AO MOAOBHHBI MaKCUMyMa XUTOB.

#8 ) [ymHHbI oTabIX
Expanded 5e
8 yacos, 1/24 y+KomdopTHble ycrousi+ besonacHocts CriokorcTeHe

B cayyae oTaAbIxa mnepcoHaken B KOMCOPTHBIX YCAOBMSX, B
6€e30MacHOM MECTHOCTH W HAAWYMKM YCAOBWH, KOTOpble BHYLLUAIOT
NepcoHaxam CMOKOMCTBHe (HampuMep, B Aarepe COIO3HbIX BapBapoB)
repCcoHaxK BOCCTaHaBAMBAIOTCs GbICTpee.

AAVHHBIF OTABIX — 3TO MEPUOA AAUTEABHOCTbIO KaK MHUHUMYM 8
4YacoB, BO BpeMsi KOTOPOro MEepCOHaX CIMUT MAM COBEPLIAET AErKyio
AESITEABHOCTb: YMTAET, pa3roBapuBaeT, €CT WM CTOMT Ha CTpaxe He
60Aee 2 yacoB. EcAn oTABIX MpepbIBaeTCs HANpsKEHHONM aKTUBHOCTBIO
(kak MUHMMYM T Yac ABHKEHHSI MAM cpakeHue [AIo6oM AAMTEABHOCTH]
MAW COTBOPEHHE 3aKAMHAHMMA MAH Apyrasi MOAOGHas AESTEAbHOCTB),
MepPCOHaXH AOAXHBI HauaTb OTABIX C HaYaAa, YTOObI MOAYUYUTb OT HEro
nperMyLLEecTBa.

OpdeKT: B KOHLUE AAMHHOIO OTAbIXa PaHEHHbI MepCOHaX
BOCCTAHABAMBAET MOAOBHHY OT MakcimyMma Kocrer XuToB (MUHMMYM
1) P YCAOBHH, YTO 338 HUM yXaXHBaA A€Kapb, BAAACIOLLMH HABBIKOM,
MeaMLMHa M C UCIOAB3OBAaHMEM LIEAMTEABCKOTO HaGopa (3aTpaunBast
COOTBETCTBYIOLIME pecypchl), a 6e3 Takoro yxoAa NEepCoHax
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BOCCTAaHaBAMBAaeT  YeTBepTb OT MakcuMyma Kocren — XuToB
(okpyrasiemoe BHU3, MUHKMYM O).

[lepcoHax He MOXET MOAYUYHTh MPEUMYLLECTBA OT BTOPOro AAMHHOTO
WAW CPEAHETO OTAbIXa 3a 24-4aCOBOW MEPHOA, U Y NMepCcoHaxa AOAKEH
6bITb XOTs1 Obl 1 XMT B HayaAe OTAbIX3, YTOObI MOAYYMTb OT Hero
MPENMYLLIECTBA.

Coget Macrepy

AAvHHBIF  (MAM  CpPEAHMI) OTABIX - OTO MpeKpacHas

BO3MOXHOCTb CIIPOCHTb Y MePCOHaXeH, KOTOpble BMECTe HeCyT
Ao3op «[1po uTo Bbl pasroBapvBaeTe» U BAOXHOBUTb MTPOKOB Ha
AOTIOAHUTEABHBIM OThIrpbILL. KOHeuHo, koraa Bbl CripocHTe y
MIPOKOB B MEPBbIA pa3 — OHWM CKOPee BCEro He OTBETAT MAW
6YyAyT cebsi UyBCTBOBaTb HeKOMpopTHO. Ho ecan Bbl Gyaete
MOCAEAOBaTEAbHbIM U OyAeTe 3aAaBaTh STOT BOMPOC MOCTOSIHHO,
MIPOKM HaYHYT PacCKasblBaTh, YTO AEAAIOT UX MEPCOHAXM U PO
4TO FOBOPSIT.

OnuuoHanbHoe mnpaBuAo:  CokpallleHHOe  BOCCTaHOBAEHHe
XMTOB.

3a MepMoOA AAMHHOIO OTAbIXa MEPCOHaX BOCCTAaHABAKMBAET
T+MoanprkaTop TeArocAOXeHHsI KOCTel XMTOB, HO He GoAee
MOAOBHMHbI MAKCHMyMa KOCTEH XHUTOB.

&8 &) TponormKuTeNnbHbIN OTAbIX
5 cytok+KomdopTHble ycaoBus+ besonacHocTs+ CriokoncTBHE

[IPOAOAKMTEABHBIF OTABIX — 3TO MEPHUOA AAHMTEABHOCTBIO Kak
muHuMyM 120 yacoB (5 cyTok), BO BpeMsi KOTOpOro MepcoHaxk
HAaXOAWTCS B TMOCTEABHOM pEXMME, HE 3aHMMasChb HHKaKOM
AESITEABHOCTbIO.

[IpOAOAKMTEABHBIM  OTABIX MOXHO  OCYLUECTBASITb  TOABKO B
KOM(OPTHBIX M aGCOAIOTHO 6E€30MACHBIX YCAOBUSIX.

npOAO/\)KI/lTe/\beIl;l OTABIX TakKxe C6paCblBaeT YPOBHH [/]CTOLLI,eHHS[ |71
Bq)q)eKTbI OT HEAOCTATOYHOI'O MUTaHWs, CHa MAHU AETHAPALIMK, a TaKxXe
MNMOAHOCTbIO CHUMaeT Bq)q)eKTbl CHWUXEHHOIo MakCMMyMa XMUTOB.

Bbl M3AeunBaeTech OT OAHOTO M3 S(PGEKTOB, MELLIAILMX BaM
BoccTtaHaBAMBaTh O3.

B TeueHue caeaylolMX 24 yacoB, Bbl MOAyYaeTe
MPEerMYLLECTBO MPU CrMacOpOCKax MPOTHUB OAHOM OGOAE3HU MAM SIAQ,
KOTOpOE AEMCTBYIOLLErO Ha Bac B AQHHbIM MOMEHT. Bo

BpeMsl OTAbIXa MEPCOHaX MOAYYaeT MPEUMYLLECTBO Ha
CMac6poCKH NMPOTHB AOATOAEHCTBYIOLLIMX GOAE3HEHN U
SAOB.

[lprmeyanue

[IpOAOAKHMTEABHBIM OTABIX MOXHO WM CAEAYET BOCMpPHHMMATb
KaK AOTMOAHHUTEABHbIN 5PPEKT AAMTEABHOTO BOCCTAHOBAEHMS
CHA, CcuMTasi ero adeKTbl AOMOAHUTEABHBIMU K addekTaM 5
AAMHHBIX OTABIXOB
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ADDITIONAL ACTIONS

ABOUT ACTIONS

You can use the copyright info at the bottom of this page for your own

document. However, be sure to replace my credentials with your own
before publishing!

ACTIONS

{

Charge

This option makes it easier for combatants to close the distance
before attacking.

As an action, a creature chooses another hostile creature that it
can see, and to whom it has a straight path clear of obstacles and
difficult terrain (including other creatures) The charging creature gains
extra movement for the current turn, equal to half of its movement
speed. However, it can only use its movement to move toward the
chosen creature and must move in a straight line. If the charging
creature ends its movement and target creature is within reach of
charging creature, then it can use its bonus action to make a melee
weapon attack against the target creature. As soon as it makes this
attack, its speed is reduced to O until the end of the current turn.

Overrun

=

Action

When a creature tries to move through a hostile creature’s space,
the mover can try to force its way through by overrunning the hostile
creature. As an action or a bonus action, the mover makes a Strength
(Athletics) check contested by the hostile creature’s Strength
(Athletics) check. The creature attempting the overrun has advantage
on this check if it is larger than the hostile creature, or disadvantage
if it is smaller. If the mover wins the contest, it can move through the
hostile creature’s space once this turn.

Tumble

A creature can try to tumble through a hostile creature’s space,
ducking and weaving past the opponent. As an action or a bonus
action, the tumbler makes a Dexterity (Acrobatics) check contested by
the hostile creature’s Dexterity (Acrobatics) check. If the tumbler wins
the contest, it can move through the hostile creature’s space once this
turn.

REACTIONS

Blocking shield

When you are hit by weapon attack but before you know damage
dealt you can block this incoming damage with your shield as a
reaction.

Then the shield will take all damage dealt and if damage dealt is
more then shield’s hit points maximum you will take rest damage.

Shield as a object has next characteristics: hit points 15, damage
threshold 5.

BONUS ACTIONS

LINKS AND SOURCERS
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CONDITIONS

ABOUT CONDITIONS

You can use the copyright info at the bottom of this page for your own
document. However, be sure to replace my credentials with your own
before publishing!

PSEUDO-CONDITION

About Pseudo-conditions

[lceBaoCOCTOSIHMS 3TO KOAM(ULIMPOBAHHbIE u
KAacCHpUUMPOBaHHbIe 3(heKTbl, KOTOpbIE YKe UCMOAL3YIOTCs B 5e

NEwW CONDITIONS

HOBOE COCTOSTHUE: 3ALETIJIEH

3aLenAeHHoe CyLLeCTBO HEe MOXET OTAAAUTBLCA OT 3alernyBLIEro.

3aLenAeHHOe CYLLECTBO MOXET [OMbITaTbCd AEHCTBUEM CHSATb
3auern, coBepluMB npoBepky Aoskoctd (Akpo6artrka) Man CHAbI
(Ataetunka) npotr nposepkk Cuabl (ATAeTrka) 3auenuBLuero.

3auenuBIUMA  MOXET  MOMbITAaTbCsl  AEHCTBHEM  TMOATSHYTb
3alleNAeHHoe CyllecTBO K cebe Ha 15 ¢yToB, COBEpLIMB NMPOBEPKY
Cuabl (ATAaeTrka) mpotrs npoeepkd AoBkocTu (AkpoGaTvka) HAM
Cuabl (ATaeTrka) 3auenneHHoro cywecrsa. Ecan cyuiectBo Ha ABa
pa3mepa GOAbLIe 3aLeNMUBLIEro, Ha NMPOBEPKY HaAaraeTcsi rnoMexa, v
pacCcTosiHWe, Ha KOTOPOe MOXHO MOATSIHYTh 3allelA€HHOe CYLIEeCTBO
CHUXaeTcst A0 5 pyTOB.

STRESSED

Usually you will gain this condition after a traumatizing event —
taking massive damage, falling to O hp, seeing a death of friend etc.

A variety of effects, from horrifying sights to attempts at influence,
can inflict the stress condition. Stress is measured in seven levels. An
effect can give a creature one or more levels of stress, as specified in
the effect’s description.

If an already stressed creature suffers another effect that causes
stress, its current level of stress increases by the amount specified in
that effect's description but inflicting more stress levels does not
increase a creature’s stress beyond the seventh level.

STRESS LEVEL EFFECT

1 -1 penalty on Intelligence, Wisdom, and Charisma saving
throws

2 -2 penalty on Intelligence, Wisdom, and Charisma saving
throws

3 -3 penalty on Intelligence, Wisdom, and Charisma saving
throws

4 Disadvantage on Intelligence, Wisdom, and Charisma saving
throws, and on Intelligence checks

5 Disadvantage on Intelligence, Wisdom, and Charisma saving
throws, and on Intelligence and Charisma checks

6 Disadvantage on Intelligence, Wisdom, and Charisma saving
throws, and on Intelligence, Wisdom, and Charisma checks.

7  Detached condition

P -ctiin.
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Detached

[Condition]

A creature suffering the detached condition has disadvantage on
Intelligence, Wisdom, and Charisma saving throws and ability checks.

All' Charisma checks against a detached creature has
advantage.

When a successful Charisma check suggests a course of
action to the creature, the creature pursues it as if it were under the
effects of a suggestion spell, even if it is immune to being charmed.
This is not a magical effect. Depending on the course of action, it may
choose to stop pursuing it as soon as it is no longer detached. When
suggested courses of action conflict, the creature chooses which to
pursue.

Bleeding

Blood runs out from your wounds.

At the beginning of your turn you lose 1dX hit points.

To stop bleeding your wounds must be cared with healer’s kit,
Helpless

You are bound, sleeping, unconscious or otherwise completely at
an opponent’s mercy.

Your effective Dexterity score is equal to 1, effective movement
speed is equal to O, and melee attacks against you are automatically
critical hits and attack rolls for melee attacks are made with advantage.

Another creature adjacent to the helpless creature can perform a
coup de grace against the helpless creature.

Usually you can become helpless if you are unconscious,
paralyzed or sleeping.

It is intended that you or your enemies can almost not use this
action in combat

Bloodied

[Status effect condition|

A bloodied creature has no more then 50% of it's maximum hp.

Status effect condition — is specific type of condition used to
describe creature in combat. In general there are no effects which can
apply status effect condition to target.

Blinded (Condition)

A blinded creature can't see and automatically fails any ability
check that requires sight.

Attack rolls against the creature have advantage (unless the
attacker is more than 5 ft. away from the crea-ture and can't see it),
and the creature's attack rolls have disadvantage.

SNOW BLINDNESS

[Conditior)

Northerners believe that snow blindness is caused by light
glittering on snow or ice, and sometimes by malevolent spirits. The
real cause is intense ultraviolet rays burning the e\e.

Snow blindness becomes a danger after 4 hours of exposure to a
brightly sunlit snowscape. Starting at the end of the 4th hour of
exposure, a character must make a Constitution saving throw at the
end of every hour; the DC equals 10 + hours exposed beyond 3 (or, for
simplicity, 7 + hours of exposure).

Travelers have devised effective precautions. Characters can
avoid making a check by taking a short rest after 3 hours, or by

F i Y
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wearing dark goggles or snow visors (similar to goggles but made
from an opaque material such as bone with a narrow, horizontal slit
instead of tinted lenses). Monsters native to the environment are
immune, as are constructs and undead.

Failing the saving throw imposes the first stage of snow blindness:
the character has disadvantage on Wisdom (Perception) checks that
rely on sight, weapon and spell ranges (for visually targeted spells) are
halved, and all attack rolls are made with a -2 penalty. A second failed
saving throw brings on the second stage of snow blindness: severe
pain in the eyes, sight range is limited to 15 feet, and disadvantage on
attack rolls and Wisdom (Perception) checks that rely on sight.
Spending two days in a dimly-lit environment reduces snow blindness
by one stage. Sight is restored completely by lesser restoration or
comparable magic.

FROSTBITE AND HYPOTHERMIA

Basic rules for surviving cold weather can be found in the fifth
edition rules. Characters who aren’t prepared for cold weather or who
are exposed to extreme, unnatural, or magical cold can experience
both hypothermia and frostbite. Under those conditions, characters
must make Constitution saving throws to avoid harm; the GM
determines when saving throws are called for and the DC for each
one. Each failed saving throw increases the risk and damage, as
described below.

STAGE 1: FROSTNIPPED. The skin itches, aches, and becomes
numb. Yellow and white patches form. Frostnipped characters have a
-2 penalty on Strength and Dexterity checks.

STAGE 2: SHIVERSTRUCK. The character gains one level of
exhaustion, shivers uncontrollably, and his or her teeth chatter. A
shiverstruck spellcaster must make a successful DC 10 Constitution
check (with disadvantage because of exhaustion) to cast a spell with
a verbal or somatic component; if the check fails, the spell slot isn’t
expended. Tasks such as getting into or out of armor take twice as
long.

STAGE 3: KISSED BY THE ICE MAIDEN (HYPOTHERMIA). The
character gains a level of exhaustion and cant recover from
exhaustion until after a long rest in a warm environment. The
character’s skin develops black blisters but the character’s body is
numb—which may initially seem a relief. A hypothermic character is
only superficially aware of his or her surroundings and may trudge
past shelter or blunder into monsters or hazards without realizing it.

Even simple activities such as drawing or sheathing a weapon,
loading a crossbow, or retrieving something from a pouch or pack
require a successful DC 10 Dexterity check (made with disadvantage
from exhaustion) to accomplish without fumbling and dropping the
item. This can be avoided if the character takes four times longer than
normal to do simple things. More complex tasks, such as starting a fire
with flint and steel, are impossible.

STAGE 4: FROSTBITTEN. The character gains a level of exhaustion
and becomes incapacitated. Eventually organs fail, flesh dies and
becomes gangrenous, teeth freeze and shatter, fingers and toes snap
off, and other permanent injuries occur. The effect of such losses is
determined by the GM. Every additional failed Constitution saving
throw at this level of exposure adds another level of exhaustion. The
character can survive and recover if rescued, but only magic can
restore lost limbs and damaged organs.

Ethereal

1. The creature exists partially within the

Ethereal Plane and has a spectral appearance.

2. The creature takes only half damage from non- ethereal sources
and deals only half damage to non-ethereal targets. Neither effect
applies to force, necrotic, psychic, or radiant damage.

3. As part of its move, action, or reaction, the creature can pass
through non-ethereal creatures and objects. While entirely enclosed
within an object, the ethereal creature is blinded and cannot target
anything but the object.

Miserable
1. A Miserable creature has disadvantage on attack rolls.
2. The creature automatically fails Charisma ability checks.

P -ctiin.
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A Miserable character can temporarily counter the effects of the
Miserable condition by spending inspiration. Using inspiration
removes the disadvantage on one attack roll, or enables the player-
hero to make a Charisma ability check at disadvantage.

Bouts of Madness

"What have ] said?" he cried, "what have | done?"

When a Player-hero who is Miserable rolls equal or less than
difference between their Shadow point total and their Wisdom while
making an ability check, attack roll or saving throw, they experience a
bout of madness.

For example, a Player-hero with Wisdom 10 and 15 Shadow points,
suffers a bout of madness when they roll five or below while making
an ability check, attack roll or saving throw. If they gain another point
of Shadow then the bout is triggered on a roll of T- 6, and so on.

When this happens, the player relinquishes control of their
character to the Loremaster for a short period of time. The Loremaster
plays out the crisis, making the character do something they will later
regret. Here are some examples of the consequences of a bout of
madness:

3. Rage - the character broods over real or imaginary wrongs until
they react aggressively to a perceived threat or source of opposition.

4. Wretchedness - the hero descends in a deep state of
depression. They cannot propose any task for the length of the crisis.

5. Desperation - the hero cannot find a trace of hope in his spirit,
and thus cannot use inspiration until their heart is again lifted.

6. Lust - the character feels an irresistible desire for an object not
belonging to them, and tries to secretly take it.

If at all possible, the Loremaster should ground the consequences
of a bout of madness either on the reason required the roll that
triggered the crisis, on the player-hero's Shadow Weakness, or on one
of their Shadow Weakness Flaws (see Degeneration below).

More often than not, the crisis provokes an aggression of some
type, verbal or physical, upon the most likely and available target. The
Loremaster should pick the most appropriate pretext and build the
episode upon it.

Usually, a bout of madness is resolved right after the Player-hero
got the 1 result, but the Loremaster can choose to postpone the
reaction, letting the player keep control of their character, only to
snatch it from them at a later, more appropriate moment. (The
Loremaster might choose to do so especially when the roll that
provoked the bout of madness wasn't dramatically relevant.)

A Miserable Lifstan has entered a ruined tomb in Mirkwood wi-lh
Trotter and failed a Wisdom (Perception) ability check by rolling a 1.
The young Barding has been feeling uneasy since he descended the
rotting steps leading to the underground chambers, and he secretly
blames his triend Trotter for leading him into such a place. When a
Spider suddenly emerges from the inky darkness, the Loremaster
decides that Lifstan flees the place immediately, leaving Trotter to face
the critter alone.

When a bout of madness finally passes, the character regains
control and sees their mind finally cleared of the tangle offear and
doubt he fell into before facing the crisis. In gaming terms, a player
who suffered a bout of madness cancels all the Shadow points they
have accumulated since their last bout of madness, and replaces them
with a single ‘permanent' Shadow point.

Permanent Shadow points may not be removed in any way - they
are permanent corruption of the spirit and there is no magic that can
undo them; however, they are considered as normal Shadow points
for all other purposes.

Degeneration

In addition to ‘resetting' their Shadow points, every time a Player-
hero suffers a bout of madness they develop a new Shadow Weakness
Flaw. Their Shadow Weakness determines the precise nature of their
degeneration, as the various Shadow Weakness Flaws are taken from
a list directly corresponding to their chosen Shadow Weakness.

A Shadow Weakness represents an individual's main inner fault;
their susceptibility to a certain kind of temptation or behavioural flaw.
This vulnerability is exploited by the corrupting power of the Shadow,
gradually twisting the Player-hero's behaviour. Each list presents its
four Shadow Weakness Flaws in order of increasing seriousness: the
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first time a Player-hero fails and is taken by madness they develop the
first Shadow Weakness Flaw on the list, then the second, and so on.

Degeneration

Shadow weakness 1 2 3 4

Curse of Vengeance Spiteful Brutal Cruel Murderous

Dragon-sickness ~ Grasping Mistrustful Deceitful
Thieving

Lure of Power Resentful Arrogant
Overconfident Tyrannical

Lure of Secrets Haughty Scornful Scheming
Treacherous

Wandering-madness Idle Forgetful Uncaring
Cowardly

A flawed adventurer has not lost the possibility of being a hero.
Many of the characters described in the books display the influence
of the Shadow to some measure. In most cases, they were able to keep
their weaknesses in check, avoiding corruption's direst consequences.

Degeneration Consequences

The first entry on each list serves as a ‘warning' of sorts for a
player: their character is beginning to slip into Shadow. A player can
actually choose to use this to their advantage, by properly roleplaying
their new Shadow Weakness Flaw, they can gain inspiration, just as
they do when portraying their hero's characteristics derived from
their background.

Reaching the second entry means a character has continued on
their ever-darkening path. In addition to their new Flaw, any skill or
feature that their Shadow Weakness Flaws would impair automatically
loses advantage. For example, the Rohirrim love their horses as kin
and may have advantage on Animal Handling checks. A Rohirrim with
the Curse of Vengeance who becomes Brutal no longer treats horses
as kindly as he once did and loses his advantage on Animal Handling
checks.

The third tier is a precarious one and reaching it signals that a
character is likely destined for retirement, tragedy or villainy. In
addition to their third Shadow Weakness Flaw, Player-heroes that have
fallen to this point suffer disadvantage on all social ability checks,
unless their Flaw would directly suggest otherwise.

For example, a Deceitful hero does not suffer disadvantage on
Charisma (Deception) ability checks, a Cruel hero has no problem
making Charisma (Intimidation) checks and so on.

Note that the behaviour implied by the third tier Shadow
Weakness Flaws is, in many cases, the sort of conduct that leads to
Misdeeds; the Player-hero's descent into darkness is thus hastened.

The fourth and final tier places a Player-hero on the cusp of
becoming an NPC. In addition to their final Shadow Weakness Flaw,
all Charisma checks suffer disadvantage, as do Wisdom (Insight) ability
checks. Worse by far, whenever presented with a situation where their
fourth Shadow Weakness Flaw is relevant, the Player-hero must make
a DC 15 Wisdom saving throw to remain in control of themselves.
Failure means they act as their fourth tier Shadow Weakness Flaw
indicates. At this point, their friends may very well insist that they
leave the company, and the Player-hero is forced into retirement.

Failure Aggravation

When a Player-hero fails at an ability check, a Shadow Weakness
Flaw may dramatically worsen its already negative outcome.

If the consequences of a failed roll may be affected by a Shadow
Weakness Flaw possessed by a Player-hero, the Loremaster can
severely aggravate the outcome of the action, turning it into a truly
catastrophic effort.

For example, a Brutal hero attempts to impress a crowd using
Charisma (Intimidation). The player fails the roll, and the Loremaster
determines that the adventurer actually drew his sword and harmed
someone in his overzealous attempt to intimidate.
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RULES CLARIFICATION

DAMAGE DEALT BY CHARACTER

{

Target takes extra damage

Ecan apdekt chopMyAHpoBaH TakMM 06pPa3oM, UTO «LEAb
MOAYYaET AOMOAHUTEAbHbIM YPOH MPH MOMaAaHKMK», TO KOCTH ypOHa
TakUX 3PPEKTOB HE YMHOXKAIOTCS MPU KPUTHUYECKOM TMOMaAaHHH.

Character deals extra damage

Ecan apdekt cchopMyAHpoBaH TakMM 06pazoM, UTO «MEPCOHAX
HAaHOCHUT AOMOAHHTEABHBIA YPOH MPH MOMaAaHHWM», TO KOCTH ypoHa
TaKuMX 9(PPEKTOB YMHOXKAIOTCS MPHU KPUTMUYECKOM mnomnaAaHuu. [lpu
STOM €CAW He yKasaH THI ypoHa y apdeKTa, TO THIT ypoHa COBMaAaer
C THIMOM YPOHa OpYXHs.

B AonoaHeHue, Ha Takve apdekTbl paboTtaeT ctiAb Great Weapon
Fighting.
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BASIC MARTIAL TECHNIQUES

Tip: UPDATE THE COPYRIGHT INFO BELOW!

You can use the copyright info at the bottom of this page for your own
document. However, be sure to replace my credentials with your own
before publishing!

B 6a30BbIX NpaBHAax yxe MCMOAL3yeTCs ABa 6a30BbIX MaHeBpa —
ato O6esopyxusanue [Disarm] u C6usanue c nor [SHOVE]

3aKpbITbCS NIE3BUEM.

[Reaction], [Basic Martial Technique|

Ecan cyulectBo mbiTaeTcsi nomacts Mo BaM  OpyXHeM, Bbil
peakuren MoxeTe BbIICTaBUTb A€3BHME Meua BMEPEA M IMOMbITATHCS
napupoBath ataky. CoBeplunTe 6pOCOK aTaKh AAMHHBIM MEYOM, MpH
9TOM Bbil COBEpLLUAETE €ro C MPEUMYLLECTBOM, ECAM AEPXKHUTE MeY B
ABYX pyKax. ECAM pe3yAbTaT aTaku NMpPOTHBHMKA MEHbLLE, HAHM paBeH
BallleMy GPOCKY, TO OH He MOIMaAaeT Mo BaMm.

Tlonceuxka.
[Attack], [Basic Martial Technique

B kauyectBe aTakM Bbl MOXETe [MOMbITAaTbCS TMOACEYb HOTrY
MPOTHBHMKA M CcOUTb ero ¢ Hor. CoBeplunTe 6pOCOK aTaku MPOTHB
CyllecTBa C pa3MepoM He MpeBbllaloWMi  boabon. B cayvae
MoMaAaHusl LeAb AOAKHA COBEPLUMTb yCreluHbl cnac6pocok CHAbl
WAM ObITb COMTBIM C HOT.

Oomanub ynap [Feint]

€CAN CKHMAA Y€K MPOBaAAMA 6oAblle yem Ha 10 - To CAeAYylOLLas
aTaka 3TOro npoTuBHHKa MOMAET C aAB

Disarm
[Attack] [Basic Martial Technique]

A creature can use a weapon attack to knock a weapon or another
item from a target’s grasp. The attacker makes an attack roll contested
by the target's Strength (Athletics) check or Dexterity (Acrobatics)
check. If the attacker wins the contest, the attack causes no damage
or other ill effect, but the defender drops the item.

The attacker has disadvantage on its attack roll if the target is
holding the item with two or more hands. The target has advantage
on its ability check if it is larger than the attacking creature, or
disadvantage if it is smaller.

Shove
Shove Aside

With this option, a creature uses the special shove attack to force
a target to the side, rather than away. The attacker has disadvantage
on its Strength (Athletics) check when it does so. If that check is
successful, the attacker moves the target 5 feet to a different space
within its reach.

Bbinan,

Koraa BbI coBepllaeTe AeMCTBHME aTakWd B CBOWM XOA, Bbl MOXeTe
caeAathb npoeepky AoBkocTH (Akpo6atuka) ¢ YC 15, 4TO6bI yBEAHYUTD
AOCAraeMOCTb OAHOM aTaki OAMXHEro 60s Ha 5 ¢yTOB, PH 5TOM B
CAyyae eCAW Bbl TeprMUTe Heyaauy, Ballla araka aBTOMAaTH4eCKH
npoMaxH1BaeTcs. Bbl MoXeTe BBINOAHUTD BbIMAA AMLLIb OAWH Pa3 32 XOA.

Change Position

HWHHWLUMATOP - aTaka
HarnapHUK - peaKLll/leI?I iar Ha3aA

Otenexaowmin punT [Distracting Feint]

Bonus actio

P -ctiin.

{

GOHYCHbIM AMECTBMEM + CKMAA YeK =
AABaHTaX Ha CAEAYIOLLYIO aTaKy

Aim

ycneluHas aTaka AacT

[Bonus action], [Basic Martial Technique]

noAyun 1k4 Ha MorMasaHMe Ha CAEAYIOLLLYIO aTaKy

TwateabHoe [IpuLiearBaHue snipe

action+bonus+no movement

3a KaXAbll payHA cHanna -
AMCTaHLMS Ha 1 MHKpEeMeHT

Conditional Attack
[Bonus action], [Basic Martial Technique]

He HAaHOCHUT YPOHa, CKUAA Y€K MPOTHUB CKHUAA YeK, AAI/ITe/\bHOCTb%
AO KOHLa CACAYIOLLEro XxoAa MHMLHATOPA.

YBeAHYHMBaellb HOPMAaAbHYIO

BO3MOXHbI€ dPPEKThI:
- CHM)XEHHEe CKOPOCTH
- CAernoTa

- 3aMnpeT NPOBOAWTL PEAKLIMH
TlapupoBanue
[Reaction], [Basic Martial Technique]

peakurer nepe6bpoCuTh 3HAYEHWe aTaKW MPOTHMBHMUKA YTOOL! ee
OTKAOHMTb

TwaTtensHoe npuuenviBaHue [Snipe]

[Bonus action| [Reaction], [Basic Martial Technique]

Bonus action + Reaction + Cant move

Blocking Shield

When you are hit by weapon attack but before you know damage
dealt you can block this incoming damage with your shield as a
reaction.

Then the shield will take all damage dealt and if damage dealt is
more then shield’s hit points maximum you will take rest damage.

Shield as a object has next characteristics: hit points 15, damage
threshold 5.

Hauenusanue

Koraa Bbl coBeplliaeTe AeHCTBUE aTakM B CBOM XOA C MOMOLLbIO
OpYXHsl AaAbHero 60s MPOTHMB LEAM, Y KOTOPOW €eCTb YKpbITHE
HArMOAOBHHY MAM Ha 3/4, Bbl MOXETE MOMbITATbCS COBEPLUNUTL TOYHOE
NpULEAUBaHHe MO HeMy. YacTbio AEWCTBMS aTakM COBepLUHTe
nposepky [lpoHuuateabHoctn co CA 12 Mpu yKPBITUM HAMOAOBHHY,
van Ca 15 npu ykpbiThd Ha 3/4. Tlpu ycrniexe Bbl coBepliiaeTe aTaky, 1
ueAb TepsieT ceon 60oHyc k KA or ykpeiths. B cayyae nposana Bbl
CoBepllaeTe aTaKy C [IOMeXOM, U LieAb CoXpaHsieT cBoi 6oHyc k KA ot
YKPbITHS. Bbl MOXeTe HaLleAMTb TOABKO OAHY aTaKy 3a XOA.

Ounr

Koraa BBl coBepluaeTe arakyeTe B GAMXKHEM 60I0, Bbl MOXeTe
CAEAaTb AOXKHbIM YAAp, HECYLMI LI@AbIO 3aCTaTh CYLLECTBO BPACHAOX.

Bbl He MOXeTe COBEPLUUTb aTaKy C PUHTOM, ECAH Y BacC oMexa Ha
3Ty aTaky.

BaM HeO6XOAMMO yCMelHO BBIMOAHUTL MPOBEPKY XapHU3Mbl
(O6man) ¢ YC paBHbIM NaccuMBHOM [IpOHMLIATEABHOCTH  BaLIEro
NMpOTMBHMKAa M B CAyYae Yycrnexa Bawa ataka 6yae. Ecan Bl
rpeycrieBaere, Balla aTaka TMPOTUB Hero OYyAEeT coBeplleHa C
npenMyllie-CTBOM. ECAM Bbl TeprnHTe HeyAauy, Ballla aTaka NMpOTHB HEro
6yAeT coBepllueHa ¢ nomexor. Alo6oe CylIecTBO, KOTOPOe BUAEAO M
pacnosHaAo Ball  (UHT, MMeeT TMpeuMMYy-IIeCTBO B TpOBepKax
[IpoHHLIaTEABHOCTH MPOTHB BallKMX (PUHTOB B TEYEHHE CACAYIOLLMX 24
Yacos.

TlpoBoxauusi
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Koraa Bbi COBeplliaeTe AGMCTBHE aTakW B CBOM XOA, Bbl MOXeTe
OTKa3aTbCsl OT OAHOM M3 CBOMX aTaK, 4TOObl CIPOBOLMPOBATH
BpaxAeOHOE CyLeCTBO aTakoBaTh Bac, @ HE KOro-AM6o Apyroro.

Bri6epute oaHO cyliecTso B npeaeAax 60 ¢yToB OT cebs, KoTopoe
MOXeT Bac cAbllath. CoBeplunTe GbICTpOE COCTS-3aHMe Ballero
Y6exaeHus npotus [IpoHuLaTeabHOCTH LieAn. Ecau Bbl peycrieBaeTe,
LieAb MTOAYYaET MOMeXy Ha aTaku MPOTHB BCEX CYLLECTB KpOME Bac, AO
KOHLIAa BALIEro CAEAYIOLLEro XxoaAa. ECAM Bbl TeprnuTe Heyaauy,
CYLLLECTBO MOAYYaeT NPEUMYLLECTBO B MpoBepkax [IpoHuLareabHoCTH
MPOTUB BalLMX NMomnbITOK [[poBOKaLIMK B Te4eHHE CAEAYIOLLIMX 24 YaCOB.

3anyruBaHue

Koma Bbl coBeplLuaeTe AEHMCTBME aTaKW B CBOM XOA, Bbl MOXETe
OTKa3aTbCsl OT OAHOW M3 CBOMX aTakK, 4YTOObI HanyraTtb Bpa)KAe6HO€
CyL1ecCTBO.

Bei6epuTe cyliectso B npeaesax 10 ¢yToB OT Bac M COBepLUUTE
6bICTpOE coCTsi3aH1e BaLlero 3anyruBaHus NpoTHB
[lponunuareabHoct Lear. Ecan Bbl npeycrieBa-eTe, LIeAb CTAaHOBUTCS
HaryraHa BaMH1 AO KOHLIa Ballero CAEAYIOLLEro xoAa. Ecau Bbl TeprinTe
Heyaauy, CYLLEeCTBO TOAYYaeT [peMMYLLeCcTBO B  MpOBepKax
[lpoHKLATEABHO-CTH MPOTHB BaLLMX MOMBITOK 3anyriBaHus B Te4eHHe
CAeAyloLIMX 24 yacoB. BapBapbl B COCTOSIHMM SpOCTM COBEpLUAIOT
NpoBepKy 3arnyryBaHus C IPEUMYLLECTBOM.

Ynap no opyxmio

KOFAa Bbl COBepllaeTe AEVCTBUE aTaKW B CBOWM XOA, Bbl MOXeTe
HCIMOAB30BaTb OAHY M3 CBOMX aTak, YTOObl MOMBITATHCS MOBPEAWTH
OpyXHe MAKU LLUHT NPOTUBHHKKA.

Bei6eprTe opyskHe HAM LLNT, KOTOPblE HECET MAM HOCHT CYLLECTBO,
KOTOpOE Bbl MOXETE BHUAETb, M COBEp-LUIMTE aTaKy npoTus Hero. OH
nMeeT KA, OCHOBaHHBIM Ha MaTepHane, U3 KOTOPOrO OH CAEAaH +
MoAHpHKaTop AOBKOCTM ero BAaAseAbla. [lpu nomasaHny oGbeKT
MOAYyYaeT O6bIYHBIA YPOH OT aTakW. EcAM Balle opykue cAeraHo U3
MaTepuana ¢ 6oaee HU3KMM KA, ueM MaTepr-aA TOro o6beKTa, YTO Bbl
aTaKyeTe, TO OHO HAaHOCHT AMLUb MOAOBUHY YpOHa LIEAEBOMY OGBEKTY.
Koraa xuTbl aTakyemoro Bamu rpeameTa naaaiot Ao O, OH Aomaercs.
Cyl11ecTBO, HOCSILLEE CAOMaHHbIM LLUMT, HE MOAYYaeT 60Hyca K CBOEMY
KA oT 3Toro wura (HO OH BCE eLé 3aHUMaeT pyKy U TpebyeT AeHCTBHS
Ha TO, 4TOGbI CHsITb ero). CAOMaHHbIM OPYXHEM, B CBOIO OYEPEAb,
HeAb3sl aTaKOBATh MHaue, KpOMe KaK CUMTasl ero UMINpPOBU3MPOBAHHBIM
opyXHeM.

Xapakrepuctikn npeameta. CAeayiollie CBOMCTBA OCHOBaHbl Ha
npaBrAax u3 Knuru Macrepa Ha crpanuuax 246 u 247. Ecam yactb
NMpeAMeTa CAeAaHa U3  ApeBecHHBl, TO oOHa umeer KA 15
COMPOTHUBAEHHE K KOAIOILEMY YPOHY, M ys3BMMa K orHio. Ecan vacte
NpeAMeTa CAeAaHa M3 XeAe3a MAWM CTaAM, To oHa umeeT KA 19 wu
COMPOTHUBAEHHE K KOAIOLLEMY, APOGsLLEMY W DYOsLIEeMy yPOHY.

Bce npeamMeTbl HEBOCTIPUMMUKBBI K SIAY M ICUXUYECKO-MY YPOHY.

O6bluHOE OpyXHe CAeAyeT paccMaTpuBaTh Kak MaaeHbkoe,
nmeiowee 10 (3k6) XMTOB, B TO BpeMsi KaK LIMTHI M OpyXHE CO
CBOVICTBOM "Tsikenoe" caeayer cuntath CpeatuM, MMeiolnm 18 (4k8)
XWUTOB.

Kak npaBuAo, Marnueckasi 5kMIMMpoBKa HEBOCNIPUMMYHU-BA K YPOHY
OObIYHBIM OpYXHEM, U MOXET ObITb MOBPEXKAEHAa TOABKO APYrom
Maru4ecKom SKUIMUPOBKOH, M/MAM NMEET B AGCSTb Pa3 GOABLLE XHTOB.

TlpurBo3auTob.

CoBepluasi AAALHOGOMHYIO aTaKy M3 AyKa, Bbl MOXETE MOIMbITAaTbCs
MPUrBO3ANTL CYLLECTBO C Pa3MepoM He MpeBblaoLini boabwwon k
CTeHe, BOH3MB CTpeAy B ero oaexay. Ha ycMorpenHue Macrepa stot
MPUEM MOXHO HCIOAB30BAaTh MPOTHB CyLIECTB 6€3 OAEXKAbL
CoBeplunTe 6pOCOK aTaKH, B CAyYae ycriexa LieAb AOAKHA COBEPLUNTb
cnac6pocok Cuabl. [Tpy mpoBase cCKOpOCTb LeAM MAAAET AO HYAs AO
MOMEHTa, MoKa TOMop He GyAeT BbiTalleH. AeMCTBHEM B CBOM XOA
CYLLLECTBO MOXET MOBTOPSITh CMac6pocoK CHABI.

OTBnexaouwmn BbiCTper.

AeNCTBHEM Bbl MOXETE COBEpPLUMTb OAHY aTaKy M3 CBOErO AYKa,
npyv 3TOM Bbl HaMEpPEeHHO TMpOMaxHBaeTeChb 3TOM QaTakOW, AaBasi
COIO3HMKY HaHECTH YAap MOKa LeAb OTBAeUeHa Ha Bac. CAaeaylolni
6pPOCOK aTaKM MPOTHB LLeAH, COBEPLUEHHBINA AO HayaAa €€ CAEAYIOLLEro
XOAQ, COBEPLIAETCS C MPEUMYLLECTBOM.

Oo6manka.

P -ctiin.
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AencTBrEeM Bbl MOXETe C MTOMEXOM COBEPLUMTb OAMH BbICTPEA U3
AyKa. ECAM MeHbLINMI K3 ABYX GPOCKOB TaKXe MOMAAAET B LIEAb, Bbl
HaHOCHTE LIeAH KPUTHYECKHI YAap.

Force Back

Sometimes a combatant will want to force an opponent back into
an obstacle, through a doorway, or off a cliff, instead of making a melee
attack. To force back an opponent, the combatant must succeed on a
melee attack throw with a -4 penalty. The opponent must then make
a saving throw versus Paralysis.

If the combatant is significantly larger than the opponent (an ogre
or horse forcing back a man, for instance) the opponent suffers a -4
penalty on his saving throw. If the opponent succeeds, he stands his
ground. If the opponent fails, he is forced back a number of feet equal
to a normal damage roll by the combatant. If this would push the
opponent into a wall or obstacle, the opponent is knocked down,
taking 1d6 points of damage per 10' he has traveled.

If the opponent is pushed into another character or monster, he
is knocked down if the character or monster he is pushed into is as
large or larger than him. If the character or monster he is pushed into
is smaller, the character/monster is instead knocked down, and the
opponent continues to be forced back.

Incapacitate

Combatants can attempt to knock out rather than kill their
opponents by attacking with the “flat of the blade”, pulling their blows,
and so on. To make an incapacitating attack with a weapon, the
combatant must succeed on a melee attack throw with a -4 penalty. If
successful, the attack deals nonlethal damage. Brawling attacks (see
above) are always nonlethal damage. See the Nonlethal Damage
section.

Knock Down

A combatant may try to trip, sweep, or otherwise knock his
opponent down in lieu of making a melee attack. To knock down an
opponent, the combatant must succeed on a melee attack throw with
a -4 penalty. The opponent must then make a successful saving throw
versus Paralysis to stay on his feet. If the opponent fails, he
immediately falls prone. Attack throws against prone combatants gain
a +2 bonus, and thieves may backstab prone opponents. A prone
combatant may get up on his round instead of moving, or crawl at a
speed of 5' per round. If he attacks while prone, he suffers a -4 penalty
on his attack throw.

Wrestling

Instead of making a melee attack, a combatant may attempt to
wrestle with his opponent. To wrestle an opponent, a combatant must
succeed on a melee attack throw with a -4 penalty. The opponent must
then make a saving throw versus Paralysis. If the combatant is
significantly larger than the opponent (an ogre wrestling a man, for
instance) the opponent suffers a -4 penalty on his saving throw. If the
opponent succeeds on his saving throw, he has shrugged off the
combatant. If he fails, he has been grabbed in a wrestling hold. A
combatant who has grabbed an opponent may perform a brawl, force
back, disarm, or knock down action each round without having to
make an attack throw so long as the hold continues (the opponent still
receives a saving throw). A knock down or force back will end the
hold, unless the wrestling combatant chooses to move with his held
opponent. Other combatants are at +4 on attack throws against the
held opponent, and thieves may backstab him. The held opponent
may make another saving throw versus Paralysis each round to
attempt to escape the hold.

Sweep
MATM

p5

Prerequisites: Flail, Gythka, Hooksword, Spiked Chain

When you make a melee weapon attack on your turn with a flail
against a large or smaller creature, you can sweep an enemy's legs out
from under them with your flail. If the attack hits, the attack causes no
damage or other ill effect, but the creature must make a Dexterity
saving throw or be knocked prone. You can only use this technique
once per turn.
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Unlinked Hookswords only.

Source: MATM, page 5

Stagger

MATM

p7

Prerequisites: Warhammer

When you make a melee weapon attack on your turn with a
warhammer, you can choose to attack with disadvantage, hammering
down with staggering force. If the attack hits, it deals its normal
damage, and the creature must make a Constitution saving throw. If
the creature fails the save, its movement speed is reduced by 10 and
it can't take reactions until the start of its next turn. You cannot use
this technique if you already have disadvantage on an attack. You can
only use this technique once per turn.

Source: MATM, page 7

Spiked Thrust

MATM

p9

Prerequisites: Spiked Shield

When a creature makes a melee weapon attack against you, you
can use your reaction to attempt to parry the blow, increasing the
shield's AC bonus to +2 for that attack. If the attack misses, you can
make a melee weapon attack with your shield against the attacker as
part of that reaction, dealing 1d4 piercing damage. You must declare
your intention to use your spiked thrust before the DM rolls the die.

Source: MATM, page 9

SPECIAL MANEUVERS BETWEEN OPPONENTS
OF VASTLY DIFFERENT SIZE OR UNUSUAL
SHAPE

Sometimes, combatants may attempt to perform Special
Maneuvers against opponents that are much larger than them (such
as wrestling a hill giant), or that benefit from an unusual shape (such
as knocking down a giant snake or a centaur). In these cases, the Judge
can give the opponent a +4 or more bonus on its saving throw, or
simply rule that the attempt automatically fails. Conversely, when
exceptionally large combatants perform Special Maneuvers against
opponents much smaller than them, the Judge may rule that the
saving throw penalty is -6, -8, or greater.

LINKS AND SOURCERS
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FIGHTING STYLES

NEW FIGHTING STYLES

Daisho

When you wield a versatile weapon in one hand and a light weapon
in your other hand, the versatile weapon gains the light and finesse
weapon properties.

Duskblade

You learn two cantrips of your choice from the warlock spell list.
Neither of the cantrips you choose can have a range greater than 60
feet. Intelligence is your spellcasting ability for these spells. Whenever
you gain a level in this class, you can replace one of these cantrips
with another cantrip from the warlock spell list.

(If you choose Eldritch Knight as your martial archetype at 3rd level,
from that point on you can cast these cantrips as wizard spells gained
from that martial archetype, but they do not count against the number
of wizard spells you know.)

Blind Fighting
Fighter| EaladigL Ranged

You have blindsight with a range of 10 feet. Within that range, you
can effectively see anything that isn't behind total cover, even if you're
blinded or in darkness. Moreover, you can see an invisible creature
within that range, unless the creature successfully hides from you.

Primal Warrior

Ranger onl

You learn two cantrips of your choice from the druid spell list.
They count as ranger spells for you, and Wisdom is your spellcasting
ability for them. Whenever you gain a level in this class, you can
replace one of these cantrips with another cantrip from the druid spell
list.

Divine Warrior

You learn two cantrips of your choice from the cleric spell list.
They count as paladin spells for you, and Charisma is your spellcasting
ability for them. Whenever you gain a level in this class, you can
replace one of these cantrips with another cantrip from the cleric spell
list.

Unarmed Fighting
Fighterl, Ealadinl, Rangetj

Your unarmed strikes can deal bludgeoning damage equal to 1d6
+ your Strength modifier on a hit. If you aren’t wielding any weapons
or a shield when you make the attack roll, the d6 becomes a d8.

At the start of each of your turns, you can deal 1d4 bludgeoning
damage to one creature grappled by you.

CHANGED FIGHTING STYLES

Our experience from several campaigns and a lot of games in
D&D Adventurers League says that those fighting styles are
underpowered in comparison with others. So, we decided to try fix
them.

Thrown Weapon Fighting
Fighter|, [Paladin| Rangej

You can draw a weapon that has the thrown property as part of
the attack you make with the weapon.

In addition, when you hit with a ranged attack using a thrown
weapon, you gain a +2 bonus to the damage roll.

Superior Technique

Fighter|, [Paladin| Rangej

P -ctiin.
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You learn one maneuver of your choice from among those
available to the Battle Master archetype. If a maneuver you use
requires your target to make a saving throw to resist the maneuver's
effects, the saving throw DC equals 8 + your proficiency bonus + your
Strength or Dexterity modifier (your choice).

You gain one superiority die, which is a d6 (this die is added to
any superiority dice you have from another source). This die is used
to fuel your maneuvers. A superiority die is expended when you use
it. You regain your expended superiority dice when you finish a short
or long rest.

Great Weapon Fighting
Fighterl, Paladinl, Rangej

When you roll a T 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 a1 or
a 2. The weapon must have the two-handed or versatile property for
you to gain this benefit.

Also, you gain bonus +1 to attack rolls with such weapon.

TWO-WEAPON FIGHTING

When you engage in two-weapon fighting, you can add your
ability modifier to the damage of the second attack.

Additionally, you can draw or stow two one-handed weapons
when you would normally be able to draw or stow one.

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. Also,
on your turn you can use bonus action to grant your ally that is within
5 feet of you bonus+2 to AC until it moves from 5ft zone of you or
beginning of your next turn.

Interception (Alternative use). When a creature you can see hits a
target that is within 5 feet of you with an attack, you can use your
reaction to reduce the damage the target takes by 1d8 + your
proficiency bonus (to a minimum of O damage). You must be wielding
a shield or a simple or martial weapon to use this reaction.

UNCHANGED FIGHTING STYLES

Dueling
Defense
Archery

CLASS LISTS OF FIGHTING STYLES

Fighter
Paladin

Ranger’

LINKS AND SOURCERS
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MARTIAL TRADITIONS

MARTIAL TRADITIONS

AWuHBI 60EBOM CTUAb — CO3A@H MepcoHaxeM MoA cebs. [lepcoHax
ABASETCS OCHOBaTeAeM. AMUYHBIF GOEBOM CTMAb MOXET HauMHaTbCsl C
Founder - 6onee c6anaHcupoBaHHOro BapuaHTa MAM Personal Martial
Techniques - MCKAIOUMTEABHO TEXHWYHOTO acreKTa.

C Apyro# CTOpOHbI, MEpCOHaX MOKET M3yyaTh CyLLECTBYIOLYIO LIKOAY

Martial
schools

Personal Martial
Style School

| 1
I 1
| |
LJ

L Master Master J

Founder of Personal Martial Style

Prerequisites: Character doesn't have Founder of Personal Martial
Style or Expert of Martial School feat.

Unique Martial Style gives character possibility to create his or
her own personal combat style.

First time when you select this feat you must select up to five
weapons (or one weapon group) which your character will use with
this this feat.

On Founder level you can select one non-secret combat
maneuver and two non-secret combat techniques, and you will gain
bonus +1 to hit with selected weapons and 2 superiority dices (which
are d6).

Personal Martial Techniques

Prerequisites: Character doesn't have Founder of Personal Martial
Style or Expert of Martial School feat.

First time when you select this feat you must select up to five
weapons (or one weapon group) which your character will use with
this this feat.

Then you can choose four techniques from Combat Techniques
list, all of which must be applicable to chosen weapons (for example,
if you choose bows and crossbows as weapons you can't take
techniques designed for two weapons or shield). Also, only one
technique can be difficult.

MACTEP TEXHUK OUTA.
KAK B3ATb CEKPETHBIE TEXHUKH.

Master of Personal Martial Style

Prerequisites: Character has Founder of Personal Martial Style or
Personal Martial Techniques feat. 7 level

If you began building of your character’s personal martial style
from Founder of Personal Martial Style feat then on Master level you
can select one non-secret combat maneuver and two non-secret
combat techniques. Also, you will receive one additional superiority
die and all your superiority dices will increase (d6->d8 etc.).

P -ctiin.

If you began with Personal Martial Techniques feat then your
character on Master level receives 3 superiority dice (which are d8s),
2 combat maneuvers, and bonus +1 to attack rolls with chosen
weapons (or weapon group).

You regain all expended superiority dice after finishing short or
long rest.

I I
Expert of Martial School

Prerequisites: Character doesn't have Founder of Personal Martial
Style feat.

Weapons and combinations of weapons: you gain benefits of this
Martial School only when you use specific weapons of combination
of weapons.

You learned style of combat techniques from one of many Martial
Schools in the world.

You gain next benefits:
- Bonus +1 to Primary Ability Score

- You learn 2 combat techniques from techniques available to your
school at Expert level.

- You learn T maneuver from maneuvers available to your school
at Expert level.

- You gain 2 superiority dice which are d6. When you take Master
of Martial School feat these dice will became d8.

- You gain bonus +1 to attack rolls with school weapons
You regain all expended superiority dice after finishing short or
long rest.

Master of Martial School

Prerequisite: 6 level, Expert of chosen Martial School
You gain next benefits:
- Additional 1 dice of superiority

- You learn 2 combat techniques from techniques available to your
school at Expert or Master level.

- You learn T maneuver from maneuvers available to your school
at Expert or Master level.

- Now you can take other Martial Traditions Feats

- Size of your superiority dice increases to next level
(d6->d8->d10->d12)

Additional prerequisites are described in each school description.

If you take this feat first time you can take it second time (and get
title Master of Martial School) and after mastering one school, you can
begin to learn another.

Every Martial School give your character on Expert level: +1 to
ability score, 2 combat techniques, T combat maneuver, 2 superiority
dice.

On Master level: increased size of superiority dice, T additional
superiority die, 2 combat techniques and T combat maneuver.

Grandmaster of Martial School

Prerequisite: 12 level, one Master feat, two Expert feats or Expert
and Founder of Personal Style with compatible weapons or Expert and
Personal Martial Techniques with compatible weapons

You gain next benefits:

- Additional dice of superiority

- You learn 2 combat techniques from your second school
- You learn 1 maneuver from your second school

- You can use all your maneuvers and techniques with weapons
from both schools.

Training to gain benefit of Master of Martial School
You can receive Master of Martial School after training during

500 downtime days. If you are trained by Master of this school
time needed is decreased by 200 days. Additionally, characters
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of 9 or higher level also spend less time to train — required time
is decreased by 50 days.

Training to learn additional techniques

If you have Expert of Martial School or Founder of Personal
Style or Personal Martial Techniques feats, then you can learn
additional combat techniques for using with chosen weapons.
To do so you must spent 100 days for basic techniques or 200
days for difficult techniques. Also, you must have some source
of information to learn new techniques - teacher or manual of
some sort.

Description Format

All Martial Schools give their members access to a mix of
maneuvers, techniques, and some physical training. Martial Schools
require specific weapons or combinations of weapons or even
specific armor or other equipment. You cannot use maneuvers or
techniques from a Martial School unless you are both proficient in
and wielding the school’s specified weapons.

School Name

Prerequisites:  backgrounds, weapon proficiencies, armor
proficiencies, ability score or special. - what character must have to
have the ability to train in this school.

‘Weapons, armor and their using in Martial School - every Martial
School uses selected number of weapons and other equipment. You
cant use maneuvers or techniques you get from Martial School
Training If you use different weapons.

Primary ability: define which ability will be used for Weapon
Maneuvers and Combat techniques DC.

DC = 8 + modifier of Primary ability + proficiency bonus.

Primary ability is prerequisite for training in this school. You must
have ability score for primary ability minimum 14.

Physical Training: When you take Expert of Martial School feat,
increase corresponding ability score by 1, to a maximum of 20.

Combat maneuvers are difficult to execute, hence you are
required to spend your superiority die every time you use them.

Combat techniques are describing properties of every Martial
School. These are passive skills and don't require any action to be
activated.

Expert maneuvers are maneuvers that character learns when Feat
is taken for the first time for a selected School.

Expert techniques are techniques that character learns when Feat
is taken for the first time for a selected School (select 2 from list of
available techniques).

Master maneuvers are maneuvers that character gets when Feat
is taken for the second time for a selected School.

Master techniques are techniques that character gets when Feat
is taken for the second time for a selected School.

Grandmaster techniques and maneuvers are get by character
when character get Grandmaster feat.

Iconic move - it’s special technique or maneuver which is unique
to this school. Character learns it when he already know all
maneuvers and techniques from selected school.

MARTIAL SCHOOLS LIST

Dual Blades
Spear&Shield
Heavy striker
North Shield
Single Blade

Two Swords
Militant’s Shield

{

Master Axeman

Ride and Strike

Master Crossbowman

Arm, Sword, and Thought

Faithful Blade

Raptor School

Twin Sword Style (Sembia or Waterdeep)
Twin Sword Style +

Dual Blades
[Martial School Feat|

Weapons: Dual Blades style utilizes twin daggers, short swords,
scimitars, or any combination of two light, finesse weapons (rapier and
dagger as example)

Primary ability: Dexterity

Physical Training: Dexterity

Expert maneuvers: Riposte

Expert techniques: Unfettered Defense, Fancy Footwork
Master maneuvers: Redirect Attack

Master techniques: Blood for Steel, xxxx

Iconic move:

Spear&Shield
[Martial School Feat|

Prerequisites: shield proficiency

Weapons: Spear or javelin or ycklwa or hooked short spear and
any shield

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers: Pushing Attack

Expert techniques: Shield Defense, Distracting Strike
Master maneuvers: Precision Attack

Master techniques: Polearm Expertise, Shield Bash
Iconic move:

Heavy striker
[Martial School Feat|

Weapons: heavy or versatile melee weapon wielded by two hands

Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Precision Attack

Expert techniques: Charge, Deadly Strikes
Master maneuvers: Pressing Attack

Master techniques: Cleave, Threatening stance
lconic move:

North Shield
[Martial School Feat|

Prerequisites: shield proficiency

Weapons: any shield, long sword, short sword, gladius, hand axe,
battle axe, spear

Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Unbalancing Attack

Expert techniques: Reactive Strike, Shield Bash
Master maneuvers: Blinding Attack

Master techniques: Distracting Strike, Shield Defense
Iconic move:

Sword Dance Smgle Blade
']:I"ZW sto.rm [Martial School Feat|
udgeoning Prerequisites: short sword proficiency, Strength 13
Polearms
Pt Pana
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Weapons: one weapon (usually short sword, scimitar or rapier) and
other hand must be free

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers: Disarming Attack

Expert techniques: Defensive Stance, Distracting Strike
Master maneuvers: Riposte

Master techniques: Deadly Strikes, Defensive Duelist
Iconic move:

Two Swords
[Martial School Feat|

Weapons: The Two Swords style uses two edged weapons of equal
length, usually combining twin longswords or small swords and armor
isn't heavier medium armor.

Primary ability: Strength and Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers: Pressing Attack

Expert techniques: Balanced Hands, Charge

Master maneuvers: Crippling Strike

Master techniques: Deadly Strikes, Threatening Stance
Militant’s Shield

Prerequisites: Proficiency with the gladius or short sword, Strength
13 or higher

Weapons: Military Shield utilizes the shield and gladius or short
sword, exploiting the shield’s superior cover and the gladius’ speed.

Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Crippling Strike

Expert techniques: Shield Defense, Shield Bash

Master maneuvers: Precision Strike

Master techniques: Distracting Strikes, Threatening Stance
Iconic move:

Sword Dance
[Martial School Feat]

Prerequisites: proficiency with swords

Weapons: Sword Dance specializes in the use of the short sword,
scimitar, gladius, long sword, and great sword.

Primary ability: Strength, Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers: Riposte

Expert techniques: Blade Step, Cleave

Master maneuvers: Precision Attack

Master techniques: Deadly Strikes, Reactive Strike

Arrow storm
[Martial School Feat]

Prerequisites: Proficiency with either longbow or short bow
Weapons: Longbow and short bow

Primary ability: Dexterity

Physical Training: Dexterity

Expert maneuvers: Ranged Disarm

Expert techniques: Always armed, Snapshot

Master maneuvers: Rapid Shot

Master techniques: Quick reactions, Close Quarters Archery
Iconic move:

Bludgeoning
[Martial School Feat|

P -ctiin.
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Weapons: hammer, Warhammer, mace, Morningstar or maul
Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Trip Attack

Expert techniques: Force the Opening, Savage Strikes
Master maneuvers: Stunning Blow

Master techniques: Deadly Strikes, Distracting Strikes
Polearms

Requirements: glaive, guisarme or halberd proficiency
Weapons: glaive, guisarme or halberd

Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Trip Attack

Expert techniques: Polearm expertise, Deadly Strikes
Master maneuvers: Precision Attack

Master techniques: Threatening Strikes, Polearm Mastery
lconic move:

Master Axeman

[Martial School Feat]

Requirements: Strength 13, any axe proficiency

Weapons: any axe

Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Fressing Attack,

Expert techniques: Savage Strikes, Force the Opening, Axe Juggle,

Slashing Hit

Master maneuvers: Menacing Attack
Master techniques: Charging Strike, Deadly Strikes
lconic move:

Ride and Strike

[Martial School Feat|

Requirements: Strength 13, proficiency in Animal Handling

Weapons: any melee weapon while mounted

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers: Trip Attack

Expert techniques: Rider’s Evasion, Ride by Attack

Master maneuvers: Precision Attack

Master techniques: Nimble Horsemanship, Galloping Charge
Iconic move:

If rules about secondary skills and expanded tools proficiency are

used, then character who wants to learn this school must also has
secondary skill proficiency: mounts (land)

Master Crossbowman

[Martial School Feat|

Requirements: Proficiency with either hand crossbow, light

crossbow or heavy crossbow

Weapons: Any crossbow

Primary ability: Dexterity

Physical Training: Dexterity

Expert maneuvers: Precise Attack

Expert techniques: Close Quarters Archery, Fast loading
Master maneuvers: Distracting Shot

Master techniques: Rapid Crossbow, xxx

Iconic move:

Arm, Sword, and Thought
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Known dismissively as the ‘low’ style of kio dueling, unlike most
other kio techniques this style is taught outside of the notoriously
elitist ghting schools and is available even to lower-status kio. Masters
of this style ply the roads of the League of Princes, trading their
expertise for the necessities of life. Scandalously to some, some
masters of this style are even willing to teach non-kio its secrets, so
long as they are the legal owners of a kio blade. After all, no master
would sully their House’s honor by teaching this style to one
unworthy of carrying the blade.

Focusing on calming ‘the storm within, this style is as much of a
belief system as it is a ghting one. Practitioners are taught to protect
their minds as much as their bodies when in combat. Many duelists
of this style use it as sort of a beginner’s technique, with many going
on to gain entry into the prestigious and exclusive Sova Academy,
home of the Sword that Believes combat school.

Requirements: Must legally own a kio sword

Weapons: kio sword

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers: Pressing Attack

Expert techniques: Deadly Strike, Lightning Draw

Master maneuvers: Riposte

Master techniques: Force the Opening, Unfettered Defense

Faithful Blade

Entrance into the prestigious Sova Academy is the dream of
nearly all kio in their youth as only a few are ever accepted to learn
the secrets it teaches. To gain admittance, a kio must be accepted as
a student by a Keeper of the High Blade, who trains them as part of
their own instruction towards status of Master. Students must also
present themselves with their own Kio sword to even be considered.
-e training is long and arduous. —ough the price is steep, the rewards
are great. —is academy is the only school known to teach one of the
rarest ghting styles in the Known Lands, the Sword that Believes.

Requirements: Kio or val'Sungha, must have at least journeyman
rank in either the Way of the High Blade or the Hand, Blade, and Mind
Combat School, and must legally own a kio sword

Weapons: kio sword

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Master maneuvers: Moment of Prescience

Master techniques: The Perfect Cut, Threatening Stance

AaHHasl LIKOAQ HE MMEET MAaHEBPOB M TEXHWK YPOBHSI YUEHMK-
BMECTO 3TOro oHa paccMartpusaeT wkoAbl Pykn, Kannka m Pazyma u
[yt Boicokoro KanHka Kak AovyepHHe W AlOGOM C 4epTon YueHue
60eBo LLKoAbI B AIOGO# M3 9THX ABYX LUIKOA MOXET B3siTb KaK 4epTy
Mactep boesom koAbl Bepsiiiero KanHka Tak 1 nocae storo B3sTh
yepry ['panamactep koAbl Bepsiero Kavtka

Grandmaster maneuvers: Strike Without Thought

Grandmaster techniques: Arrow Cutting, The Sword that Believes
Elven swordplay

Weapons: kio sword

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers: Side step

Expert techniques: Deadly Strikes, Duelist’s Stare

Master maneuvers: Sundering Strike

Master techniques: Fancy footwork, Force the opening

Raptor School

Requirements: Wisdom 13, Athletics proficiency
Weapons: heavy or versatile non-reach
Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Eagle's Swoop

Expert techniques: Falcon's Feathers

Master maneuvers:

Master techniques: Hawk's Eye

Twin Sword Style (Sembia or Waterdeep)
sttt Y

{

[Martial School Feat), HR;egional"

You have mastered a defensive style based on wielding a blade in
each hand.

Prerequisite

Elf (Menzoberranyr or Waterdeep), half-elf (Waterdeep), or human
(Sembia or Waterdeep), profi cient with martial weapons,

Benefit

When fi ghting with two blades (dagger, longsword, rapier,
scimitar, or short sword, in any combination), you can designate a
melee opponent during your action and receive a +2 shield bonus to
your Armor Class against attacks from that opponent. This bonus
stacks with the shield bonus from a buckler or animated shield. You
can select a new melee opponent as a free action on your turn. You
lose this bonus if you are caught fl at-footed or lose your Dexterity
bonus to AC for any reason.

Special

You may select this feat only as a Ist-level character. You may
have only one regional feat.

Inaccurate?

Twin Sword Style +
[Martial School Feat), Legional"

You have mastered a defensive style based on wielding a blade in
each hand.

Prerequisite: EIf (Menzoberranyr or Waterdeep), half-elf
(Waterdeep), or human (Sembia or Waterdeep), proficient with martial
weapons

Weapons: any two blades (dagger, shortsword, scimitar, longsword,
rapier)

Primary ability: Dexterity

Physical Training: Dexterity or Strength

Student maneuvers: Riposte

Student techniques: Offhand Steel, Ambidexterity

Master maneuvers: Redirect Attack

Master techniques: Defensive Stance, Parry

Iconic move:

Waterdhavian Fencing +
[Martial School Feat], Legiona]", [Waterdeep|

Prerequisites: short sword proficiency, Strength 13

This rapier fencing style, known to snobbish sages of hoplology
as the Transitional Dessarin School, teaches the sword alone as the
basis of both offence and defence. Consequently, it employs a lighter
rapier than the traditional Chondathan school.

Despite a probable origin in the Dessarin valley, teachers can be
found anywhere from Calimshan to Thay. Indeed, some sages propose
an independent development of a similar style around the Lake of
Steam, based on the claims of fencing maestros from Saelmur’s Master
of the Blade school. Teachers from the Lake of Steam refer to their
style as Saelmur School Fencing.

Many devotees regard this as the superior way to use a rapier and
there often exists a fierce rivalry between students of this school and
others.

Along with the use of the sword as the basis for all offensive and
defensive techniques, a devastating counterattack in dual time is one
the hallmarks of the Waterdhavian style of fencing. Another special
move, which while not unknown before the development of this style
certainly serves to identify a swordsman trained in it, is distinctive
technique of gliding his sword along his opponent’s weapon in a
tricky thrust that is exceedingly difficult to defend against.

Weapons: one weapon (usually short sword, scimitar or rapier) and
other hand must be free

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Student maneuvers: Disarming Attack

Student techniques: Defensive Stance, Distracting Strike

Master maneuvers: Riposte

Master techniques: Deadly Strikes, Defensive Duelist
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Iconic move:

Three Mountains +

[Martial School Feat], Mionalu

You are a master of fighting with powerful bludgeoning weapons.

‘Weapons: Warhammer, mace, Morningstar, greatclub or maul
Primary ability: Strength

Physical Training: Strength

Expert maneuvers: Trip Attack

Expert techniques: Force the Opening, Savage Strikes
Master maneuvers: Stunning Blow

Master techniques: Deadly Strikes, Distracting Strikes

Iconic move:

Highland Broadsword (Sword Coast) +
[Martial School Feat], Mional", [Sword Coast|

This martial art represents one of the most popular fighting
schools of a fractious people of Northmen on Sword Coast living in
the Sword Mountains. Not unreasonably, it might be said to be similar
to the fighting arts of certain real-world people, but no claim is made
about historical accuracy with this style.

This is a fast and aggressive style that utilises Blade Step for
defense. The stylist faces the enemy squarely with both broadsword
and targe and will use both weapons equally in offence and defense.
Feinting with the sword and then bashing with the shield is a very
popular maneuver.

Attacks with the sword are usually swift probing cuts unless an
opening for a Riposte presents itself. The basket-hilt is often used to
pummel an enemy who gets too close.

The targe hand is often used to hold a dirk in a reverse grip and
some stylists seek out close combat where they can better bring their
dirks to bear.

Weapons: long or short sword with shield (targe).
Primary ability: Strength

Physical Training: Strength

Student maneuvers: Riposte

Student techniques: Shield Defense, Blade Step
Master maneuvers: Precision Strike

Master techniques: Shield Bash, Threatening Stance
Iconic move:

Chondathan swordcraft

[Martial School Feat], Mionalﬂ

Chondath is a populous country in the Vilhon Reach which in the
distant past was a powerful empire, but now consists mostly of
independent city-states. One of the primary exports of Chondath are
skilled mercenaries and these mercenaries pride themselves on their
swordcraft. Even when trained to the pike or crossbow, Chondathan
mercenaries usually carry a sword and unless disciplined, will wish to
resolve disputes by duels.

There are many competing styles, each of which will esteem one
particular length and shape of blade as the ultimate weapon. Some
teach the sword and dagger, others teach sword and buckler and some
even excel the virtues of a live hand. But by trial and error, those
serving as swordsmen in organised companies have developed a
militarised version of civilian fencing styles.

The prefered weapon is a cut-and-thrust sword, no more than
38“in total length (Reach 1) and the shield is most often made of metal,
round and around 2 in diameter. Most prefer a centre-grip buckler,
but a forearm-mounted target also has adherents.

The swordsman adopts his stance and tactics to the situation and
can lead with either blade or shield. He'll be direct and agressive
against foes with greater Reach, make use of Move, Committed Attack
and Move and Attack to get inside the reach of the longer weapons
and not hesitate to enter close combat and grappling. His shield and

P -ctiin.
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pommel are used to batter the opponent's face and he can drop his
shield and draw a knife.

Against other swordsmen with similar reach, he'll prefer to circle
while alternating Feints and Defensive Attacks with the sword. He will
mostly retain the shield for a defensive role, shoving an opponent into
position where he can be killed with the sword.

Most attacks are aimed at the face and arms, as opponents are
assumed to be wearing helmets and breastplates and in the press of
pike, it can be hard to reach the legs. Some stylists do practise vicious
kicks at the legs, since a man knocked down in battle is probably no
longer a threat.

You receive one extra parry each round with your primary
weapon at your highest base attack bonus.

Prerequisites: Intelligence 13+
Weapons:

Primary ability:

Physical Training:

Expert maneuvers:

Expert techniques:

Master maneuvers:

Master techniques:

lconic move:

Sembian Swordplay
[Martial School Feat], Mional", [Sembia]

At some point in the tumultuous centuries during which Sembia
grew to nationhood, the Chondathan School of fencing with the rapier
made it over the Dragonmere. The fencing techniques with the long
thrusting blade were quickly adapted to the military weapons of the
day best suited for such moves, longswords, and combined into the
knightly fighting styles popular in neighbouring Cormyr.

In time, this art developed into a dedicated fencing style shorn of
the knightly elements. It found favour in Chondath as well as Sembia
and some teachers may actually refer to it as Chondathan Longsword.
Most sages are satisfied that the modem style owes more to Sarloon
and Selgaunt than Arrabar, though.

The fencer usually leads with the sword and often assumes a
Defensive Grip. Like most rapier-based styles, this is an aggressive
and direct style. Stop Hits, often done as Committed Attacks, are a
signature move to quickly end a combat against unarmoured foes, but
when fighting in armour, the stylist may seek to Disarm or Trip his
opponent instead.

Advanced grappling techniques are taught to deal with foes who
get inside the reach of the sword and a heavy glove or a gauntlet
tends to be worn on the off-hand to make it more useful for parrying.
Some masters also teach the use of a buckler, cloak or parrying dagger
in the off-hand.

Ironically, the long thrust-only rapier that the style developed with
has fallen somewhat out of favour in modern Sembia (being replaced
by a slightly shorter blade better suited for parrying). As a result, some
Sembian longsword masters teach the style without the Rapier skill
and direct interested students to a different maestro for the study of
the fencing rapier.

Skills: Broadsword; Judo; Rapier; Two-Handed Sword.

Techniques: Bind Weapon; Counterattack; Disarm; Feint; Retain
Weapon; Targeted Attack (Any Sword Thrust/Face); Targeted Attack
(Any Sword Thrust/Neck); Targeted Attack (Any Sword Thrust/Vitals);
Trip.

Cinematic Skills: Flying Leap.

Cinematic Techniques: Dual-Weapon Defence; Flying Lunge;
Grand Disarm; Hand Catch; Timed Defence. Perks: Armour
Familiarity; Grip Mastery

(Longsword); Mobile Parry (Broadsword or Two-Handed Sword);
Skill Adaptation (Bind Weapon defaults to Broadsword or Two-Handed
Sword); Unarmed Parry (Broadsword or Rapier).
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Advantages: Combat Reflexes; Enhanced Dodge, Enhanced Parry;
Perfect Balance; Reputation; Status. Disadvantages: Enemy;
Overconfidence; Reputation (Bravo).

Skills: Acrobatics; Brawling; Cloak; Fast-Draw; Main-Gauche;
Savoir-Faire (Salle); Shield (Buckler), Any Art or Sport version of
weapon skill in style. Techniques: Arm Lock; Armed Grapple; Beat;
Choke Hold; Close Combat; Kicking; Knee Strike; Sweep; Targeted
Attack (Any Sword Thrust/Neck Chinks); Targeted Attack (Any Sword
Thrust/Vitals Chinks). Perks: Grip Mastery (Rapier); Off-Hand Weapon
Training; Technique Adaptation (Counterattack); Weapon Bond.

Prerequisites:

Weapons:

Primary ability: Dexterity
Physical Training:

Expert maneuvers:
Expert techniques:
Master maneuvers:
Master techniques:
Iconic move:

Sembian sabreplay

[Martial School Feat], @ional", [Sembial

Most shipboard styles developed for boarding are pragmatic and
robust. There is no elegant swordsmanship involved; it is speed,
ferocity and confusion that are supposed to carry the day. But with
the cachet of the Freesails in the days after the successful battles with
the great pirate fleets of Urdogen’s day, fencing maestros found
themselves being asked to teach techniques for using hangers or
cutlasses.

The more enterprising of them designed a weapon that looked
something like a shipboard hanger, but was slimmer and more
elegant, as well as being far easier to manipulate with the wrist. They
then taught a style based on the showy smallsword techniques so far
not used outside of the salle. A few slashing techniques from popular
backsword styles sufficed so that it was possible to call it a complete
system.

The resulting art quickly became a competitive sport, with idle rich
youths eager to demonstrate greater agility and athleticism than their
peers. Matches were fought on multiple platforms with ropes and nets
around, so as to better emulate a shipboard engagement.

Somewhat to the surprise of the original maestros, some of the
earnest young nobles who learnt this art went on to use it in combat
on the high seas. Since many of them had been competitive fencers
for years, they had astonishing success against pirates who were often
better at intimidation than swordplay. This led to an even wider
recognition for the style as well as increased interest in it as a sport.
Elements of sabre styles from around the Moonsea also made it into
the art and were eagerly stolen.

A Sembian Sabreplay stylist will look elegant at all times. He'll leap
atop obstacles and use terrain to his advantage. The sword is used in
probing Defensive Attacks when pressed, but the stylist will often
Retreat or Sidestep from an aggressive opponent and then Move or
Move and Attack and accomplish an Acrobatic Attack from an
unexpected angle.

If forced into close combat, the stylist prefers to use his sword
over unarmed techniques. Some more pragmatic maestros do teach
grappling, but mainly counters and throws, the better to escape a
heavier opponent who seeks to press.

Note that this style covers a lot of ground and some schools or
masters would only teach aspects of it, not the full style.

Prerequisites:

Weapons:

Primary ability:

Physical Training:

Expert maneuvers:

Expert techniques:

Master maneuvers:

Master techniques:

Iconic move:

o
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Arrabar School Fencing

[Martial School Feat), [Regionall, [Cormyr]

Chondath is a populous country in the Vilhon Reach which in the
distant past was a powerful empire, but natural disasters, civil war and
economic upheaval conspired to break it up into independent city-
states. These cities states are now once more prosperous, but the now
independent provinces show no signs of wishing to be incorporated
into a new empire under Shining Arrabar, the old capital.

Fencing and swordfighting are favourite past-times of
Chondathans and every man of means strives to master a sword.
There are many competing styles, each of which will esteem one
particular length and shape of blade as the ultimate weapon. Some
teach the sword and dagger, others teach sword and buckler and some
even excel the virtues of a live hand. Most of these styles are
functionally variations of what we in our world call Italian School
Fencing.

Arrabar School Fencing is taught with an edged rapier of up to
4'in length and a buckler. The buckler ranges in size from barely larger
than a fist to a forearm-and- a-half in diameter. This is a purely civilian
art, but it is no less dangerous for that fact. In a duel, a master of this
style is lethal. He controls time, distance and proportion, so that it is
almost impossible to close with him. Reach is key to this style and the
stylist will lead with his sword and use the buckler only in defence.

Probing cuts and tip slashes (Defensive Attacks) are used until the
stylist gets a clear idea of his foe's swordsmanship. Evaluate and Wait
are also common. Once the stylist is confident in his superiority, he
will use Feints, tricky Deceptive Attacks and Rapid Strikes to dazzle
both his foe and any onlookers.

Close combat and grappling are avoided at all costs, as a great
swordsman can be defeated by a dull thug if he allows himself to be
cornered. The stylist will Evade, Retreat and Sideslip away from such
contact. Nor will he strike with bare hands if he can avoid it. In
extremis, a stylist might Sweep his opponents feet from under him to
enable him to gain more space.

Prerequisites:

Weapons: rapier or long sword and buckler shield

Primary ability: Strength or Dexterity

Physical Training: Strength or Dexterity

Expert maneuvers:

Expert techniques:

Master maneuvers:

Master techniques:

Iconic move:

Sword-and-buckler play (cormyr)
[Martial School Feat], Legiona]", ICormyr]

Even where most adults wear a full-sized sword in their belt, not
everyone wishes to carry a slender fencing sword for self-defence. In
some areas, a stout broadsword is more common.

Wielding a buckler in the off-hand in a fast street-fighting style
that incorporates vigorous grappling and striking has always been
common with strutting adventurers. A teacher in this style can be
found nearly anywhere. Sometimes this will be viewed as a distinctly
common-place form of self-defence, but elsewhere, training in it will
be accepted as a sensible precaution or even viewed as a popular
sport in its own right. In Arabel and northern Cormyr, for example, it
is more fashionable among even the well- to-do than styles with
slimmer fencing blades.

Prerequisites:
Weapons:

Primary ability:
Physical Training:
Expert maneuvers:
Expert techniques:
Master maneuvers:
Master techniques:
Iconic move:
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Masters of defence weapon training
[Martial School Feat], Mionalﬂ, |Cormyr,) [Impiltur]

In Cormyr and Impiltur, veterans from the Purple Dragons and the
Queen’s Warblades often go into business as teachers of weaponry
and defence. They teach most common weapons of the day, as well
as counters to any popular styles of the area. In Impiltur, these masters
have formed a trade guild which accredits masters based on gruelling
tests administered by their peers, but Cormyrean masters have no
formal system of accreditation.

Prerequisites:
Weapons:

Primary ability:
Physical Training:
Expert maneuvers:
Expert techniques:
Master maneuvers:
Master techniques:
Iconic move:

Regimental broadsword
[Martial School Feat], @ional", |[Cormyr]

Those clansmen with a desire to see more of the world often take
up service in Cormyr's regiments of Purple Dragons. Returning
veterans brought back ideas about disciplined combat derided by the
individualistic and heroic clansmen.

The lowland shield was larger and heavier in construction than
the targe and a fighter used it to avoid close contact, shoving or
bashing the foe away with it. At some points, fighting was shoulder-
to- shoulder in a stout shieldwall and such a shieldwall was proof
against armoured horse and fully capable of standing against
dismounted knights.

For the common soldier in Cormyr's armies, the sword was a
sidearm and instruction was irregular. Some officers were skilled in
knightly combat and trained their men well with the sword, but others
left them to manage it by feel and instinct while the training cadre
focused on close order and battle-winning drill.

Clansmen who had mastered Highland Broadsword before joining
the army often found themselves in demand as instructors in
swordsmanship. As the men they taught were often veteran soldiers,
they eliminated extraneous elements from their style, assuming that
the fundamentals of grappling and striking were already known. The
necessity to quickly instruct large numbers of men also dictated a
focus on utility and robustness. The resulting style is simple, direct
and effective.

When some of these veterans came back, they taught their
stripped-down style to others. The larger targes and the lack of
grappling and striking meant that exhibition matches were easier to
stage safely and this contributed to the popularity of this style.

Youths who intend to join the Cormyrean regiments will often
seek out a master in this style first, as it is both easier to find a willing
teacher and takes far less time to learn than the accepted method of
apprenticeship with a master of Highland Broadsword. The styles
retain enough similarity so that the same Teamwork Perk works for
both styles.

The use of the sword is very similar to the parent style, except that
there is far less emphasis on short cuts and strikes with the basket-
hilt. Indeed, many younger practitioners of the style obtain swords
with hilts that are far less solid than older models. Some even prefer
a Cormyrean arming sword.

A practitioner of this style will be mobile and quick, but he'll also
be aware that he may need to fight in heavy armour or while in close
formation. As such, the stylist will spend more time on static parries
and blocks than is usual in the more fluid parent style.

Skills: Broadsword; Shield.

P -ctiin.
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Techniques: Beat; Counterattack (Broadsword); Feint; Retain

Weapon (Broadsword); Targeted Attack (Broadsword ~ Swing/Arm);
Targeted Attack
(Broadsword Swing/Face);  Targeted Attack
(Broadsword Swing/Leg);  Targeted Attack

(Broadsword Swing/Neck); Targeted Attack (Shield Bash/Face);
Targeted Attack (Shield Bash/Groin). Cinematic Skills: Kiai; Power Blow.

Cinematic Techniques: Dual-Weapon Attack; Dual-Weapon

Defence; Timed Defence.

Perks: Armour Familiarity; Melee Shieldfighting (Shield); Mobile
Block (Shield); Mobile Parry (Broadsword); Shield Wall Training; Shoves
and Tackles (Shield); Teamwork (Regimental Broadsword).

Optional Traits

Advantages: Combat  Reflexes; Enhanced  Block;  Fit.
Disadvantages: Alcoholism; Code of Honour (Highlander or Soldier);
Compulsive Carousing; Sense of Duty (Clan, Cormyr or Regiment).

Skills: Brawling; Broadsword Sport; Carousing; Fast- Draw (Knife);
Intimidate; Knife; Polearm; Shield Sport; Shortsword; Savoir-Faire
(Military); Soldier; Spear; Wrestling.

Techniques: Armed Grapple (Shield); Bind Weapon (Shield); Close-
Combat; Targeted Attack (Shield Bash/Nose).

Perks: Alcohol Tolerance; Drunken Fighting; Leading Shield
(Shield); No Hangover; Off-Hand Weapon Training; Skill Adaptation
(Bind Weapon defaults to Shield); Sure-Footed (Uneven); Targeteer.

Prerequisites:
Weapons:

Primary ability:
Physical Training:
Expert maneuvers:
Expert techniques:
Master maneuvers:
Master techniques:
lconic move:

Far Pier School

Prerequisites:

Weapons: two light or finesse blades
Primary ability:

Physical Training:

Expert maneuvers:

Expert techniques:

Master maneuvers:

Master techniques:

lconic move:

Velderve’s School

Prerequisites:

Weapons: free off hand and one handed blade
Primary ability:

Physical Training:

Expert maneuvers:

Expert techniques:

Master maneuvers:

Master techniques:

Iconic move:

Cavalcante's school

Prerequisites:

Weapons: one handed blade and shield
Primary ability:

Physical Training:
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Expert maneuvers:
Expert techniques:
Master maneuvers:
Master techniques:
Iconic move:

Dominguez school

LINKS AND SOURCERS

P -ctiin.
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COMBAT MANEUVERS

COMBAT MANEUVERS LIST

TRAITS OF COMBAT MANEUVERS

Secret — can't be taken for Personal Combat Style

Unique - this technique or maneuver can be learned only in one
school.

Basic -
Difficult -
Ranged
Mounted
Action
Bonus action
Shield
Trigger

COMBAT MANEUVERS DESCRIPTION

Blinding Attack

When you successfully hit a creature with a melee weapon attack
you may spend 1 superiority die as a bonus action. Roll the superiority
die you spent and add the result to the damage dealt. Your target must
also make a successful Constitution saving throw or be blinded until
the end of their next turn.

Crippling Attack

When you successfully hit a creature with a weapon attack you
may spend 1 superiority die. Roll it and add the result to your weapon
damage. Your target must also make a Dexterity saving throw. On a
failed save, one of the creature’s speed is reduced by half (max 20 ft),
until they complete a short rest or receive magical healing.

Disarm Foe

When you hit a creature with a melee weapon attack, you can
expend one superiority die to attempt to disarm the target, forcing it
to drop one item of your choice that it's holding. You add the
superiority die to the attack's damage roll, and the target must make
a Strength saving throw. On a failed save, it drops the object you
choose. The object lands at its feet.

Precision Attack

When you make a weapon attack roll against a creature, you can
expend one superiority die to add it to the roll. You can use this
maneuver before or after making the attack roll, but before any effects
of the attack are applied.

Pressing Attack

When you hit a creature with a weapon attack, you can expend
one superiority die to attempt to drive the target back. You add the
superiority die to the attack's damage roll, and if the target is Large or
smaller, it must make a Strength or Dexterity (target choice) saving
throw. On a failed save, you push the target up to 10 feet away from
you. Also, you can spend your reaction to move with your target.

Riposte

When a creature misses you with a melee attack, you can use your
reaction and expend one superiority die to make a melee weapon
attack against the creature. If you hit, you add the superiority die to
the attack's damage roll.

Unbalancing Attack

{

When you successfully hit a creature with a weapon attack, you
can spend 1 superiority die to force your target to make a Wisdom
saving throw. If they fail, a friendly creature adjacent to your target
can make opportunity attack against them. Your ally rolls the
superiority die you spent and adds it to the attack roll and damage
roll of the opportunity attack.

Double Arrow

Ranged} o]

As a bonus action you may spend 1 superiority die to notch two
arrows for a single ranged weapon attack. You roll a single attack roll
against one target or two different targets which must be within 10
feet of each other.

Entangling Defense

Anytime you are the target of a melee weapon attack, as a reaction
you may spend 1 superiority die to entangle your opponent in your
net. This reaction is resolved prior to the triggering attack. The
attacker must make a Dexterity saving throw or become restrained.

Galloping Shot

While on horseback, when you successfully hit an opponent with
a ranged weapon attack after riding your mount 20 feet or more, you
may spend a superiority die, adding the result to your attack’s damage.
Additionally, add that same result to your mounts armor class until
the beginning of your next turn.

Stunning Blow

Bludgeoning weapon

When you successfully hit a creature with a melee weapon attack,
you can expend one superiority die to attempt to stun target. You add
the superiority die to the attack's damage roll, and the target must
make a Constitution saving throw. On a failed save, the target is
stunned until the beginning of your next turn.

Cunning Feint

When you successfully hit a creature with a melee weapon attack,
you can spend T superiority die to force your target to make a Wisdom
saving throw. If they fail their saving throw you gain advantage on all
subsequent melee attacks against that creature until the end of your
turn.

Trip Attack

When you hit a creature with a weapon attack, you can expend
one superiority die to attempt to knock the target down. You add the
superiority die to the attack's damage roll, and if the target is Large or
smaller, it must make a Strength saving throw. On a failed save, you
knock the target prone.

Menacing Attack

When you hit a creature with a weapon attack, you can expend
one superiority die to attempt to frighten the target. You add the
superiority die to the attack's damage roll, and the target must make
a Wisdom saving throw. On a failed save, it is frightened of you until
the end of your next turn.

Lunging Attack

When you make a melee weapon attack on your turn, you can
expend one superiority die to increase your reach for that attack by 5
feet. If you hit, you add the superiority die to the attack's damage roll.

Bait and Switch

When you're within 5 feet of an ally on your turn, you can expend
one superiority die and switch places with that ally, provided you
spend at least 5 feet of movement. This movement doesn't provoke
opportunity attacks.

Roll the superiority die. Until the start of your next turn, the ally
gains a bonus to AC equal to the number rolled.

Brace
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When an enemy you can see moves within 5 feet of you, you can
use your reaction to expend one superiority die and make one
weapon attack against that creature. If the attack hits, add the
superiority die to the attack's damage roll.

Aimed Shot
Ranged

As a bonus action, you give yourself advantage on your next
ranged attack roll on the current turn. You can use this bonus action
only if you have not moved during this turn, and after you use the
bonus action, your speed is O until the end of the current turn.

Sniping Shot

As a bonus action, you can expend one superiority die and make
a ranged weapon attack. You can draw a thrown weapon as part of
making this attack. If you hit, add the superiority die to the attack's
damage roll.

Ranged Disarm

When you successfully hit a creature with a ranged weapon attack,
you may spend 1 superiority die as a reaction. Roll the superiority die
you spent and add the result to the damage dealt. Your target must
make a successful Dexterity saving throw or drop an object they are
holding, which falls at their feet. If your target is holding one or more
items, you choose which one they drop. You cannot disarm shields,
worn weapon

Crippling Shot

As a bonus action, upon making a successful hit with a ranged
weapon attack, you may spend a superiority die to force your target
of Large or smaller size to make a Constitution saving throw. On a
failed save, the arrow becomes deeply embedded, imposing a 1d4
penalty on all attack rolls until they spend an action to remove the
arrow. Multiple crippling shots upon one target do not stack.

Quick Reactions

Ranged|

You may take opportunity attacks with your bow as if you had a
reach of 10 feet.

Strike High, Bite Low- Take lt!
Melee|, hrigger lgnimal companion

When you successfully attack a creature with a melee weapon
attack, you may spend 1 superiority die to have your animal
companion attack the same creature as a reaction. Animal companion
adds this superiority die to damage.

Shield Faint
funiqud

At the beginning of your turn, when taking the attack action, you
may spend 1 superiority die and forgo the benefits of your shield until
the beginning of your next turn. If you choose to do so roll your
superiority die and add its result to all attack and damage rolls until
the end of your turn.

Combat Prescience
Se

You may spend 1 superiority die before you make a weapon attack
roll to gain advantage on that attack roll.

Sidestep

When you successfully hit with a melee attack you may roll 1
superiority die, adding the result to your weapon damage. After this
successful hit, you must move at least 5 feet. This movement does not
provoke opportunity attacks from the creature you damaged.

Strike without Thought

{

Whenever a creature enters or leaves your reach, even if invisible,
as a reaction you may take an opportunity strike. You can choose to
add superiority die to attack roll or to damage roll. This maneuver
could be used even if you are surprised.

Quick Toss

As a bonus action, you can expend one superiority die and make
a ranged attack with a weapon that has the thrown property. You can
draw the weapon as part of making this attack. If you hit, add the
superiority die to the weapon's damage roll.

Grappling Strike

Immediately after you hit a creature with a melee attack on your
turn, you can expend one superiority die and then try to grapple the
target as a bonus action (see the Player's Handbook for rules on
grappling). Add the superiority die to your Strength (Athletics) check.

Tactical Assessment

When you make an Intelligence (Investigation), an Intelligence
(History), or a Wisdom (Insight) check, you can expend one superiority
die and add the superiority die to the ability check.

Ambush

When you make a Dexterity (Stealth) check or an initiative roll, you
can expend one superiority die and add the die to the roll, provided
you aren't incapacitated.

Commanding Presence

Charisma chec

When you make a Charisma (Intimidation), a Charisma
(Performance), or a Charisma (Persuasion) check, you can expend one
superiority die and add the superiority die to the ability check.

Eagle's Swoop

To use this maneuver, you must charge a foe or jump down on
your enemy from at least 10 feet. Make a Strength (Athletics) check as
a free action immediately before your next attack. Prior to making the
roll, determine the DC of the check: either DC 15 for a chance to deal
1d6 extra points of damage or DC 20 for a chance to deal 1d8 extra
points of damage. if you fail this Strength (Athletics) check by 5 or
more, you fall prone in an adjacent square.

Wings of Falcon

To use this maneuver, you must be wearing a cloak. As an action,
you can whip the cloak around you in a distracting fashion. Make an
attempt to feint, using your attack bonus instead of your Charisma
(Deception) modifier. If you succeed, your target is treated as surprised
for the next melee attack you make against it.

Hawk's Eye

To use this maneuver, you must spend action to observing your
foe. In next round melee attacks you make against your foe gains a
bonus +2 to hit and bonus +1d6 on damage rolls for every round you
have just spent observing the foe, to a maximum bonus of +6 (for 3
consecutive full rounds of observation). If the target of your
observation attacks you while you're observing, or if you don't make
the melee attack within 3 rounds of the end of your observation, you
don't get the benefit of the technique.

Primal Pounce

INatural weapons

You may only use this maneuver during your first turn of combat
and only against a creature up to one size category larger than you
that has not taken its turn. If you move at least 20 feet straight toward
the creature and hit it with your natural weapon attack, you may spend
1 superiority die to force them to success on a Strength saving throw
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or be knocked prone, at which point you may make two additional
natural weapon attacks against that creature as a bonus action.

There, not there
IVELDERVE'S SCHOOI]

As a reaction you spend a superiority die to avoid one melee
attack you can see, adding your superiority die to your AC against that
attack. If it misses, you can make an unarmed attack against your
attacker, dealing 1d6 bludgeoning damage. This attack has the finesse
property.

Torero

IVELDERVE'S SCHOOI]

As a bonus action, you can expend a superiority die to make a
shoulder attack that has the finesse property and deals 1d4 damage.
You add the superiority die to the attack’s damage roll. A Large or
smaller target struck by this attack must make a successful Dexterity
saving throw or fall prone.

Mug offense
VELDERVE'S SCHOOI]

As a bonus action you can expend a superiority die to pick up a
nearby object and use it to make an improvised weapon attack (either
melee or ranged) with the finesse property. Unlike a normal
improvised weapon attack, this attack always has a base damage of
1d6. You add the superiority die to the attack's damage roll

Blinding strike
IVELDERVE'S SCHOOI]

As a reaction to a melee attack, you expend a superiority die to
use your offhand to throw a blinding agent like pepper dust or similar.
The target must make an Intelligence saving throw or lose all
remaining attacks for their turn, and gain disadvantage on all attacks
on their next turn. Creatures not dependent upon sight suffer no
effects from this ability.

Velderve’s HOUSE SEAL (BONUS MANEUVER)
IVELDERVE'S SCHOOL]

Requires knowing all four of Velderve's School moves.

When you score a critical hit, your extensive practice allows you
to expend a superiority die to ' deal maximum weapon damage. If you
do, you add double the superiority die's maximum roll to the attack's
damage roll (i.e. 12 for a d6), and the higher of your Strength and
Dexterity modifiers (instead of the modifier you would normally add).

IRON SNAP

As a reaction to a weapon attack, you can expend a superiority die
to pin your enemy weapon with your offhand weapon. The target
must make a successful Strength saving throw or be unable to attack
with that weapon until the end of their next turn. Your next mainhand
attack is made with advantage and you add the superiority die to the
attack's damage roll.

Leveling the field

When you hit a creature with a weapon attack, you may spend
spend a superiority die to inflict a leg wound, forcing that creature to
make a successful Strength saving throw or have their speed reduced
to 10 feet until the end of its next turn and taking the result of your
your superiority die roll as a penalty to its initiative on its next turn.
You add the superiority die to the attack's damage roll.

Steel dance

FAR PIER SCHOO

You may spend a superiority die as a reaction you evade all Melee
and Ranged attacks until the end of the turn (treat as automatic
misses). You can make any attacks only after the end of your next
turn.

D'kick
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FAR PIER SCHOO!

Weapons: two light or finesse blades

When you hit a creature with attacks from two different weapons
in the same turn you may spend a superiority die to make a kick
attack. This attack has finesse, deals 1d6 bludgeoning damage, and
adds the superiority die to its damage roll.

Far Pier HOUSE SEAL (BONUS MANEUVER)

Requires knowing all four maneuvers of the Far Pier School.

When you score a critical hit with a melee attack, you may spend
a superiority die to viciously apply pressure to the wound, dealing
additional damage equal to 1d6 + (Dexterity or Strength modifier) + the
result of the superiority die roll (all those dice are multiplied by
critical).

EAT SHIELD
[CAVALCANTE'S SCHOOI]

You may spend a superiority die to as an action or bonus action
to make a shield smash melee weapon attack against a creature. This
attack deals 1d6 bludgeoning damage. You add the superiority die to
this attack's damage roll. A creature hit by this attack must make a
successful Constitution saving throw or gain disadvantage on all
attacks until the end of its next turn.

Grace cover

[CAVALCANTE'S SCHOOL]|
Weapons: one handed blade and shield

You obscure your weapon with your shield, allowing you to spend
a superiority die to gain advantage on a single melee weapon attack
you make before the end of your turn. You add the superiority die to
that attack's damage roll.

Protector
[CAVALCANTE'S SCHOOL]|

As a reaction to an enemy attacking an ally, you may spend a
superiority die to move up to your speed to a square adjacent to that
ally. If you end the move adjacent to the ally, the attack is made against
you instead, and you add the supremacy die's roll to your AC. If the
attack hits you, you reduce the damage dealt to you by an amount
equal to your superiority die roll.

lron whip
[CAVALCANTE'S SCHOOL]|

You may spend a superiority die to add a whipping motion to a
melee weapon attack, with the increased momentum adding 1d6
points of bludgeoning damage on a successful hit, plus additional
bludgeoning damage equal to the result of your superiority die roll.

Cavalcante’s HOUSE SEAL (BONUS MANEUVER)
[CAVALCANTE'S SCHOOL]|

Requires knowing all four of Cavalcante's School moves and
teaching from a style master.

When a critical hit is scored against you with a melee or ranged
weapon, you may spend a superiority die as a reaction to sense the
best way to avoid as much damage as possible. If the attack hits you,
reduce the attack's damage by double the roll of the superiority die.
In addition, you add the result of your superiority die to your AC
against any further attacks made by your attacker for until the end of
its turn.

Alternatively, you can spend two superiority dice as a reaction to
treat the critical hit as a normal hit.

Infused Strike

Prerequisites: ability to cast a spell, Weapon Bond

After casting a spell of Ist-level or higher that deals damage, your
next weapon attack made with your bonded weapon before the end
of your next turn that hits deals an additional 1d6 damage of the same
type as the spell.
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COMBAT TECHNIQUES

COMBAT TECHNIQUES LIST
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Ambidexterity
Arrow Cutting
Axe Juggle
Bashing Daze
Blade Step

Blood for Steel
Charging Strike
Cleave

Close Quarters Archery
Combat Knots
Dazing strikes
Deadly strikes
Defensive Duelist
Defensive Stance
Distracting Shot
Distracting strikes
Duelist’s Stare
Fancy Footwork
Fancy Riding

Fast Loading

Fast Shield
Flexible as a Reed aces
Force the Opening
Galloping Assault
Lightning Draw
Long reach
Mounted Archery
Netting

Next Move
Nimble Horsemanship
Offhand Steel
Parry

Polearm expertise
Polearm Mastery
Rapid Crossbow
Reactive Strikes
Remise

Ride by Attack
Rider’s Evasion
Savage Strikes
Seeking sword
Shield Bash
Shield Defense
Shield Raise
Shielding Net
Shifting Saddle
Shove About
Snapback

Snapshot (bow)
o

The Perfect Cut
Threatening Stance
Two-Weapon Attack
Unfettered Defense
Whip Wielder
Whirling Dervish

TECHNIQUES TRAITS

Stance -benefit of this technique is active till another stance is
activated.

Trigger - after specified action you gain some new reaction.
Bonus - this technique is activated as bonus action.
Reaction - this technique is activated or used as reaction.
Ranged - only usable with ranged weapons.

Mounted - only usable when character is mounted

Shield - only usable with shield
Basic — can be learn at any level of experience.
Difficult - need some deep understandting of techniques.
Master —

Secret - only several schools has this technique and it can’t be chosen
for Personal Martial Style

Unique - only one school has this technique and it cant be chosen
for Personal Martial Style.

TECHNIQUES DESCRIPTION

Ambidexterity
[Two weapon fighting, lstance]

You can use two-weapon fighting even when the one-handed melee
weapons you are wielding are not light.

Blade Step

When you make an opportunity attack you may move up to 10 feet as
part of that attack. This movement does not provoke an opportunity
attack from the creature that triggered the opportunity attack.

Blood for Steel

When you take the Attack action, you can choose to lower your AC by
2 to gain a +2 bonus to all your attack and damage rolls until the
beginning of your next turn.

Charging Strike

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 creature is
larger for one size category.

If you move at least 10 feet in a straight line immediately before taking
this bonus action, you either gain a bonus to the attack's damage roll
equal double of your proficiency bonus (if you chose to make a melee
attack and hit) or push the target up to 10 feet away from you (if you
chose to shove and you succeed).

Defensive Stance
INo shield] [bonus], [stance]

If you are not wielding a shield, as a bonus action you can increase
your AC by 2 until the end of your next turn.

Deadly strikes

[Stancd)
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Before you make a melee attack with a weapon that you are proficient
with, you can choose to not apply your proficiency bonus to your
attack roll. If the attack hits, you add double proficiency bonus to the
attack's damage.

Distracting strikes

When you successfully strike an opponent with an opportunity attack,
they may not take reactions until the beginning of their next turn.

Fancy Footwork

Any time you score a critical hit or reduce a creature to 0 hit points,
as a reaction you can take the Dash or Disengage action.

Cleave

On your turn, when you score a critical hit with a melee weapon or
reduce a creature to O hit points with one, you can make one melee
weapon attack as a bonus action and move up to 10 feet.

Force the Opening

When you score a critical hit with a melee attack against a creature,
you gain advantage to all subsequent melee attacks against that
creature until the end of your turn or to your one next melee attack

(if you haven't attacks in your round).
Polearm expertise

When you wield a spear or other polearm it gains the reach property.
In addition, when a creature enters your reach you can make an
opportunity attack against that creature

Reactive Strikes

rigger], [reaction

When a creature within 5 feet of you makes an attack against a target
other than you (and that target dont know this technique), you can
use your reaction to make a melee weapon attack against the
attacking creature.

Shield Bash

[hield) fponu]

you can use a bonus action to try to shove a creature within 5 feet of
you with your shield. If you use this benefit before Attack action you
must take Attack action on this your turn or lose action.

Shield Defense
IShield], [reaction], |Difficult

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 that targets only you.

If you are subjected 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, interposing your
shield between yourself and the source of the effect.

Threatening Stance

Creatures provoke opportunity attacks from you even if they take the
Disengage action before leaving your reach.

Unfettered Defense
||passive|[, @ht or no armotﬂ

If you are wearing light or no armor, and not wielding a shield, you
gain a +1 bonus to your AC

Flexible as a Reed aces

[Unique} [staff} [mace|

You treat staves and maces as finesse weapons.
Long reach

P -ctiin.
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Staf

While wielding a staff, your reach increases by 5 feet, and creatures
within your reach provoke opportunity attacks from you even if they
take the Disengage action before leaving your reach. While wielding
twin maces, if a creature moves into an area within 10’ of you, you may
use your reaction to move 10" and perform a single melee attack
against that creature.

Snapshot

If you start the combat with an arrow nocked and are not surprised,
you may take an attack with your bow against one target within 30
feet as a reaction. You may not apply sneak attack dice, smites, or
maneuvers to this attack.

Close Quarters Archery
Ranged
Being within 5 feet of a hostile creature doesn't impose disadvantage

on your ranged attack rolls.

Netting

You do not suffer disadvantage for throwing a net while in melee
combat. Additionally, if you miss with your attack you may reset the
net as a bonus action, allowing you to attack with it a second time
during the same attack action.

Shielding Net

While wielding a net in your off hand, you increase your AC by +2.

Shifting Saddle

When your mount is successfully attacked or forced to make a saving
throw, you may spend a reaction to replace your mount’s AC against
that attack or replace your mounts saving throw with your passive
Wisdom (Animal Handling).

Fancy Riding

You gain proficiency in Animal Handling. If you are already proficient
with that skill, you gain advantage on all Wisdom (Animal Handling)
checks involving riding or maintaining control of your mount.

Nimble Horsemanship

Mounting your horse only costs you 5 feet of your movement, you
gain advantage on all Dexterity saving throws to remain in the saddle
and may dismount as a free action any time your mount is knocked
prone.

Ride by Attack

You have advantage on melee attack rolls against any unmounted
creature that is smaller than your mount.

Rider’s Evasion

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.

Defensive Duelist

While using a one-handed weapon while leaving your off hand
completely free (including not holding a shield), any time you are the
target of a melee attack you may use your reaction to gain a bonus to
your AC equal to your proficiency bonus until the beginning of your
next turn.
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Savage Strikes

Once per turn when you roll damage for a melee weapon attack, you
can reroll the weapon's damage dice and use either total.

Polearm Mastery

When you take the Attack action and attack with only a glaive, halberd,
quarterstaff, or spear, you can use a bonus action to make a melee
attack with the opposite end of the weapon; this attack uses the same
ability modifier as the primary attack. The weapon's damage die for
this attack is a d4, and the attack deals bludgeoning damage.

Fast Shield

You can equip and draw off shield as bonus action.

Fast Loading

You ignore the loading quality of crossbows with which you are
proficient.

Rapid Crossbow

When you use the Attack action and attack with a hand crossbow, you
can use a bonus action to attack with this hand crossbow you are
holding.

Distracting Shot

When you successfully hit an opponent with a ranged weapon attack,
they may not take reactions until the beginning of their next turn.

Galloping Assault

If your mount moves in a straight line for 30 fetes you get additional
bonus to damage roll of your first weapon attack equal to maximum
of damage dice of your weapon

The Perfect Cut

When you score a critical strike with a melee attack you deal an
additional 1d8 damage of the same damage type as the weapon you
are wielding.

Arrow Cutting

When you are successfully hit by a ranged attack from any ranged
weapon except for a firearm, as a reaction you may reduce the
damage you take by 1d10 + your Dexterity modifier + your proficiency
bonus.

If the damage is reduced to O or less, the attack is considered to have
missed as you have knocked the projectile out of the air.

Seeking sword
Secret

While your melee weapon is drawn, as a bonus action on your turn
you can gain Blindsight of 20 feet until the beginning of your next
turn. You cannot see anything beyond the 20-foot distance, even if
you normally could before.

Duelist’s Stare
Secret

When fighting against a single creature only as part of a duel, you may
force that creature to make a Wisdom saving throw. If they fail this
saving throw, you gain a +2 bonus to your Armor Class against that
creature for the next T minute or until anyone other than you attack

P -ctiin.
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them. If that creature succeeds on this saving throw - you cannot use
this technique versus this creature again before next dawn.

Lightning Draw

If you are not surprised, you may draw your weapon as part of making
an opportunity attack.

Remise

When you attack a creature with a light melee weapon during your
turn and miss, you can use your bonus action to make another attack
with the weapon against the same creature.

Parry
Finesse weapon|, yriggej

When you are wielding a finesse weapon with which you are
proficient in one hand and another creature hits you with a melee
attack, you can use your reaction to add half your Dexterity modifier
(rounded up) to your AC against that attack, potentially causing the
attack to miss you.

Offhand Steel

[Two melee weapons|

You gain a +1 bonus to AC while you are wielding a separate melee
weapon in each hand.

Whirling Dervish

Whenever you hit a creature with a melee attack, you can move 5 feet
without spending any movement. This movement may still trigger an
attack of opportunity.

Shove About

Whenever you hit a creature with melee weapon that deals
bludgeoning damage, you may use a bonus action to attempt to shove
a creature.

Bashing Daze

As an action, you can make a special attack with any weapon that deals
bludgeoning damage to daze a creature. The target must make a
Constitution saving throw against a DC of 8 + your Strength modifier
+ your proficiency bonus. If it fails, it takes your normal weapon
damage and it can't take reactions until the start of its next turn.

Whip Wielder

The whips you wield gain the light property while you wield them.
Dazing strikes

When you score a critical hit, the target can't take reactions until the
end of your next turn.

Combat Knots
Net|

When you ensnare a creature with a net, your proficiency modifier
increases the DC required to escape.

Snapback

As an action, you can use a whip to pull objects weighing 5 Ibs. or less

which are within your reach towards you. If you have a free hand, you
catch the object, otherwise it lands at your feet.

Axe Juggle
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The light hammers and handaxes that you wield gain the finesse
property while you wield them.

Next Move

Once per round, you can make an attack of opportunity without using
your reaction.

Two-Weapon Attack
difficult|

When you are wielding two weapons and make a melee weapon
attack as part of the Attack action you can choose to make a two-
weapon attack. Make a single attack roll with the lower of your two
weapons' attack modifiers. If the attack hits, it deals damage equal to
both weapons' damage die + your Strength or Dexterity modifier. You
can't make an extra attack with your bonus action on the same turn
as making a two-weapon attack, and you can only make one two-
weapon attack each turn.

Mounted Archery

[Two weapons)

You don't have disadvantage on ranged weapon attacks because of
being mounted, even if your mount moves on your turn.

Shield Raise

You can gain half cover.

You can use an action to raise your shield and gain half cover, or you
can use a bonus action to raise your shield and gain half cover if you
don't attack in the same turn.

Piercing criticals

When you score a critical hit that deals piercing damage to a creature,
you can roll one additional damage die when determining the extra
piercing damage the target takes.

Crushing criticals

When you score a critical hit that deals bludgeoning damage
to a creature, attack rolls against that creature are made with
advantage until the end of your next turn.

Slashing Criticals

When you score a critical hit that deals slashing damage to a
creature, you grievously wound it Until the start of your next turn, the
target has disadvantage on all attack rolls.

Slashing hit

. Once per turn when you hit a creature with an attack that
deals slashing damage, you can reduce the speed of the target by 10
feet until the start of your next turn.

Crushing hit

. Once per turn, when you hit a creature with an attack that
deals bludgeoning damage, you can move it 5 feet to an unoccupied
space, provided the target is no more than one size larger than you.

Piercing Hit
Piercing

Once per turn, when you hit a creature with an attack that deals
piercing damage, you can reroll one of the attack's damage dice, and
you must use the new roll.

i

When you score a critical hit, the target must make a Strength save
against a DC equal to your Strength score or be knocked prone.

Kiss of Steel

P -ctiin.
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[Dominguez difficuli)

You hit with your weapon hilt. The target must make a Strength saving
throw with disadvantage. On a failed save, the target is stunned until
the end of their next turn.

Morales lronsnap
[Dominguez DIFFICULT]

You deal no damage but pin one weapon of the target's. The target
must make a Strength saving throw. On a failed save, the next attack
automatically hits dealing maximum damage. If it was a nonmagical
weapon it immediately breaks.

Two-handed Farewell
[Dominguez DIFFICULT|

No matter which attack this was rolled for, both attacks deal maximum
damage.

- You may gain extra difficult passes by either finding a master
swordsman to teach a difficult pass from the Dominguez fighting
school or stealing a difficult pass from another practitioner. You must
know more basic passes than difficult passes.

Agueira’s Salute
[CAVALCANTE] |basid|

The attack is a crushing blow to the target’s head dealing an extra 1d4
points of damage, plus the target must make a Constitution save with
disadvantage. On a failed save, the target is stunned until the end of
its next turn.

Cavalcante’s charge:
ICAVALCANTE] basic]

A target size Large or smaller must make a Strength save with
disadvantage. On a failed save, you may force the target to move 10
feet in the direction of your choosing.

Baronial masquerade:
ICAVALCANTE] | basid|

You distract the target and rush in knocking the foe’s weapon to the
ground and the target must make a Strength saving throw. If the
weapon was held by two or more hands the saving throw is made
with advantage. On a failed save the weapon lands at its feet.

[ron lunge
Difficult|

Your attack deals double damage.

Battle Royal
[Cavalcante], [DIFFICULT]

Your attack deals maximum damage. The target must also make a
Wisdom saving throw. On a failed save, it is frightened of you until
the end of your next turn.

Shattering ram
DIFFICULT]

This attack deals no damage to the target. Instead your sword strikes
a target’s weapon with massive force. The target must make a Strength
saving throw. On a failed save, the weapon is destroyed.

Texeiran trounce
[CAVALCANTEH|. [basid]|

You attack forcefully enough to knock the target off balance. A Large
or smaller target makes a Strength saving throw with disadvantage.
On a failed save, you knock the target prone.

[Cavalcante]

[Cavalcante]

You may gain extra basic passes by either finding a master
swordsman to teach a basic pass from the Cavalcante fighting school
or stealing a pass from another practitioner.

Torredéner block and strike

||Dominguez|, [master]

The main attack deals no damage, but the off hand deals maximum

damage if it hits. All attacks you make against the target the following
Paaaey
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round have advantage. The target’s next attacks have disadvantage
until the end of their next turn.

manzanas blurring tower

|[Dominguezl, || master"

You whirl your blades so quickly the target is confused. The target
cannot make attack actions until the end of their next turn and all
attacks made against the target may role a d4 and add the number
rolled to the attack roll.

You may gain extra master strokes by either finding a master
swordsman to teach a master stroke from the Dominguez fighting
school or stealing a master stroke from another practitioner. You must
know more difficult passes than master strokes.

Dominguez Necktie

|[Dominguezl, || master"

You attack with both swords, opening vital organs. The target can no
longer make reactions or attack actions and will die in 3 rounds unless
a 3rd level cure wounds spell or greater is used.

- You may gain extra death moves by stealing a pass from another
practitioner. You must know more master strokes than death moves.

Finisher
HL_Lght or finesse weapons]|

When you take the Attack action and make a melee weapon attack
with a light or finesse weapon that you're holding in one hand, you

can use a bonus action to make a ranged weapon attack with a light
weapon that you're holding in the other hand.

Shield Specialization'
Prerequisites: Protection Fighting Style

The protection fighting style has an additional benefit depending
on your shield.

Buckler: If you use your reaction to impose disadvantage on an
attack, you can move 5 feet as part of that reaction. In doing so, you
can impose disadvantage on an attack against a creature within 10
feet of you, instead of within 5 feet of you.

Spiked Shield: If you use your reaction to impose disadvantage on
a melee attack, and the attack misses, you can make an attack with
your spiked shield as part of that reaction against the creature who
made the attack. You don't add your ability modifier to the damage of
the bonus attack, unless that modifier is negative.

Shield: If you use your reaction to impose disadvantage on an
attack, you can keep your shield in front of the protected creature,
reducing your AC by 2 to increase the protected creature's AC by 2
until the start of your next turn, or until you are more than 5 feet away
from the protected creature. A creature who is already gaining the
benefits of a shield only increases their AC by 1.

Tower Shield or Wall Shield: While your shield is raised, a creature
up to 5 feet behind you also has half cover.

Halfsword?

Longsword

Halfswording is a technique where the wielder grabs the blade of
their sword with their second hand to perform precise strikes.

When you make a melee weapon attack on your turn with a
longsword you are wielding with two hands, or when your hand not
wielding your longsword is free, you can slip the blade through a gap
in a foe's defenses. Make your attack against the creature's natural
armor class (10 + the creature's Dexterity modifier, unless it has natural
armor). If the attack hits, it deals piercing damage equal to 1d6 + your
Strength or Dexterity modifier. You can only use this technique once
per turn.

Dual-Shot

TMATM, page 3
2 MATM, page 6
o

{

When you attack with a longbow, you can choose to draw and fire
an additional arrow, targeting two creatures within half of your normal
range that are within 25 feet of each other. Make a separate attack roll
for each target; each shot deals piercing damage equal to 1d4 + half
your Dexterity modifer. Any bonus damage or other effects only apply
to the first target hit.

Source: MATM, page 8

Cripple

When you make a melee weapon attack on your turn with a
battleaxe you can make a strike with such brute force it can
momentarily cripple a foe. If the attack hits, it deals its normal damage,
and the creature must make a Constitution saving throw or its speed
is reduced by half until the end of their next turn. Additionally,
whenever a creature crippled by this technique moves willingly, it
takes 1 damage for every 5 feet it moves. This effect cannot stack.

Hit or miss, your strike is made with such force you cannot take
reactions until the start of your next turn. You can only use this
technique once per turn.

Counter

[Free one hand], [reaction], |trigger]

If you take the dodge action, and a creature misses a melee attack
against you, you can use your reaction to make a single unarmed
strike or grapple against that creature. You must not be wielding any
weapons, and not be wearing a shield to perform a counter.

LINKS AND SOURCERS
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FEATS & TALENTS

FEAT GROUPS

{

Background Feats

[lpuBsizaHbl K MpeAbICTOPUSIM

Martial Feats
Martial School Feats
Multiclassing Feats

OMYAUPYIOT CBOWMCTBO KAacca
Racial Feats

Paclumpsiior pacel

Regional Feats

an/IBSISBHl;I K permoHy B CE€TTUHIe
Skills Feats

[lprBsi3aHbl K HaBbIKY

Spelicasting Feats
Story Feats

CioxeTHas yepTa
Tools Feats

an[BﬂE}aHbl K MHCTPYMEHTY

MARTIAL FEATS

Weapon Specialization

Prerequisites: Fighter 4 level

Your focused training in the use of certain weapons allows you to
strike more precisely with them. When you hit with an attack roll using
weapons from selected weapons group you deal an extra 1d4 damage
on a hit.

If the target is within 5 feet of you, the extra damage increases to
1d6 instead of 1d4.

The extra damage is the same type as the weapon's damage.
However, attacks made as part of a bonus action only inflict this extra
damage if they are melee attacks.

Also, you gain bonus +1 to attack rolls with weapons from selected
weapon groups.
Revenant Blade

Prerequisites: Elf

You are descended from a master of the double-bladed scimitar,
and some of that mastery has passed on to you. You gain the following
benefits:

Increase your Strength or Dexterity by 1, to a maximum of 20.

While you are holding a double-bladed scimitar with two hands,
you gain a +1 bonus to Armor Class.

A double-bladed scimitar has the finesse property when you wield
it.

Source: ERLW, page 22. Also found in WGE, page 74.

Armor Specialization

You have spent countless hours conditioning your body to the
needs of wearing armor.

You gain the following benéfits:

- Your Dexterity, Constitution, or Strength score increases by 1, to
a maximum of 20.

When you first take this feat, choose either light, medium, or heavy
armor. You must be proficient in the type of armor you choose. While
wearing your chosen armor, you gain the listed benefits:

- Light Armor: Your AC is increased by 1.

o

- Medium Armor: You can add 3, rather than 2, to your AC if you
have a Dexterity of 16 or higher.

- Heavy Armor: Bludgeoning, piercing, and slashing damage that
you take from non-magical weapons is reduced by 3.

You may choose this feat more than once, selecting a different
type or armor each time. You gain the benefits of each of your chosen
types of armor.

Armorer

RoL

You are trained in the upkeep and construction of weapons and
armor. You gain the following benefits:

Increase your Intelligence score by 1, to a maximum of 20.

You gain proficiency with leatherworker's and smith's tools. If you
are already proficient with them, you add double your proficiency
bonus to checks you make with them.

You can spend an hour repairing a piece of equipment damaged
by rust, ooze, or similar degrading effects. Each hour spent repairing
an item removes one instance of its cumulative penalty. You must
have smith's tools, as well as access to a sufficient heat source and
materials to use this benefit.

You are able to refine armor in a variety of ways. Over 12 hours,
you can modify one piece of nonmagical armor to either remove its
disadvantage on Dexterity (Stealth) checks, or to give it resistance to
either acid or cold damage. You must have smith's tools or
leatherworker's tools, as appropiate to the type of armor, as well as
access to a sufficient heat source and materials worth the base cost
of the armor, which are consumed, to use this benefit. You can't apply
multiple modifications to a single suit of armor with this feature.

Dwarven Combat Expert

Battlehammer, Warhammer, Battleaxe, Waraxe,

Whether you were born a dwarf or not, you are trained in their
military methods and have mastered the use of axes and hammers in
combat.

You gain the following benefits:

When you make a weapon attack with a battleaxe or
warhammer you are wielding in two hands and beat the creature's AC
by 5 or more, you deal an additional 1d6 damage.

When you are wielding a battleaxe or warhammer in one
hand, you use the damage die as if you were wielding it with two
hands.

The first time you make a thrown weapon attack with a
handaxe or light hammer in normal range against creatures Large or
larger on a turn, you have advantage on the attack roll.

Battleaxes, handaxes, light hammers, and warhammers count
as having the defensive weapon property when you wield them.

Blademaster

You have trained extensively with the use of bladed weapons,
perhaps with a professional instructor such as a master-at-arms.

You know how to use the greatsword, longsword, scimitar, rapier,
dagger, and shortsword not only for attack, but also for defense.

- When you draw a longsword, scimitar, rapier, dagger, or
shortsword you may use a bonus action to make an attack with the
pommel of your weapon.

This attack deals no damage but your next attack before the end
of your turn has advantage.

- When you miss with an attack using a greatsword, longsword,
scimitar, rapier, dagger, or shortsword you may pull the weapon back
in a swift draw cut. You may expend your reaction and make an

additional attack against the same target.

- When an enemy would hit you with a melee weapon attack, you
may use your reaction to make an attack roll with your greatsword,
longsword, scimitar, rapier, dagger, or shortsword. This attack deals no
damage but if the result of your attack roll equals or exceeds their
attack roll, their attack misses.

Elven Combat Expert

Longsword, shortsword, longbow, shortbow

L

PALANT GUIDE TO COMBAT | 29.09.2020

PAGE 52 | TOTAL PAGES: 104



ENTER YOUR HEADER HERE

< 2

Whether you were born an elf or not, you are trained in their
military methods and have mastered the use of swords and bows in
combat.

You gain the following benefits:

Longswords count as having the defensive and finesse
weapon properties when you wield them.

When you are wielding a longsword or shortsword, you can
use a bonus action on your turn to prepare a parry. The first melee
attack against you before the start of your next turn has disadvantage.

When you make a weapon attack with a shortbow or longbow
and beat the creature's AC by 5 or more, you deal an additional 1d6
damage.

Expanded Fighting Style

Prerequisite: Fighting Style Class option or Rage, or Sneak Attack
or Martial Arts Class option

You have martial training that expands your fighting style

You gain two combat maneuvers which you can use any time
when selected fighting style is applicable.

You gain two superiority dice, which are a d6 (this die is added to
any superiority dice you have from another source). This die is used
to fuel your maneuvers. A superiority die is expended when you use
it. You regain your expended superiority dice when you finish a short
or long rest.

Fighting Style Combat Maneuvers
Dueling

Great Weapon Fighting

Archery

Defense

Two Weapons Fighting

Protection

Rage”

Sneak attack”

Martial arts*

" If character has those class features he can use maneuvers any
time when class feature is applicable

Bow Mastery

RoL

Bows are used by many, but you have trained to make the most
of these elegant weapons. You gain the following benefits:

You gain a +1 bonus to damage rolls you make with shortbows
and longbows.

When you use the Attack action with a shortbow on your turn, you
can make one ranged weapon attack as a bonus action.

You can use Strength instead of Dexterity for the attack and
damage rolls you make with longbows.

Combat Caster

Spellcasting

Prerequisite: ability to cast spells with Concentration
You can concentrate on spells in dangerous situations.
You gain next benefits:

-You gain bonus +5 to Concentration saving throws

-You can gain additional bonus +5 to Concentration saving throw
as reaction after knowing result of your roll.

-You can perform the somatic components of spells even when
you have weapons or a shield in one or both hands.

-You automatically succeed on Concentration saving throw if
damage dealt not reduce your current hit points below your normal
maximum hit points

Combat Reflexes
Combat Expertise
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Defensive Weapon Master

While you are wielding a shield or one or more defensive
weapons, you gain the following benefits:

You can use a bonus action to protect a creature within 5 feet of
you. Until the start of your next turn, any attack roll made against that
creature has disadvantage if you can see the attacker. This benefit
ends early if you are incapacitated or your speed drops to O.

When you take the Dodge action on your turn, you can spend one
Hit Die to steel yourself. Roll the die, add your Constitution modifier,
and gain a number of temporary hit points equal to the total
(minimum 1).

Dirty Fighter

You learned to fight not from a master-at-arms or some other
fancy teacher, but from the streets: in back alleys and bar room brawls.
Your combat style is unorthodox and underhanded, but few can argue
with the results.

- When you successfully grapple a creature or escape a grapple,
you may make a single attack with an unarmed strike, club, dagger,
handaxe, or shortsword as a bonus action. Additionally, whenever a
creature fails to escape a grapple with you, you may make a single
attack with one of those

weapons as a reaction.

- When you hit a creature with an attack using an unarmed strike,
club, dagger, handaxe, or shortsword, you may choose to strike with
blunt force at a vulnerable location rather than aiming to kill. Instead
of its normal damage, the attack deals damage equal to your Strength
modifier and the target must make a Constitution saving throw (DC =
8 + your Proficiency bonus + your Strength modifier) or be stunned
until the beginning of its next turn.

- When you hit a creature with an attack using a dagger, handaxe,
or shortsword you may use a bonus action to twist the blade and deal
an additional 2d4 damage.

Dwarven Combat Expert

Battlehammer, Warhammer, Battleaxe, Waraxe,

Whether you were born a dwarf or not, you are trained in their
military methods and have mastered the use of axes and hammers in
combat.

You gain the following benefits:

When you make a weapon attack with a battleaxe or
warhammer you are wielding in two hands and beat the creature's AC
by 5 or more, you deal an additional 1d6 damage.

When you are wielding a battleaxe or warhammer in one
hand, you use the damage die as if you were wielding it with two
hands.

The first time you make a thrown weapon attack with a
handaxe or light hammer in normal range against creatures Large or
larger on a turn, you have advantage on the attack roll.

Battleaxes, handaxes, light hammers, and warhammers count
as having the defensive weapon property when you wield them.

Elven Combat Expert

Longsword, shortsword, longbow, shortbow

Whether you were born an elf or not, you are trained in their
military methods and have mastered the use of swords and bows in
combat.

You gain the following benefits:

Longswords count as having the defensive and finesse
weapon properties when you wield them.

When you are wielding a longsword or shortsword, you can
use a bonus action on your turn to prepare a parry. The first melee
attack against you before the start of your next turn has disadvantage.

When you make a weapon attack with a shortbow or longbow
and beat the creature's AC by 5 or more, you deal an additional 1d6
damage.
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Expanded Fighting Style

Prerequisite: Fighting Style Class option or Rage, or Sneak Attack
or Martial Arts Class option

You have martial training that expands your fighting style

You gain two combat maneuvers which you can use any time
when selected fighting style is applicable.

You gain two superiority dice, which are a d6 (this die is added to
any superiority dice you have from another source). This die is used
to fuel your maneuvers. A superiority die is expended when you use
it. You regain your expended superiority dice when you finish a short
or long rest.

Fighting Style Combat Maneuvers
Dueling

Great Weapon Fighting

Archery

Defense

Two Weapons Fighting

Protection

Rage”

Sneak attack”

Martial arts*

" If character has those class features he can use maneuvers any
time when class feature is applicable

Explorer

Attuned to integrants of geography and the currents of history,
you gain the following benefits:

% Your Intelligence or Wisdom score increases by 1.
% You gain proficiency in cartographer’s tools.
% You always know which way is north.

% You have advantage on checks made to determine distance,
checks made to spot distant or obscured landmarks, and checks made
to determine the age of a location or object, such as an ancient ruin
or the treasure within.

Sharpshooter was replaced by Sharp eye.
Fencer

While you are wielding a dagger, greatsword, longsword, rapier, or
shortsword, you can use the following special abilities.

Parry. When a creature within 5 feet of you hits you with a weapon
attack, you can use your reaction to gain +2 AC against the triggering
attack.

Riposte. When a creature misses a melee attack against you, you
can use your reaction to make one weapon attack against the creature
if it is within your reach.

Thrust. When you hit a creature with a weapon attack, you can
move yourself and the creature 5 feet in any direction as long as you
remain within 5 feet of one another.

Fighting Initiate

Prerequisite: Proficiency with a martial weapon

- Your Dexterity, Constitution, or Strength score increases by 1, to
a maximum of 20.

- Your martial training has helped you develop a particular style
of fighting. As a result, you learn one Fighting Style option of your
choice from the fighter class. If you already have a style, the one you
choose must be different.

Whenever you gain a level, you can replace this feat's fighting
style with another one from the fighter class that you don't have.

Martial Artist

P -ctiin.

{

You have studied a form of unarmed combat and are a martial
artist. You gain the following benefits:

You can roll a d4 in place of the normal damage of your unarmed
strike. This die changes if you take this feat additional time. It becomes
a d6 when you take this feat a second time and a d8 when you take
this feat a third time.

Choose and learn one martial art style.

Crashing Wave Style

When you learn this martial arts style, you gain the following
benefits:

- When you make an unarmed strike attack against a creature and
beat the target's AC by 5 or more, you can move it 5 feet in a direction
of your choice. - When you take the Attack action, you can use a bonus
action on the same turn to make an unarmed strike against a creature
within 5 feet. If this unarmed strike hits, you deal no damage and
instead knock the creature prone or push the creature 5 feet in any
direction (your choice).

Drunken Monkey Style

When you learn this martial arts style, you gain the following
benefits:

When you take the Dash or Dodge action on your turn, you can
make one unarmed strike as a bonus action.

When a creature moves out of your reach, you can use your
reaction to attempt to grapple the creature.

Fanged Serpent Style

When you learn this martial arts style, you gain the following
benefits:

When a creature within 5 feet misses you with an attack, you can
use your reaction to make one unarmed strike attack against that
creature.

You learn to strike your enemies' vital organs, causing them to
discharge dangerous toxins into their own bodies. When you deal
damage with an unarmed strike to a creature who is not a construct
or undead, you can choose to deal poison damage instead of the
bludgeoning damage normal for an unarmed strike. If you do, you deal
+2 damage.
lron Fist Style

When you learn this martial arts style, you gain the following
benefits:

When you roll a T or 2 on a damage die for an attack you make
with an unarmed strike that applied your Strength modifier to the
attack and damage roll, you can reroll the die and must use the new
roll, even if the new roll is a Tor a 2.

Before you make an attack with an unarmed strike, you can
choose to take a penalty to the attack roll equal to your proficiency
bonus. If the attack hits, you add twice your proficiency bonus to the
attack's damage.

Silent ShadoW Style,

When you learn this martial arts style, you gain the following
benefits:

Your unarmed strikes count as having the finesse weapon
property.

While you aren't wearing armor or wielding a shield, your AC
equals 10 + your Dexterity modifier + half your proficiency bonus.

Spider Clan Style

When you learn this martial arts style, you gain the following
benefits:

You gain a climbing speed equal to your base walking speed.

When you take the Attack action and replace one or more of your
attacks with a grapple, you can make an additional unarmed strike
attack as part of the same action.

You may take this feat up to three times, gaining the ability score
increase and learning another martial art style each time.

Martial Artist (Spider Clan Style)
CMH
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You have studied a form of unarmed combat and are a martial
artist. You gain the following benéefits:

Increase your Strength or Dexterity by 1, to a maximum of 20.

Increase your Strength or Dexterity score by 1, to a maximum of
20.

You can roll a d4 in place of the normal damage of your unarmed
strike. This die changes if you take this feat additional times. It
becomes a d6 when you take this feat a second time and a d8 when
you take this feat a third time.

You gain a climbing speed equal to your base walking speed.

When you take the Attack action and replace one or more of your
attacks with a grapple, you can make an additional unarmed strike
attack as part of the same action.

You may take up to three Martial Artist feats, gaining the ability
score increase and learning another martial art style each time.

Martial Artist (Silent ShadoW Style)
CMH

You have studied a form of unarmed combat and are a martial
artist. You gain the following benefits:

Increase your Strength or Dexterity by 1, to a maximum of 20.

Increase your Strength or Dexterity score by 1, to a maximum of
20.

You can roll a d4 in place of the normal damage of your unarmed
strike. This die changes if you take this feat additional times. It
becomes a d6 when you take this feat a second time and a d8 when
you take this feat a third time.

Your unarmed strikes count as having the finesse weapon
property.

While you aren't wearing armor or wielding a shield, your AC
equals 10 + your Dexterity modifier + half your proficiency bonus.

You may take up to three Martial Artist feats, gaining the ability
score increase and learning another martial art style each time.

Martial Artist (lron Fist Style)
CMH

You have studied a form of unarmed combat and are a martial
artist. You gain the following benefits:

Increase your Strength or Dexterity by 1, to a maximum of 20.

Increase your Strength or Dexterity score by 1, to a maximum of
20.

You can roll a d4 in place of the normal damage of your unarmed
strike. This die changes if you take this feat additional times. It
becomes a d6 when you take this feat a second time and a d8 when
you take this feat a third time.

When you roll a T or 2 on a damage die for an attack you make
with an unarmed strike that applied your Strength modifier to the
attack and damage roll, you can reroll the die and must use the new
roll, even if the new roll is a1 or a2.

Before you make an attack with an unarmed strike, you can
choose to take a penalty to the attack roll equal to your proficiency
bonus. If the attack hits, you add twice your proficiency bonus to the
attack's damage.

You may take up to three Martial Artist feats, gaining the ability
score increase and learning another martial art style each time.

Martial Artist (Fanged Serpent Style)
CMH

You have studied a form of unarmed combat and are a martial
artist. You gain the following benefits:

Increase your Strength or Dexterity by 1, to a maximum of 20.

Increase your Strength or Dexterity score by 1, to a maximum of
20.

You can roll a d4 in place of the normal damage of your unarmed
strike. This die changes if you take this feat additional times. It
becomes a d6 when you take this feat a second time and a d8 when
you take this feat a third time.
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When a creature within 5 feet misses you with an attack, you can
use your reaction to make one unarmed strike attack against that
creature.

You learn to strike your enemies' vital organs, causing them to
discharge dangerous toxins into their own bodies. When you deal
damage with an unarmed strike to a creature who is not a construct
or undead, you can choose to deal poison damage instead of the
bludgeoning damage normal for an unarmed strike. If you do, you deal
+2 damage.

You may take up to three Martial Artist feats, gaining the ability
score increase and learning another martial art style each time.

Martial Artist (Drunken Monkey Style)
CMH

You have studied a form of unarmed combat and are a martial
artist. You gain the following benefits:

Increase your Strength or Dexterity by 1, to a maximum of 20.

Increase your Strength or Dexterity score by 1, to a maximum of
20.

You can roll a d4 in place of the normal damage of your unarmed
strike. This die changes if you take this feat additional times. It
becomes a d6 when you take this feat a second time and a d8 when
you take this feat a third time.

When you take the Dash or Dodge action on your turn, you can
make one unarmed strike as a bonus action.

When a creature moves out of your reach, you can use your
reaction to attempt to grapple the creature.

You may take up to three Martial Artist feats, gaining the ability
score increase and learning another martial art style each time.

Martial Artist (Crashing Wave Style)

CMH

You have studied a form of unarmed combat and are a martial
artist. You gain the following benefits:

Increase your Strength or Dexterity by 1, to a maximum of 20.

Increase your Strength or Dexterity score by 1, to a maximum of
20.

You can roll a d4 in place of the normal damage of your unarmed
strike. This die changes if you take this feat additional times. It
becomes a d6 when you take this feat a second time and a d8 when
you take this feat a third time.

When you make an unarmed strike attack against a creature and
beat the target's AC by 5 or more, you can move it 5 feet in a direction
of your choice.

When you take the Attack action, you can use a bonus action on
the same turn to make an unarmed strike against a creature within 5
feet. If this unarmed strike hits, you deal no damage and instead knock
the creature prone or push the creature 5 feet in any direction (your
choice).

You may take up to three Martial Artist feats, gaining the ability
score increase and learning another martial art style each time.

Point Blank Shot

You have great skill when attacking with ranged weapons at close
range. When you attack with a ranged weapon in which you are
proficient against a target that is no farther away than half the
weapon's normal range, you gain the following benéefits:

+ You gain advantage on the attack roll.

+ You can add your proficiency bonus to the weapon's damage.

+ You ignore partial cover.

Sharp eye

Prerequisite: Dexterity 13 or higher

You have spent countless hours training with a single ranged
weapon, learning how to place the arrow or bullet exactly where you
want it. You gain the following benefits when making attacks with a
ranged weapon:

- You suffer no penalties for attacking at long range.

- You ignore penalties for firing at targets behind three-quarter or
half cover.

Paan
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- Before making an attack, you may choose to not apply your
proficiency bonus to your attack roll. If your attack hits, you deal
additional damage equal to double your proficiency bonus.

Tactician

CMH

You have studied history and learned to apply its lessons to battle.
You gain the following benefits:

Increase your Intelligence score by 1, to a maximum of 20.

Increase your Intelligence score by 1, to a maximum of 20.

You gain proficiency with the History skill. If you already are
proficient with this skill when you gain this feat, your proficiency
bonus is doubled when making an ability check that uses this
proficiency.

As a bonus action on your turn, choose a creature that shares a
language with you within 30 feet. The next attack made by that
creature has advantage.

SPELLCASTING FEATS

Battle Caster

Prerequisite: ability to cast spells

-You can spend 1 hour to enhance your weapon to serve your
spellcasting focus.

-You gain bonus equal to your proficiency bonus to Concentration
saving throws

-You can channel your spells with range touch using your melee
weapon which is used as spellcasting focus. Doing so you use attack
bonus as if you would make melee weapon attack and spell does its
normal damage.

-You can perform the somatic components of spells even if you
have weapons or a shield in one or both hands.

-When a hostile creature's movement provokes an opportunity
attack from you, you can use your reaction to cast a spell at the
creature, rather than making an opportunity attack. The spell must
have a casting time of 1 action and must target only that creature.

Battlecaster
DM:BM
p4
Prerequisites: The ability to cast at least one spell
You are skilled at casting spells with a weapon in hand.

You can use a weapon that you're proficient with as a spellcasting
focus.

When wielding a magical weapon that you're proficient with and
that provides a bonus to hit and damage, you can also add that
weapon's bonus to damage rolls for spells you cast.

You gain proficiency with a simple or martial weapon of your
choice.

Source: DM:BM, page 4
Combat Caster

Prerequisite: ability to cast spells with Concentration

You can concentrate on spells in dangerous situations.

You gain next benefits:

-You gain bonus +5 to Concentration saving throws

-You can gain additional bonus +5 to Concentration saving throw
as reaction after knowing result of your roll.

-You can perform the somatic components of spells even when
you have weapons or a shield in one or both hands.

-You automatically succeed on Concentration saving throw if
damage dealt not reduce your current hit points below your normal
maximum hit points

P -ctiin.
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Martial Training

RoL

Prerequisites: Strength or Dexterity 13 or higher or 4th level

You have trained in a certain specialized technique of fighting.
You gain the following benefits:

Increase your Strength or Dexterity score by 1, to a maximum of
20.

You gain the benefits of a Fighting Style of your choice. (Page 72
of the Player's Handbook, and additional options below.)

You can select this feat multiple times. You can't take a Fighting
Style option more than once, even if you later get to choose again.

Sharp eye

Prerequisite: Dexterity 13 or higher

You have spent countless hours training with a single ranged
weapon, learning how to place the arrow or bullet exactly where you
want it. You gain the following benefits when making attacks with a
ranged weapon:

- You suffer no penalties for attacking at long range.

- You ignore penalties for firing at targets behind three-quarter or
half cover.

- Before making an attack, you may choose to not apply your
proficiency bonus to your attack roll. If your attack hits, you deal
additional damage equal to double your proficiency bonus.

Spell and Steel
Spellcasting

Prerequisite: Spellcasting feature

You have mastered several combat techniques that allow you to
blend both spell casting and melee combat with relative ease. You
gain the following benefits:

- You gain a +5 bonus on Constitution saving throws to maintain
concentration on a spell after suffering damage.

- You may choose to make a weapon your spellcasting focus.
Doing so requires a day to forge a bond between yourself and your
chosen weapon. You may have up to two bonded weapons at any one
time. If you wish to bond yourself to a third weapon you must choose
one of your bonded weapons and break the bond you have with it.

Spell Bane

Spellcasting

Prerequisite: Intelligence 13 or higher

Your knowledge of magic and advanced tactical training gives you
an edge when facing foes capable of spellcasting. You gain the
following benefits:

- When a creature within 5 feet of you casts a spell, you can use
your reaction to make a melee weapon attack against that creature.
Alternately if you possess a weapon with the thrown weapon quality
you may throw your weapon as a reaction at any creature that casts a
spell within 20 feet.

- Any time you hit a creature maintaining concentration on a spell,
they suffer disadvantage on the saving throw to maintain
concentration on that spell.

- When you are hit by a spell or fail a saving throw against a spell,
you can use your reaction to gain resistance to the spell's damage.
You may use this ability a number of times equal to your Intelligence
modifier + 1, regaining all expended uses after completing a long rest

Focus Specialist
Spellcasting

Prerequisite: Ability to use the wand, staff, or orb spell focus._ Your
Intelligence score increases by +1. Choose one focus type. You may
attune one additional magic item of that time; this does not count
against your limit of attuned items. Additionally, you gain another
benefit, based on the item type you chose: Orb Specialist: When you
cast a divination, enchantment, or illusion spell of at least Tst level
using the orb as a spell focus, you can “store” one phantom spell level
within the orb.
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As a bonus action, you can “tap” into the orb to drain it of spell
levels, regaining a single spell slot of up to the number of phantom
levels in the orb.

All phantom spell levels within the orb are lost and the orb does
not gain additional phantom spells levels until after you finish a long
rest.

Staff Specialist: During a short rest, you may spend a hit die. Roll
this die, and add your Intelligence modifier to the result. One attuned
staff of your choice regains that many charges.

When you cast a spell using a staff as the spell focus, you may use
a bonus action to also make an attack with the staff.

Staves are never destroyed when you spend the last charge in
them.

Wand Specialist: During a short rest, you may spend a hit die. Roll
this die, and add your Intelligence modifier to the result. One attuned
wand of your choice regains that many charges.

When you cast a cantrip using a wand as the spell focus, you may
add your Intelligence modifier to the damage.

Wands are never destroyed when you spend the last charge in
them.

You may purchase this feat multiple times, each time applying to
a new focus type.

Staff Specialization

Prerequisite: Ability to spellcasting

Bbl crnieLmaAusnpyeTech Ha HCMOAB30OBAHMM CBOEro Mocoxa Kak
dokyca, Yepe3 KOTOPbIH MPOXOAMT BCSl Ballla CHAQ.

Wand Specialization

Spellcasting
Prerequisite: Ability to spellcasting

Bbi crieuManm3mpyerecb Ha KMCMOAb30OBaHWH BOALLIEOHOIO XE3Aa,
KaK TOHKOIo MHCTPYMEHTa, CO3AalOLLEro BiA3b [TaeTenums.

Orb Specialization

Spellcasting

Prerequisite: Ability to spellcasting

Bbl  creuuasusuMpyerecb  Ha  MCMOAB30BaHWM  Cepbl,
KOHLIEHTPUPYSICb ~ Ha  BCEOObEMAIOLLEM  O6XBaTe  BalUKMMH
3aKAMHAHHSIMMU.

Rod Specialization

Spellcasting

Prerequisite: Ability to spellcasting

Baw  marvueckuMi  cKMmMeTp  SBASIETCS  BAlUMM  OCHOBHbBIM

WUHCTPYMEHTOM, KOTOPbIM Bbl MACTEPCKH MOAb3YETECh.
Gunner

You have a quick hand and keen eye when employing firearms,
granting you the following benefits:

Increase your Dexterity score by 1, to a maximum of 20.

You gain proficiency with firearms (see “Firearms” in the
Dungeon Master's Guide).

You ignore the loading property of firearms.

Being within 5 feet of a hostile creature doesn't impose
disadvantage on your ranged attack rolls.
Focused Caster

You can maintain concentration on two spells or effects that
would require your concentration. When you are forced to make a
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Concentration check, you must make the check with disadvantage. If
you fail, you lose your concentration on any spell or effect you are
currently concentrating on.

3HAHUE PYH

Tpe6oBanus: MyapocTb 12 MAH Bbille

Bam u3BecTHbl ABe BbIGpaHHbIE PYHbI, M Bbl BCErAa MOAyYaeTe
GOHYCBI OT 3THX PyH. B AOMOAHEHME, pa3 B A€Hb Bbl MOXETE B3bIBATb K
CHAE KaXAOH U3BECTHOWM PYHbI, ECAU Bbl COOTBETCTBYETE TPEOOBAHUSIM
Ka>KAOM KOHKPETHOM PYHBI.

Bbl MokeTe B3siTb 3Ty 4epTy HECKOAbKO pas. Bcskuim pas npwu
MOAYYEHHMH 3TOM YepThl Bbl TMOAyYaeTe OGOHYCbl M CHMAbI  ABYX
AOTIOAHHTEABHbBIX PYH Ha Ball BbIGOP.

MACTEPCTBO PYH

Tpe6oBanus:3HaHue pyH

Bbl mo3HaAM COKpBITbIE CHABI OAHOWM ApEBHeW pyHbl. BeiGepure
OAHY pYHY, KOTOPYIO Bbl yXe M3y4HAM C nomolbio 3Hanust PyH. Pas B
A€Hb Bbl MOXETE B3bIBaTb K OAHOM M3 ee Beankux cva.

Bbi MosxeTe npro6GpecTy aTy YepTy HECKOABLKO pas. Besikuit pas npu
MOAYYEHHH DTOM YepThl Bbl M3yyaeTe BeAnKHe CUABI OUEpeAHON PYyHbI
M3 M3BECTHbIX BaM.

SKILL FEATS

SKILL FEAT BENEFIT
TOOLS FEATS

ToolLs FEAT BENEFIT
HERBAL HEALER

Prerequisite: Proficiency with herbalism kit

You have learned to use common herbs to tend to wounds and illness.
During a short rest, you can search the area for medicinal herbs. Make
a DC 15Wisdom (herbalism kit) or Wisdom (Survival) check. On a
success you can recover one use of a Healer's Kit. Additionally, you
can use herbs and poultices to aid in recovery. During a long rest, you
may cure an ally of one disease, neutralize one poison, or remove the
blinded, deafened, or paralyzed condition.

Advanced Healer

The Healer feat includes some basic skills that | feel should be
included as a part of every healer's kit. As a house rule, any individual
can use a healer's kit to stabilize a companion without medical
training. If you have training in the Medicine skill, you gain the
benefits listed under the current Healer feat (a stabilized character
also regains Thp; as an action you may expend one use of a healer's

F i Y
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kit to heal 1d6+4hp, though I would remove the extra healing equal to
HD). The Advanced Healer feat replaces the standard Healer feat.

If you do not wish to use this house rule, you may include the current
Healer feat as a prerequisite to the Advanced Healer feat with no
additional changes.

Prerequisite: Proficiency with Medicine checks (and/or Healer feat, see
above)

You are a skilled herbalist, healer and surgeon and gain the following
benefits:

- Proficiency with Herbalism kits.

- Whenever you spend a use of a healer's kit to heal hit point damage,
you may add a number of hit points equal to the maximum hit dice of
the creature healed. [If you use the Healer feat as a prerequisite for
Advanced Healer, this benefit becomes: You may add either your
Intelligence or Wisdom modifier (your choice) to the amount of
damage healed ]

- Whenever you spend a use of a healer's kit to stabilize a dying
creature, that creature regains a number of hit points equal to either
your Intelligence or Wisdom modifier (your choice).

- During a short rest, you may expend a use of a healer's kit to grant a
creature a saving throw against one disease or one condition
currently affecting it at the end of that short rest. The condition can
be blinded, deafened, paralyzed, or poisoned. The DC of the saving
throw equals the DC of the spell or effect that initiated the disease or
condition. Only one use of a healer's kit may be used in such a way
per short rest. If used during a long rest, you may grant this benefit to
a number of creatures equal to either your Intelligence or Wisdom
modifier (your choice). Each creature treated during a long rest
requires one use of a healer's kit.

Business Sense

While some studied the blade, you studied the led-gers. You have
a mind for numbers and commerce, well versed in the functioning of
trade and able to identify a bargain at a glance. You gain the following
benefits:

You learned to fight not from a master-at-arms or some other
fancy teacher, but from the streets: in back alleys and bar room brawls.
Your combat style is unorthodox and underhanded, but few can argue
with the results.

When you successfully grapple a creature or escape a grapple,
you may make a single attack with an unarmed strike, club, dagger,
handaxe, or shortsword as a bonus action. Additionally, when-ever a
creature fails to escape a grapple with you, you may make a single
attack with one of those weapons as a reaction.

When you hit a creature with an attack using an unarmed
strike, club, dagger, handaxe, or shorts-word, you may choose to strike
with blunt force at a vulnerable location rather than aiming to kill.
Instead of its normal damage, the attack deals damage equal to your
Strength modifier and the target must make a Constitution saving
throw (DC = 8 + your Proficiency bonus + your Strength modifier) or
be stunned until the beginning of its next turn.

When you hit a creature with an attack using a dagger,
handaxe, or shortsword you may use a bonus action to twist the blade
and deal an addi-

tional 2d4 damage.
Campaigner

Prerequisite: Constitution 13 or higher or Veteran background

Years of military campaigns have made you a light sleeper, able
to go from a deep sleep to wide wake and ready to march in the blink
of an eye. You gain the following benefits:

- You gain blindsight out to a 10- foot radius.

- When an invisible or hidden creature that you are aware of
makes a melee attack against you, you may make an opportunity
attack against that creature.

Born in the Saddle

P -ctiin.

{

You were raised riding a horse or a similar animal, and were
always eager to mount up and ride off. You gain the following
benefits:

You gain proficiency in Animal Handling. If you are already
proficient, you instead add double your

- Your Constitution score increases by 1, to a maximum of 20.

- You gain advantage on all Constitution saving throws to resist
exhaustion when making a forced march.

- The sound of battle awakens you to action. If you are
unconscious, you automatically regain consciousness at the end of
your turn if you have at least 1 hit point.

Chef

Time and effort spent mastering the culinary arts has paid off. You
gain the following benefits:

Increase your Constitution or Wisdom score by 1, to a
maximum of 20.

You gain proficiency with cook's utensils if you don't already
have it

As part of a short rest, you can cook special food, provided
you have ingredients and cook's utensils on hand. You can prepare
enough of this food for a number of creatures equal to 4 + your
proficiency bonus. At the end of the short rest, any creature who eats
the food and spends one or more Hit Dice to regain hit points regains
an extra 1d8 hit points.

With one hour of work or when you finish a long rest, you can
cook a number of treats equal to your proficiency bonus. These
special treats last 8 hours after being made. A creature can use a
bonus action to eat one of those treats to gain temporary hit points
equal to your proficiency bonus.

Helping Hand

9F

You use minor cantrip magic to help you improve your skill with
tools and kits.

You can add your spell proficiency to skill checks that involve
using kits or tools. This counts as a concentration cantrip while the
skill is being performed. (some examples...)

Artisan's tools: you float tools and materials, make sure things are
precise, tidy your work as you go and occasionally create, shape or
join things that would be impossible to do by hand.

Cooking kit: you mix multiple pots at once and keep things at
temperature while occasionally adding flavour or creating spices from
nothing.

Disguise kit: you subtly change skin and hair colour, make the join
between prosthetic and real unnoticeable and slightly alter the pitch
of your voice with magic - it's not a magical disguise or illusion; just a
helping hand.

Forgery kit: you can fill a page with text magically rather than with
a quill and ink, use magic to erase one name so that another can take
its place, age parchment and form impressions in wax without a seal.

Gaming set: you can use magic to mark cards, change the colour
of gaming pieces and turn the tables to your advantage (Using this
will give opponents advantage in seeing through any cheating)

Herbalism kit: you can use magic to harvest herbs without
damaging them while preserving and extract various natural
resources.

Musical instrument: you can use magic to add background effects,
reverb, echo and play notes normally out with the range of your
instrument.

Poisoner's kit: you can use magic to safely handle nasty things and
measure out precise quantities.
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Thieves' tools: you can hold multiple picks without hands, raise
unseen latches and reach beyond your fingers. You can spread
cantrips and attach tripwires to surfaces using magic.

Herbal Healer

Prerequisite: Proficiency with herbalism kit

You have learned to use common herbs to tend to wounds and
illness. During a short rest, you can search the area for medicinal
herbs. Make a DC 15

Increase your Wisdom or Charisma by 1. When you take a short
or long rest, you can identify the properties and approximate value of
a magical item.

Wisdom (herbalism kit) or Wisdom (Survival) check. On a success
you can recover one use of a Healer's Kit.

Additionally, you can use herbs and poultices to aid in recovery.
During a long rest, you may cure an ally of one disease, neutralize one
poison, or remove the blinded, deafened, or paralyzed condition.

Herbalist

RoL

You are adept at harnessing the useful properties of herbs and
other plants. You gain the following benefits:

Increase your Intelligence or Wisdom score by 1, to a maximum of
20.

You gain proficiency with herbalism kits. If you are already
proficient with them, you add double your proficiency bonus to
checks you make with them.

As an action, you can inspect a plant within 5 feet of you and
determine whether it is edible or poisonous, provided that you can
see and smell it.

You can apply herbal remedies to help yourself or your allies
recover from maladies. Over the course of a short rest, you can
remove one poison or disease from a friendly creature within reach.
You must have an herbalism kit and either a component pouch or
access to local herbs to use this benefit.

Learned Scholar

You have studied tomes and texts, perhaps with the scholars of
Candlekeep or the Silent Room in Suzail. You gain the following
benefits:

Increase your Intelligence score to a maximum of 20.

You gain proficiency in the History skill. If you are already
proficient in the skill, you add double your proficiency bonus to any
check you make with it.

Campaigner
Master Smith

Prerequisite: Proficiency with smith's tools
You are a practiced smith. You gain the following benefits:

Your practiced skill allows you to craft items much more
quickly. When you are engaged in the craft-ing of an item that can be
produced with smith's tools, you make progress in 50 gp increments,
rather than the normal 5 gp increments for nor-mal items and 25 gp
increments for magic items.

Whenever you make an item using your smith's tools, you
may choose a minor property (DMG) for the item, even if it is not a
magic item. If you do so, the item also gains a randomly determined
quirk.

Inspiring War LEADER

You are a natural combat leader and a fountain of inspiration. You
gain the following benefits:

+ As a bonus action, you can grant yourself or an ally within 20
feet advantage on saving throws against being frightened.

+You can use your action to make a rallying cry that bolsters your
allies. Until the start of your next turn, each ally within 30 feet can add
1d4 to an attack roll. Once you use this ability, you can't use it again
until you roll initiative at the start of combat or until you finish a short
or long rest.

P -ctiin.
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Trapper

RoL

You are skilled at hunting and trapping, gaining the following
benefits:

Increase your Wisdom score by 1, to a maximum of 20.

You gain proficiency in Survival. If you are already proficient in it,
you add double your proficiency bonus to checks made with Survival.

You gain proficiency with nets, and when you use the Attack
action and attack with a net, you can use a bonus action to attack with
a one-handed weapon you are holding. Being within 5 feet of a hostile
creature doesn't impose disadvantage on your attack rolls with a net,
and the escape DC for your nets increases by your proficiency bonus.

The escape DC of hunting traps that you place increases by your
proficiency bonus.

Alchemist training

The secrets of alchemy are crucial to the survival of many
adventurers, requiring professionally trained experts such as yourself.
Alchemists can be found in any major city, though they are most
common in places where the ways of mages and artificers are taught
formally, such as Lantan, Halruaa, Silverymoon, Thay, Aglarond, or
Rashemen. This feat grants you the following benefits:

Increase your Intelligence score by 1, to a maximum of 20.

You gain proficiency with alchemist's supplies, and with the
Arcana skill.

You gain expertise with alchemist's supplies, which means your
proficiency bonus is doubled for any ability check you make with
them.

As an action, you can choose one potion you can see within 5 feet
of you. You identify that potion as if you had tasted it.

When you finish a short rest, if you have alchemist's supplies, you
can improve the potency of certain kinds of healing potions. Choose
one potion you have had access to for the past hour, which must be
one of the following potion types: potion of healing, potion of greater
healing, potion of superior healing, or potion of supreme healing, If
that potion is drunk within T hour of the end of the short rest, when
the creature drinking the potion rolls to determine the amount of
healing they receive, they add your proficiency bonus to the final total,
and they can reroll a number of the dice up to your Intelligence
modifier (minimum of one). They must use the new rolls.

UccnenosaTtenb.

[Ipricrioco6AeHHBIN K MHTErpalry reorpadvi M TEYEHUSIM UCTOPHH,
Bbl MOAYYAE€TE CAGAYIOLIME NPEHMYLLECTBA:

+ Baw MHrearekT uan Myapoctb yBeAnunBatotes Ha 1.
+ Bbl moAyyaere HaBbIK BAQAEHHSI MHCTPYMEHTaMH KapTrorpada.
+ Bbl Bceraa 3Haerte, rae cesep.

% Bol NMoAy4YaeTe TMNperMyLleCTBO Ha TPOBEpPKH, CAAAHHBIX AAS
OrnpeAeAeHUs1 PacCCTOsAHUS, CAEAAHHbIX AAs oGHapyerMﬂ AAAEKHUX
HUAU CKPbITbIX OPHUEHTHUPOB, H NnpoBepKaX, CAAAHHbIX — AAd
OrnpeAeAeHrs BO3pacTa MeCTa HAHU OObEKTa, TAaKOIro Kak APEBHHE
PYWHBI AW COKPOBHLLLA BHYTPH.

Xene3snag xmuxa.

MMesi BO3MOXHOCTb COCPEAOTOUMTBCS Ha BOIMPOCAX, CBSI3aHHBIX C
MUTAHHEM, Bbl MTOAYYAETE CAEAYIOLLMUE NPEUMYLLECTBA:

+ Baw nokasateab TearocroxeHust yBeAUuMBaeTcs Ha 1.

< Bbl noayuaere COMpPOTMBAEHHE ypOHY OT siAa M COBepllaeTe C
NMPEUMYLLECTBOM CMAac6POCKH, YTOObI COMPOTUBASITLCSI OTPABAEHHIO.

% Bbl coBepluaere ¢ NpenMyLLECTBOM CMacGpOCKH, YTOObI M3GekaTh
GOAE3HEN HAWU APYIMX OOAE€3HEeHHbIX 3(PPEKTOB OT YyrnoTpebAeHUst
HEeYMCTOM MULLKU UAU MUTHEBOM BOABI.

% Bam HY)XHO BABO€ MeHblle €Abl U BOAbI, YeM OOBIYHO.

KoueBHUK.
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OxBayeHHble CTPACTbIO K MyTELIECTBHSIM, KOTOPAsi BBIBOAWT Ballle TEAO
3a MpeAeAbl OGbIYHBIX OrPaHHYEHMi, Bbl MOAYYAETE CAEAYIOLIHE
npeuMyLIecTBa:

% Baw nokasareab TeAOCAOKEHUS UAM MyApOCTl/l YBEAHUYHMBAETCA Ha
1

< Bbl coBepuiaete ¢ MpPEMMYLLECTBOM  CrMAacOGpOCKM, YTOGHI
MPOTUBOCTOSITL dppeKTaM MnyTeLlecTBUst 60Aee BOCbMU YacOB B AE€Hb.

< Koraa Bbl OTAbIXaere, BaM HYXHO BCEro 4YeTblpe vaca CHa.
OcraBlueecst Bpemsi MOXHO MOTPATUTb Ha AErKylo AESTeAbHOCT,
HarpyUMep Ha 4acbl MAM YTEHHE KHWIM. ECAM Bbl FOHLUMK, KOTOPOMY
TpebyeTcs MeHee 8 4YacoB CHa, 4TOObl MMOAYUYHUTb [OAb3Yy OT
AAUTEABHOTO OTAbIXa, 3TO HE AACT HHMKAKOro AOMOAHWMTEABHOIO

apPekra.

% B Teuenue OAHOW MHUHYTbI Bbl MOXETE U3YYUTb Hebo U OIPEAEAUTD,
Kakas roroaa 6yAeT B CAeAyiollHMe BOCeMb YacCOB. l_[epeA MOBTOPHbIM
HNCITOAB30OBaHHUEM 3TOM CMoCcoO6HOCTHU Bbl AOAXHbBI CAEAaTb
AAWUTEABHbIN OTABIX.

Mopckomn nec.

Y3HaB MPHUAKMBBI M OTAMBBLI Ha BOAHOM r/\y614He, Bbl TIOAYYHTE
CAeAYylOLLME NperuMyLlecTBa:

% [lokazaTeAb Baller CUAbI UAM TEAOCAOKEHMS YBEAHYHBAETCs Ha 1.

< Bbl MoAyuyaeTe CKOpOCTb [MA@BaHMsl, pPaBHYIO Balled CKOPOCTH
XOAbObI.

L3 BpeMﬂ, Ha KOTOpO€ Bbl MOXeTe 3aAepPKHUBATb AbIXaHHWE TMOA BOAOH,
YABaHBaeTCs.

< Bbl coBeplaere c rnpeuMMylLecTBOM MpoBepku MyapocTtr
(o6paliieHHe C KMUBOTHBIMM), YTOGbI BBaHMOAEHCTBOBATD C CYLLECTBAMK
CO CKOPOCTBIO MAABaHMs.

3opxun rnas.

C HeyK/\OHHOPI OGAWUTEABHOCTbBIO XHWILIHWKA-BbI NMOAyYaeTe CAeAylollre
npeumyLlecrsa:

¢ Baw nokasareab MyApocTH yBeanurBaetcsi Ha 1.

< Baw  naccupHbIf
YBEAMUYMBAETCS Ha 5.

nokazateanb  Myapoctn  (Bocnpusithe)

< Bo BpeMsi myTellecTBHsi Bbl MOXETE 3aMETHTb Yrpo3bl, 3aHUMasiCh
APYTHM AEAOM.

< Y Bac ecTb NpenMyLLecTBO Ha npoeepkkd Myapoctu (Bocnipusitue),
CAEAAHHBIX KaK 4YacTb AeNCTBMs [loMcka, HAH AAS HaOAIOAEHMS 3a
CyLIeCTBaMH B HEMOCPEACTBEHHOM GAM3OCTH.

CunbHas cniviHa.

TO, YTO Bbl HOCHUTE, BakHee TeAa, KOTOpoe HX HeceT. Bbi NnoAy4vaeTte
CAeAYIOLLHe TMpernMyLecTBa:

% Baw nokasatenb Cuabl MM TerocAo)eHus YBEAHNYHBAETCA Ha 1.

< Bbl cumraerech Ha 1 Kareropuio pasmepa GOAblUE B LEASX
OMNpPEAEAEHUs IPY30MOABEMHOCTH.

« Bl coBepluaeTte ¢ npermyiectsom nposepki CHAbL YTOGbI TOAKAT,
MOAHUMATb UAW TSAHYTb MPEAMETHI.

< Bbl coBepiuaete ¢ npenmyluectBoM nposepki CHabl (ATaeTrka),
4TOGBI TOAKHYTb CYLLECTBO.

Bbokusuwmn.
Bel roBopuTe ¢ 3emaeit. Tbl 3eMAs.

Bel moAyvaeTe caeayiolive npenmMyliecTsa:
« Baw nokasateab Myapoctu uan MHTeanekTa yBeAnurBaercs Ha 1.

« Koraa Bbl npeycrieBaete B nposepke Myapoctu (BbixnBatue), aast
AOGBIUM MHLLM Bbl 6POCAETE AOMOAHHTEABHBIF K6, 4TOGbI OTNPEAEAHTD,
KOAHYECTBO.

< Y Bac ecrtb npeumylLecTBo Ha nposepkax Myapoctu (Bbixusatue)

{

% Y Bac ecTb MpeqMyLLeCTBO Ha rpoBepkki Myapoctu (BbixnsaHnue),
CAEAAHHBIX AASl OXOTbI Ha CYLIECTB, a Takke B NpoBepkulHTeArekTa
(MprpoABI), CAEAAHHBIX AASI HICCA@AOBAHUSI pEroHa.

Tonctas xoxa.

Bawe Teao ynuBaeTcs eCTeCTBEHHBIM HACHAMEM KAMMATH4ECKMX
KparHOCTeH.

Bbi MOAYyYaeTe CACAYIOLLHE NMPpEenMyLLEeCTBa:

« Bbl noayyaere yCTOMYMBOCTb K YPOHY OT OFHSI M XOAOAQ, H,
CAEAOBATEAbHO, TaKXe HEBOCMPHMUMYKBBI K BO3AEHCTBMIO CHMABHOM
Kapbl, CHABHOIO XOAOAQ U XOAOAHOM BOAbI.

% Bbl coBepliaeTe C MpPEUMYLUECTBOM CNACOGPOCKH, YTOGBI
MPOTUBOCTOSITb MOrOAHBIM BO3AEHCTBUSIM, TAKMUM KaK COH B MOKPOM
COCTOSIHMM MAM Ha OTKPBITOM BO3AYXE.

TlyTtenckarenn

KOBapHaSI 3eMAS MaAO YTO MOXET NnomMellatb BalleMy HeyMOAMMOMY
NMPOABHXEHHIO.

Bbi MOAYyYaeTe CAeAYylolLre NnperMyLlecTBa:

+* Bbl He noayyaete WTPadOB 3a GPOCKH, CAEAAHHBIE AASI HABHTALMK
BO BPeMsl ABUXeHHs B GbICTPOM TeMrle.

% Bl WUrHopHpyeTre CAOXHYIO MECTHOCTb.

< Bo BpeMs nyTelwecTBuss TPYAHOINPOXOAMMasi MeCTHOCTb He
3aMEeAASIET ABUKEHHE Ballen rpynmnsl.

+¢ Balwa ckopocTb yBeanumnBaercs Ha 10 GyTOB.

Bunpxammep.

Mope - Ball AOM; COAEHBIN BO3AYX FOBOPHT Ha $I3bIKE, KOTOPbI BEAET
BacC K Ballen cyAbOe.

Bbl noAyuaete caeayrollive npenmyilecTsa:
+ Baw nokasareab Myapoctv yBeanunBaercst Ha 1.

< Bl OBAaAeBaeTe LWTYPMaHCKUMKW WMHCTPpyMeHTaMHW W BOAHbIMHU
TPaHCIOPTHbIMKW CPEACTBAMH.

+ Bbl He noAyyaete WTPaOB 3a GPOCKH, CAEAAHHBIE AASI HABHTALMK
MpH ABHXEHHU MO BOAE B HEHACTHYIO MOTrOAY, B TOM YHCAE B YCAOBHSIX
MAOXOM BUAMMOCTH.

++ Baw GoHyc MacTepcTBa yABaMBaeTCst 3a AIOOYIO MPOBEPKY Ballew
CMOCOGHOCTH, B KOTOPOM MCIMOAB3YIOTCSl HaBbIKM BAQAEHHSI BOAHBIM
TPaHCMOPTOM.

AJIXUMUK

Bbl  y3Haanm Goaee adPeKTHBHbIE  COCOCHI
WHIPDEAUEHTOB AASI CO3AQHMS 3€AMH 1 GOMO.

HNCIMTOAB30OBaHUA

Bbl moAyuaete caeayiolme npermyiiecTsa:

Koma Bbl CO3AQ€Te 3eAbe, Bbl MOXeTe YABOHWTbH CYLUHOCTb MNepBOro
0ObIYHOTO HWHIPpeAreHTa, KOTOPOIro Bbl MCIOAb3YeTe AAsSl CO3AaHMUS
3TOr0 3eAUM.

Bo BpeMs cosaaHMs 3eAbst Balle MakcuMaabHoe YC He Moxer
npesbiWath 15.

PemecneHHasi IKcnepT™s3a

Bbl 3HaeTe cnoco6bl AAS YCKOPEHHOIO CO3A@HHS HOBBIX YacTeH
CHApsKEHHUSL.

Koraa Bbl co3AaéTe He MarMyeckui NMpeAMeT, BpeMmsl, 3aTpayeHHoe Ha
€ro CO3AaHHe, yMEeHbLLIAETCsl BABOE.

Bel moayvaere 6GoHyc +2 K mNpoOBepKaM XapaKTEPUCTHMKM, KOraa
CO3AQ€TEe HEe MarM4yecKui NMpeAMeT.

dDypaxup

Bel 3HaeTe Ayulive crniocobbl c6opa eAbl BO Bpemst MyTeLecTBUI Mo
AMKOH MECTHOCTH.

Boi MOAYyYaeTe CAeAYylollre NMperMyLlecTBa:

o%%
u HWureanekta (Mpupoaa), cAeAaHHbIX AAs cOOpa YacTed TeAa y % Bel noayuaere npeumymiectBo  Ha nposepku  Myapoctn
CyLLEeCTBa. (BbIXMBaHKE) COBEPLIEHHBIE AASI TIOMCKA €ABI M BOAbI.
£ P
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< Koraa Bbl orpeaeasieTe, CKOAbKO eAbl (B yHTax) v BoAbl (B
raAAOHax) Bbl HALAH, Bbl kMaaeTe 1k8 + Baw Moandrkatop MyAapocTH.
TpaBHUK

Bhl BblyYHUAH (pmnquKMe OINUCaHUA paCTeHlfll;l 1 TpaB, UCIIOAB3YyEeMbIX

B aAXUMMUHU. Bbi NMOAYyYaeTe CAeAylolre rnpernmyLiecTBa:

« Bbl noaydaere npeumyluectso Ha nposepku MHteanexta (Mpupoaa)
COBEpLUEHHbIE AASl C60pa PACTEHUI U TPAB AASI AAXUMHH.

< Bpewmsi, norpayeHHoe Ha COOp PaCTEHHM W TPaB AAS AAXHMMHH,
YMEHbaeTCsl BABOE.

MaCTe]) cBe)XxeBaTeJlb

Bel 3HaeTe, kak OCTOPOXHEN M3BAEKaTb M COOMPATH YaCTHU CYLLECTB,
MOAYYast MPH 3TOM CAEAYIOLIME MPEeUMYLLECTBa: YBEAWUbTE 3HAaYEHUE
WHreanekTta Ha 1, npn mMakcumyme 20. Bpems, 3atpayeHHoe Ha c6op
YacTeH CyLLeCTBa, yMEHbLUIAETCsl BABOE.

< Koraa Bbl NpoBaAMBaeTe MpPOBEPKY Ha COOp 4acTed CyllecTBa M
AOAXHBI TTOAYYUTb YPOH, BMECTO STOTO Bbl HE MOAYYAETe YPOHa

BbikMBaAbLLMK

Bbi 3HaeTe, KaK BbUKUTb B AMKOWM MECTHOCTH, AaXKe B CaMbIX CypOBbIX
YCAOBHUSIX. Bbl NOoAyYaeTe CAeAYOLLHE MNpenMylLlecTBa:

< Bbl noayvaere npeumyliectBo Ha rnpoBepkd Myapoctu
(BocnipusiThe)  cOBepLUEHHBIE  AASL  OGHAPYXEHHs  TPUPOAHbBIX
OMacHOCTEH.

< Bbl MOAyYaeTe MPenMyLLECTBO K CMAacGPOCKaM, COBEPLLAEMbIM AAS
COMNPOTHUBAEHHS KPUTHUECKUM TeMIepaTypam.

< Koraa Bbl COGpaAM €Ay W BOAY, Bbl MOXETe MOTPATUTb OAHO
MCMOAB30OBaHKe Habopa AAsl (PUABTPaLIMM, YTOGbI OUMCTUTL AloGoe
KOAMYECTBO HaMAEHHOM €Abl M BOABI

Mounted Caster
Prerequisite: Ability to cast spells

You've learned that tapping into the Weave is not unlike riding a
mount of a different sort. This convoluted metaphor has informed
your choice to wield spells from the back of your steed.

< When your mount takes the Dash action and you cast a spell with
area of a cone, you may double the width of the cone for purposes of
determining the area of effect. You can use this feature a number of
times equal to your spellcasting modifier before you must finish a
long rest.

< You have advantage on Concentration S to maintain a spell while
you are mounted.

Trick Rider

Prerequisite: Dexterity of 13 or more

The saddle isn't just your seat, it's your stage.

< As a bonus action you can hang down on the side of your mount
while riding, granting yourself 3/4 cover until your next turn. You must
succeed on a DC 10 Dexterity (Acrobatics) check to return to your
regular seated position or have disadvantage on your next attack.

% If your mount takes the Disengage action, you can use your
reaction to turn around in the saddle and make one ranged weapon
attack. You can use this feature a number of times equal to your
Dexterity modifier before you must finish a long rest.

Survivalist

There are numerous feats that duplicate certain class features, such
as the battle master's combat maneuvers, ritual casting and limited
spell casting. This feat is designed for non-ranger characters with the
hermit, outlander or soldier backgrounds who have spent significant
time in the wilds. Though similar in many aspects to the ranger's
Natural Explorer class feature, Survivalists possess neither the
tracking skills nor the multitasking abilities of a true ranger.

P -ctiin.
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You have spent extensive time in the wild, communing with its
inhabitants and confronting its dangers. Choose one type of terrain:
arctic, coast, desert, forest, grassland, mountain, swamp, or the
Underdark. If your campaign is entirely aquatic, you may instead select
from: arctic, coastal, the Deep, open ocean, or tropical. You gain the
following benefits:

- When you make an Intelligence or Wisdom check related to your
chosen terrain, your proficiency bonus is doubled if you are using a
skill that you're proficient in.

- While traveling for an hour or more in your chosen terrain, difficult
terrain does not slow your group's progress.

- If you are traveling alone for one hour or more, you may move
stealthily at a normal pace.

- When you forage, you find twice as much food as you normally
would.

- If you are a ranger, this feat grants you an additional favored terrain
instead of its normal benefits.

Field Medic

You're an expert of saving people in the direst of circumstances.

1. Allies within 50 feet of you must fail an additional death saving
throw to die.

2. You can use your bonus action to move half your speed towards an
unstable creature. This movement does not provoke attacks of
opportunity.

You automatically succeed on the Wisdom check to stabilize a dying
creature, even if you do not have a healer’s kit.

Master Smith
Prerequisite: Proficiency with smith's tools
You are a practiced smith. You gain the following benefits:

Your practiced skill allows you to craft items much more quickly.
When you are engaged in the craft-ing of an item that can be
produced with smith's tools, you make progress in 50 gp increments,

rather than the normal 5 gp increments for nor-mal items and 25 gp
increments for magic items.

Whenever you make an item using your smith's tools, you may
choose a minor property (DMQ) for the item, even if it is not a magic
item. If you do so, the item also gains a randomly determined quirk.

Medic

You master the physician’s arts, gaining the following benefits:
Increase your Wisdom score by 1, to a maximum of 20.

You gain proficiency in the Medicine skill. If you are already proficient
in the skill, you add double your proficiency bonus to checks you
make with it.

During a short rest, you can clean and bind the wounds of up to six
willing beasts and humanoids. Make a DC 15 Wisdom (Medicine) check
for each creature. On a success, if a creature spends a Hit Die during
this rest, that creature can forgo the roll and instead regain the
maximum number of hit points the die can restore. A creature can do
so only once per rest, regardless of how many Hit Dice it spends.

Naturalist

Your extensive study of nature rewards you with the following
benefits:

Increase your Intelligence score by 1, to a maximum of 20.

You gain proficiency in the Nature skill. If you are already proficient
in the skill, you add double your proficiency bonus to checks you
make with it.

You learn the druidcraft and detect poison and disease spells. You can
cast detect poison and disease once without expending a spell slot,
and you regain the ability to do so when you finish a long rest.

Source: UAFFS, page 3
Natural Rider

- Increase your Wisdom score by 1, to a maximum of 20.
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- You have advantage on Wisdom (Animal Handling) checks.

- When mounted, you have advantage on saving throws made to avoid
falling off your mount. If you fall off your mount, you always land on
your feet if you are capable of taking actions. Mounting or
dismounting a creature costs you only 5 feet of movement, rather than
half your speed.

Navigator

You have developed the skills necessary to assist navigation at land
and sea. You gain the following benefits:

Increase your Wisdom score by 1, to a maximum of 20.

You have proficiency in navigator’s tools. If you are already proficient
in navigator’s tools, you can add a bonus equal to your Wisdom
modifier to any checks made while using them.

If you can see the stars or sun, you know which way is north.

You can tell which way the weather, including wind and temperature,
is going to turn in the next 24 hours.

Negotiator[3]

You have honed the knack of the deal and counter offer, perhaps by
crossing words with creatures used to getting the upper hand in
negotiations. You gain the following benéefits:

Increase your Charisma score by 1, to a maximum of 20.

When a creature two or more size categories larger than you targets
you with a melee weapon attack, you can use your reaction to make
yourself seem pathetic and unthreatening. The creature must redirect
its attack against a different target; if no alternative target is within the
attacker’s reach or range, it can still attack you. Until the end of your
next turn, your next melee or ranged attack against that creature is
made with advantage. You must complete a short or long rest before
using this ability again.

When you purchase a good or service, you can attempt an opposed
Charisma (Persuasion) check versus the seller's Wisdom (Insight). If
you win the contest, you secure a 10 percent discount on the
transaction. Once you use this feature on a given individual, you can’t
use it on them again for one week.

When you pay for lifestyle expenses during downtime, they are
halved.

Nomad

Consumed by a wanderlust that drives your
conventional limits, you gain the following benefits:

body beyond

- Your Constitution or Wisdom score increases by 1.

- You have advantage on saving throws made to resist the effects of
travelling for more than eight hours per day.

- When you take a long rest, you only need four hours of sleep. The
remaining time can be spent performing light activity, such as keeping
watch or reading a book. If you are a race that needs less than 8 hours
of sleep to gain the benefits of a long rest, this has no additional effect.

- Over the course of one minute, you can examine the sky and
determine what the weather will be for the next eight hours. You must
take a long rest before using this ability again.

Poisoncraft[4]

You have extensive experience dealing with poisons. You have
resistance to poison damage and gain advantage on saving throws
against being poisoned. In addition, when you take a long rest, you
can create one dose of one the following poisons from materials you
have on hand:

Powderboil. This powdered poison can be applied to a weapon with
the Use an Object action. The next time the weapon deals damage to
a creature, it must succeed on a Constitution saving throw or take
poison damage. This poison damage is Xd8, where X equals half your
level.

Stomachturner. This slick oil can be applied to a weapon with the Use
an Object action. The next time the weapon deals damage, the
creature must succeed on a Constitution saving throw or be poisoned
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for 1T minute, or until they spend an action on their turn retching up
the contents of their stomach.

Night's Kiss. This tasteless and odorless liquid can be slipped into
drink or food. When a creature consumes the poison, it must make a
Constitution saving throw or become unconscious for 10 minutes or
until it takes damage.

The DC for all saving throws for poisons created with this feat is 8 +
your proficiency bonus + your Intelligence modifier.

Sage’s Insight
Prerequisite: Proficiency in History

Your reputation proceeds you and you are known as an expert in your
chosen fields of study. Fellow scholars will treat you with respect and
may seek you out for advice.

Your Intelligence score increases by 1, to a maximum of 20.

Choose three fields of study from the Field of Study table. You may
only choose a field of study if you are proficient with its associated
skill. You gain advantage on all Intelligence checks relating to one of
these fields of study. There are times when your GM may require you
to have an appropriate field of study to even attempt an Intelligence
check about a topic, or may significantly lower the DC of the check
because you have an appropriate field of study.

Skills Field of Study

Arcana Arcane symbols, elder magic, eldritch magic, magic items,
magical traditions, the planes of existence

Religion Any particular religious sect, such as the cult of the
Thousand-Eyed Man, the cult of Tzizhet, or one of the major religions,
such as the Mother Church of Coryan

Nature Exotic animals, exotic plants, terrain, weather

History Lost civilizations, myths & legends, a specific nation or region
such as the Kingdom of Milandir or the Pricklespur Forest.

Psionic Awakened monsters, psionic items, psionic powers, val family
traditions

Poisoner

You have studied the application of poisons and toxins, gaining the
following benefits:

Increase your Intelligence by 1, to a maximum of 20.

You gain proficiency with poisoner’s kits. If you're already proficient
with them, you gain expertise with them, which means your
proficiency bonus is doubled for any ability check you make with
them.

You automatically succeed on checks made to identify poisons using
your poisoner’s kit.

With 8 hours of work, you can improve the potency of one dose of
poison. To use this benefit, you must have a poisoner’s kit, and the
poison must be within reach. The DC to resist the poison becomes 8
+ your proficiency bonus + your Intelligence modifier, unless it was
already higher, and it deals extra poison damage equal to your
Intelligence modifier, if it deals damage to the target.

Shady

Prerequisite: Proficiency with thieves’ tools

You're a natural adapt at making your way into places you should not
be. You gain the following benefits:

- Your Dexterity score increases by 1, to a maximum of 20.

- You add double your proficiency bonus to ability checks you make
with thieves’ tools.

- You can take a bonus action on each of your turns. This bonus action
can only be used to take the Use an Object action to open a lock. You
do not gain advantage on an ability check using thieves’ tools if you
are opening a lock as a bonus action.

Strong Back
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The things you bear are more important than the body that bears
them. You gain the following benefits:

- Your Strength or Constitution score increases by 1.

- You count as if you were one size category larger for the purpose of
determining your carrying capacity.

- You have advantage on Strength checks made to push, lift, or pull
objects.

- You have advantage on Strength (Athletics) checks made to shove a
creature.

Trained Physician
Prerequisite: Proficiency with healer's kit

You have been trained in the physicians arts, wheth-er through a
formal college of herbalists and alche-mists or apprenticing under a
wise master. You gain the following benefits:

As an action, you can diagnose and treat rare ill-nesses and even
some magical effects. When you use this ability, choose a creature
within 5 feet of you. You expend 1d4 uses of your healer's kit, and the
creature gains the benefit of the lesser res-toration spell. If you do
not have sufficient uses of the healer's kit available, the attempt fails
due to having insufficient supplies and your action is wasted. The
creature can't gain this benefit from this feat again until it finishes a
short or long rest.

You can apply medicinal salves that bind open wounds to prevent
bleeding, treat minor infec-tions, and provide some pain relief. Using
your healer's kit in this way requires T minute. At the end of that time
you may expend up to 3 uses of your healer's kit. For each use that is
expended the target creature may recover 1d8 + your Wis-dom
modifier hit points

During a short rest, you can clean and bind the wounds of your allies.
If you or any friendly crea-tures regain hit points at the end of the
short rest by spending one or more Hit Dice, each of those creatures
regains a number of additional hit points equal to your Wisdom
modifier.

BACKGROUND FEATS

BACKGROUND FEAT BENEFIT

Crime Lord
Prerequisite: Criminal

Your reputation has continually grown within the criminal
underworld, and the further you rise as an adventurer, the more
thieves and cut-throats come looking to you for the next big score.
You have advan-tage on Charisma (Deception) and Charisma
(Intimi-dation) checks made to influence criminals.

In addition, when you access the network of crim-inals you are
ingratiated with you may choose to hire underlings. Once hired, these
underlings arrive at the time and place of your choice. The time must
be within the next 48 hours and the place must be within a city your
criminal network is in. These underlings follow your orders but will
not perform any actions that would obviously harm themselves, and
they are likely to abandon you or possibly even turn on you if the
situation grows especially dire. The underlings continue following
your orders for up to 24 hours be-fore dispersing back to their criminal
underground.

Once you use this feature within a city you may not use it there again
for 7 days. The underlings must be paid upfront through a mutual
o
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contact and can be hired at the following costs: up to 6 bandits (10 gp
each) or 4 thugs (30 gp each) or 2 spies (50 gp each).

Exemplar
Prerequisite: Acolyte

You have kept your faith throughout your adventures and are a
shining example that younger charges of your faith aspire and flock
to. You gain the following benefits:

Increase your Wisdom or Charisma by 1, to a max-imum of 20.

You have advantage on Charisma (Persuasion) checks made to affect
followers of your faith.

When you visit a temple, church, or other place holy to your faith and
staffed by an active clergy, you may ask the clergy for assistance with
your current task. You gain the help of a priest that obeys any
commands that you issue to it for the next 24 hours. The priest departs
and returns to their temple after 24 hours or when they are asked to
violate your shared faith. Once you use this feature at a temple, you
cannot use it there again for 7 days.

Folk Legend

Prerequisite: Folk Hero

You are a living legend—your adventures have only added to the tall
tales surrounding you, stories that grow grander with every retelling.
The stories sur-rounding you have inspired plucky young upstarts
hoping to follow in your footsteps. Whenever you hide, rest, or
recuperate among other commoners you may choose to take on a
sidekick (use the statis- (") tics of a scout). You may only have one
sidekick at a time. Your sidekick follows you indefinitely and obeys
your orders to the best of their ability. If your sidekick dies you cannot
take on another for at least 7 days.

Backstory Feats

In addition, if you gain a class level while you have a sidekick and your
new character level is at least 9th, your sidekick advances alongside
you and uses the statistics of a veteran. Your sidekick must have
accom-panied you while you gained at least half of the expe-rience
points used to gain your new class level (or if not using experience
points, at the GM's discretion).

REGIONAL FEATS

REGIONAL FEAT BENEFIT

Born Of The Plains

Your people are great riders and nomads with a history of raiding
non-migratory settlements. You learned to ride before you could walk,
and ranged across a vast expanse such as the Plain of Horses, the
Great Amber Steppes of the Hordelands, or the Eastern Shaar. Even if
you or your kin are no longer directly involved in raiding, you still
learn relevant techniques for maneuvering to strike swiftly and
intimidate your targets. This feat grants you the following benefits:

Choose one of the following ability scores: Strength, Dexterity, or
Wisdom. Increase the chosen score by 1, to a maximum of 20.

Choose any one martial weapon. You gain proficiency with that
weapon, and when you roll damage for a critical hit with that weapon,
you can re-roll any damage die that rolls a 1. You must use the new
roll.

You gain proficiency with one of the following skills: Animal
Handling, Athletics, Intimidate, Nature, or Survival. You also gain

F i Y

L

PALANT GUIDE TO COMBAT | 29.09.2020

63104



< 2

expertise with the chosen proficiency, meaning you double your
proficiency bonus for all ability checks with it.

You have advantage on all ability checks and saving throws
related to controlling, maneuvering, or staying on a mount. In addition,
mounting or dismounting a creature costs you only 5 feet of
movement, rather than half your speed.

You learn the Menacing Attack maneuver from the Battle Master
archetype in the fighter class. The saving throw DC for this maneuver
equals 8 + your proficiency bonus + your Strength or Dexterity
modifier (your choice). If you already have superiority dice, you gain
one more; otherwise, you have one superiority die, which is a d6. This
die is used to fuel your maneuvers, and is expended when you use it.
You regain your expended superiority dice when you finish a short or
long rest. In addition, if you have no superiority dice, you regain one
expended superiority die when you inflict damage on a hostile
creature that is frightened of you.

Forester

[ Fogoraiint

Past cruelties gave your ancestors good reason to distrust the
ambitions of “civilized” nations, so their descendants make secret
homes in deep forests inaccessible to outsiders. Growing up in such
a refuge taught you ancient ways of oneness with nature, granting
you the following benefits:

Choose one of the following ability scores: Dexterity, Constitution,
or Wisdom. Increase the chosen score by 1, to a maximum of 18.

You gain proficiency in one of the following skills of your choice:
Animal Handling, Nature, Perception, Stealth, or Survival. When you
make a Dexterity (Stealth) or Wisdom (Perception) check, you can roll
a d4 and add the number rolled to the ability check.

You gain advantage on all Intelligence and Wisdom checks related
to recalling information about your homeland and its inhabitants, and
to surviving in your homeland or similar climates.

Folk Of The Frozenfrontier

Your kinfolk dwell in the harshness of the furthest and coldest
wilds, such as the Frozenfar or the Great Glacier. This feat grants you
the following benefits:

Choose one of the following ability scores: Strength, Constitution,
or Wisdom. Increase the chosen score by 1, to a maximum of 20.

You are naturally adapted to cold climates. Also, when you would
take cold damage, you can use your reaction to roll 2d4 and reduce
the damage by that total.

You are proficient with herbalism kits, and you know the
druidcraft cantrip. When you reach 3rd level, you can cast the detect
poison and disease spell once with this benefit. When you reach 5th
level, if you have an herbalism kit on your person, you can cast the
lesser restoration spell once with this benefit. You regain the ability
to cast these spells when you finish a long rest. Wisdom is your
spellcasting ability for these spells.

You gain advantage on all Intelligence and Wisdom checks related
to recalling information about your homeland and its inhabitants, and
to surviving in your homeland or similar climates

You gain advantage on Strength (Athletics) checks related to
climbing, and on Dexterity (Acrobatics) checks related to keeping your
balance.

House Of Gold

You are part of a noble house known for extravagant wealth,
ruthless cunning, and a victorious history. Masters of both intrigue
and warfare have arisen from your family over the years. They are
famous for handsomely rewarding loyal support, and for brutally
punishing those who offer harm. This feat grants you the following
benefits:

Choose either Intelligence or Charisma.

Increase the chosen score by 1, to a maximum of 20.

You gain proficiency in your choice of one of the following skills:
Deception, Insight, Intimidation, Performance, or Persuasion. When
you make an ability check with the chosen skill to influence a creature
that is indifferent or hostile towards you, you add double your
proficiency bonus to the check, instead of your normal proficiency
bonus.
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Your jaded attitude is so deeply ingrained that it grants you
resistance to psychic damage and advantage on saving throws against
being charmed.

You can influence others with your family's reputation for always
paying its debts— whether that means rewarding aid or punishing
defiance. As an action, you can choose one humanoid creature that
can hear you. For T minute, you have advantage on all Charisma
checks directed at that creature. After this effect ends, you must finish
a long or short rest before you can use this trait on that particular
creature again. If a creature previously influenced with this effect is
confronted with proof that the promise of repayment cannot or will
not be fulfilled, it becomes hostile towards you, and may seek
retribution later or even immediately attack.

Jaded Urbanite

Whether you grew up in a large city or spent time in one as an
adult, you are familiar with life on crowded urban streets, and you
know to be on constant guard against attack, theft, or clever deceit.
This grants you the following benefits:

Increase your Wisdom score by 1, to a maximum of 20.

Choose one of the following skills: Deception, Insight,
Intimidation, or Persuasion. You gain proficiency in that skill if you
don't have it already, and you also gain expertise, meaning you double
your proficiency bonus on ability checks with it.

Your jaded attitude is so deeply ingrained that it grants you
resistance to psychic damage and advantage on saving throws against
being charmed.

Within a village, town, or city, you are never slowed by difficult
terrain unless it is magical, and you can move through spaces
occupied by non-hostile humanoids and beasts as if they were allies.

When you are surprised, you can still take a single action during
the surprise round, but it can only be the Dash, Disengage, or Help
action.

Sea Raider Heritage

You come from a culture known for using ships to engage in
piracy or raid mainland settlements. This feat grants you the following
benefits:

Choose one of the following ability scores: Strength, Dexterity, or
Constitution. Increase the chosen score by 1, to a maximum of 20.

You have advantage on all saving throws and ability checks
related to swimming and to staying on-board any water vehicle.

You gain proficiency with your choice of land vehicles, water
vehicles, or one of the following skills: Animal Handling, Athletics,
Intimidate, Nature, Stealth, or Survival. You also gain expertise with the
chosen proficiency, meaning you double your proficiency bonus for
all ability checks with it.

You learn the Menacing Attack maneuver from the Battle Master
archetype in the fighter class. The saving throw DC for this maneuver
equals 8 + your proficiency bonus + your Strength or Dexterity
modifier (your choice). If you already have superiority dice, you gain
one more; otherwise, you have one superiority die, which is a d6. This
die is used to fuel your maneuvers. A superiority die is expended
when you use it. You regain your expended superiority dice when you
finish a short or long rest. In addition, if you have no superiority dice,
you regain one expended superiority die when you inflict damage on
a hostile creature that is frightened of you.

Steady At The Helm

You are highly skilled in steering vessels that travel by sea, such
as ships, sailboats, fishing boats, yachts, and other types of maritime
vessels. This feat grants you the following benefits:

Increase your choice of either your Dexterity or Wisdom score by
1, to a maximum of 20. You gain proficiency with navigation tools and
with vehicles (water).

You gain expertise with your proficiency in vehicles (water), which
means your proficiency bonus is doubled for any ability check you
make with that proficiency.

You have advantage on all Strength (Athletics) and Dexterity
(Acrobatics) checks related to swimming, climbing, keeping your
balance, or avoiding falling.

You can use a sudden maneuver to aid an ally in combat. You can

use the Help action to aid an ally's attack roll, even if they are not
Paan
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within 5 feet of you, so long as you can see both your ally and their
target, and both are aboard a vehicle you are piloting.

Swamp Dweller

You are well-accustomed to life in swamps, marshlands, or bogs,
such as the Flooded Forest or the Marsh of Chelimber. Having few
resources, your neighbors could survive by foraging, fishing, and
hunting, all while navigating treacherous terrain and avoid deadly
wildlife. This feat grants you the following benefits:

Choose one of the following ability scores: Dexterity, Constitution,
or Wisdom. Increase the chosen score by 1, to a maximum of 20.

You are proficient with herbalism kits, and you know the
druidcraft cantrip. When you reach 3rd level, you can cast the detect
poison and disease spell once with this benefit. When you reach 5th
level, if you have an herbalism kit on your person, you can cast the
lesser restoration spell once with this benefit. You regain the ability
to cast these spells when you finish a long rest. Wisdom is your
spellcasting ability for these spells.

You gain advantage on all Intelligence and Wisdom checks related
to recalling information about your homeland and its inhabitants, and
to surviving in your homeland or similar climates.

You have a great affinity for poisons, and you are proficient with
poisoner's kits. When you would make a saving throw against poison
or take poison damage, you can use your reaction to roll 2d4. You add
the total to your saving throw result or, if you would take poison
damage, you reduce the damage by that total.

You can move across difficult terrain made of earth, foliage, snow,
ice, or water-logged material of any kind without expending

MULTICLASS FEATS

CLASS FEAT BENEFIT
Barbarian

Bard
Cleric
Druid
Fighter
Monk
Paladin
Ranger
Rogue
Sorcerer
Wizard
Warlock

Martial Training

RACIAL FEATS

STORY FEATS

TALENTS

LINKS AND SOURCERS
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CLASSES

VARIANT (ALTERED AND ADDITIONAL) FEATURE

BapuaHTHOe KAaccoBOe CBOWMCTBO MOXET ObITb MCMOAB3OBAHO C
paspelleHus MacTepa.

REPLACEMENT FEATURE

3aMeHﬂ}ou1ee KAaCCoBoOe CBOWCTBO 3aMeHseT
KAQCCOBOE CBOMCTBO 6a30BOro KAAacca MAMU apxeTuna.

YKazaHHOe

EXPANDED FEATURE

PaCLLIl/IpeHHOQ KAQCCOBOE CBOMCTBO AOGABASIET BO3MOXHbIX OINMLMHA
K CyLLEeCTBYIOUIMM KAAaCCOBbIM CBOMCTBAM.

CLASS AND ARCHETYPE FEATURES

KaaccoBbie cBomcTBa 3aMeHsIIOTCs 60AEE CAOKHO

EXPLORATION TRICKS

Kaxabl#t knace Ha Tom ypoBHe noayuaet Exploration Tricks.
FIGHTER EXPLORATION KNACKS
Amphibious Combatant
You gain a swimming speed equal to your walking
speed, and may spend 1 exertion to reroll a failed Strength (Athletics)
check to swim and may choose whether to use the new roll or the
original. In addition, you add your proficiency bonus to the number of
minutes you can hold your breath before suffocating, and can spend
1 exertion to hold your breath for an additional minute.
Burst of Strength
You have moments of incredible strength. When you
make a Strength check you may choose to add your Proficiency bonus
to the roll. Once you use this feature, you must finish a short or long
rest before you can use it again.
Extreme Leap
When you take the Dash action, your jump distance is
doubled for the turn. You may spend 1 exertion to triple your jump
distance for the turn instead, and may move the full distance of your
jump even if it exceeds your speed.
Mountaineer
You gain a climbing speed equal to your walking
speed, and may spend 1 exertion to reroll a failed Strength (Athletics)
check to climb and may choose whether to use the new roll or the
original. In addition, moving through nonmagical difficult terrain costs
you no extra movement.
Nightwatch
You are used to sleeping light and making the most
of your rest. When taking a long rest, add your proficiency bonus to
the number of hours you can spend in light activity. In addition, one
hour of that time can be spent in strenuous activity near the rest site
(such as patrolling, fighting, or other adventuring activities) without
interrupting your rest.
Campaigner
You have the ability to go for the long haul, carrying
heavy equipment across long distances. You add your proficiency
bonus to your Strength score when determining your carrying
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capacity, the weight you can lift, push, or drag, and the number of
hours you can march before you risk exhaustion from a forced march.

Agile Athlete
You gain an expertise die on Athletics checks and a
climb speed equal to your walking speed.
Boobytrapper
You gain an expertise die on Sleight of Hand checks.
You may make a Sleight of Hand check to conceal caltrops, ball
bearings, a hunting trap, an alarm bell, or other Tiny traps. The result
of your Sleight of Hand check is the DC for discovering these
obstacles. They can be spotted without a check if they are not
obscured.
Delay Trap
You gain an expertise die on checks made with
thieves' tools. When you would trigger a mechanical trap on your turn,
your alert senses warn you of danger before you complete the action.
You may immediately end your turn in order to delay the trap's effects
until the start of your next turn.
Expertise Training
You gain an expertise die on one of the following skill
or tool checks: Acrobatics, Athletics, Investigation, Perception, Stealth,
thieves' tools. You may choose this knack more than once.
Extra Skill Training
You gain proficiency with one of the following skills
or tools: Acrobatics, Athletics, Investigation, Perception, Stealth,
thieves' tools. You may choose this knack more than once.
Hide in the Shadows

You gain an expertise die on Stealth checks. You can
attempt to hide while you are in an area of dim light.
Observer
You gain an expertise die on Perception checks and
increase your passive Perception score by 3.
Scout Leader
You gain an expertise die on Stealth checks. When
your party makes a group Stealth check, you may apply your result to
yourself and one ally after seeing the results of all rolls. Additionally,
when you are traveling, you can move stealthily at a normal pace.
Sense for Secrets
You gain an expertise die on Investigation checks.
You have a sense for finding hidden things. You can spend a minute
observing an area. If there are tricks, traps, secret doors, or Other
unusual features of a nonmagical nature within 30 feet of you on an
unobscured surface you can see, you know something nearby is worth
investigating, but not what or where it is. You can't use this ability
twice on the same area.
Tuck and Roll

You gain an expertise die on Acrobatics checks. When
you would take falling damage, make an Acrobatics check and reduce
the damage by an amount equal to the result of the check.

DRUID EXPLORATION KNACKS
ROGUE EXPLORATION KNACKS
RANGER EXPLORATION KNACKS
Beast Friend
If you spend 10 minutes befriending and feeding a Medium or
smaller beast of CR 1/8 or less, you become its guardian ranger. [t
follows you and is loyal to you, but it acts independently. In combat, it
rolls its own initiative and acts on its own turn. The beast won't attack
except as a reaction to being attacked, but it can take other actions as
normal and makes death saving throws. You can only be a guardian
ranger to one beast at a time.
Calls of the Wild
Using verbal and nonverbal cues to communicate with beasts,
you can gain basic information from them or make a simple request
(like delivering a short message or small object).
Ear to the Ground
By expending T minute remaining stationary, using sound and
vibrations alone, until you move or take an action you are able to
deduce information up to 30 feet in every direction, as if using
blindsight or tremorsense.
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Grub Hunter

You can take T minute to collect a number of edible, non-
poisonous grubs equal to your proficiency bonus. Availability of such
grubs is dependent on the terrain and the GM's discretion. A creature
can use its action to eat up to 5grubs, each of which restores 1 hit
point and provides enough nourishment to sustain a Medium or
Smaller creature for one day. Eating additional grubs has no effect
until the creature finishes a short or long rest.

The grubs die and spoil 24 hours after being collected.

Healing Salves

Once between long rests you can spend an hour to collect
natural ingredients and concoct an ointment that speeds healing. This
salve is potent for 24 hours and has a number of uses equal to T+ your
Wisdom modifier. As an action, you can use the salve to restore 1d4
hit points to a creature within reach.

Herbal Bitters

You can spend an hour to collect ingredients and brew two
servings of a bitter drink that is potent for 24 hours. Imbibing a serving
takes an action and reduces exhaustion by one level for 4 hours.

Master Tracker

Prerequisite: 9th Level

You can spend 5 minutes looking at a 30-foot diameter
outdoor area to study the ground and other clues. You learn all events
which

transpired in that area in the last 24 hours as though you had
witnessed them yourself, although you do not learn secret
information not obvious to an observer. The information you gain is
only that which would be learned by sight; you do not gain sound-
based information or learn what creatures in the area said to each
other.

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

Monster Mimic

By imitating how a beast or studied adversary sounds, looks,
and moves, you gain advantage on Deception and Intimidation checks
made to convince a creature that it is seeing or hearing that beast or
studied adversary.

Poisons and Antidotes

Once between long rests you can spend 10 minutes to extract
3 doses of liquid poison (when ingested, a creature makes a DC 10
Constitution saving throw or is poisoned for 1 hour) from poisonous
plants you've foraged with an hour of searching and DC 10 Survival
check. Alternatively, using the same plants you can spend an hour
making a dose of antitoxin (see Chapter 4: Equipment).

Read the Room

By spending 10 minutes observing facial expressions, body
language, and vocal intonation, you can detect minute details which
give you insight into the creatures within 30 feet of you. For the next
minute, you can direct your focus on any one creature that you can
see within 30 feet. If the creature you choose has an Intelligence of 3
or lower or doesn't speak any language, the creature is unaffected.

You learn the surface thoughts of the creature—what is most
on its mind in that moment. As an action, you can shift your attention
to another creature's thoughts.

Relentless Pursuit

Once you have successfully picked up the tracks of a creature,
you are able to follow those tracks without any need for further
checks for a period of up to 7 days.

See the Unseen

Prerequisite: 5th Level

Once between long rests you can focus your attention on
peripheral sights, sounds, and other signs of unseen passage. For the
next hour, you can detect invisible creatures and objects, their
location, movement, and actions, and even sense creatures and
objects in the Ethereal Plane.

SORCERER EXPLORATION KNACKS
BARBARIAN

Exploration Knacks

P -ctiin.
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When you gain access to a new exploration knack, choose one
of the following.

Lead the Pack

Your unfaltering actions inspire your teammates to greater
efforts. You gain an expertise die on Athletics or Acrobatics checks
made to climb, jump, run, and swim. When your party makes a group
Athletics or Acrobatics check, you may apply the results of your roll
to yourself and one ally. You can choose which ally to apply your
result to after everyone has rolled, but must do so before the GM says
whether you succeed or fail.

Mark of the Wilderness

You have traveled far and seen much, and those around you
can tell. You gain an expertise die on Intimidation checks. In addition,
you may always choose to use Strength when rolling an Intimidation
or Persuasion check.

Path of Lean Winters

You gain advantage on saving throws made to resist the
effects of cold weather as though you were wearing cold weather gear,
but without the disadvantages in hot weather. Additionally, you can
go without food for a number of days equal to 3 + twice your
Constitution modifier (minimum 1) before taking a level of exhaustion.

Path of Scorching Summers

You gain advantage on saving throws made to resist the
effects of hot weather as though you were wearing hot weather gear,
but without the disadvantages in cold weather. You also gain
advantage on saving throws made to resist the effects of thirst.

Sharpened Senses

Your time spent drawing on your rage has brought the world
into sharp, relentless focus. You gain an expertise die on Investigation,
Perception, or Survival checks made to follow a creature's trail.

CLASS SPECIFIC LORE
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FIGHTER LORE
Arms Merchant
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You have experience dealing in arms. You can reliably
find places to trade in weapons and armor, even in smaller
settlements. You may add your proficiency bonus to Intelligence
checks to estimate the value of weapons and armor, and gain
advantage on Charisma checks to barter in such goods.

Evaluate Technique

You can use a bonus action to make a Insight check
to evaluate a creature's combat abilities. On a success you learn of a
signature combat ability they possess, such as any combat traditions
they possess the most maneuvers from, a dragon's breath weapon, or
a ranger's Fighting Style.

Weapon Lore

You may add your proficiency bonus to Intelligence
checks made to recall lore or gather information about weapons,
armor, and other martial equipment that don't already use your
proficiency bonus. In addition, you may investigate the magical
properties of such an item as an action by handling it, such as
swinging a sword or hefting a shield. You learn its properties, how to
use them, whether it requires attunement, and how many charges it
has, if any (but you do not learn about any curses it might have). You
can gain similar information simply by seeing it, but must succeed on
an Intelligence check to do so (uncommon—DC 10, rare— DC 13, very
rare—DC 15, legendary—DC 18, artifact—DC 20).

REPUTATION BENEFITS

FIGHTER REPUTATION BENEFITS
Intimidating
You are a force to be reckoned with, a terror to your
foes and a fearsome ally. You have advantage on Charisma
(Intimidation) checks. In addition, you may spend 2 exertion as a
bonus action to intimidate one creature within sight. They must
Paan
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succeed on a Wisdom saving throw (DC 8 + your proficiency bonus +
your Charisma modifier) or become frightened of you for the next
minute.

Leadership

Many people are willing to look to you as a leader,
heeding your words and direction. Define a group when you gain this
feature, such as an organization you're a part of, common people who
rally to a cause you uphold, or fans following your deeds. By spending
an hour searching an appropriate locale, you may find and enlist the
aid of an individual in your following. They are not obligated to help
you but will generally grant easy requests, and will aid in more
complex or dangerous tasks if given adequate cause or compensation.

Mysterious

You are shrouded in mystery, appearing without
warning and vanishing without trace. Intelligence checks made to
learn about you have disadvantage. You have advantage on saving
throws against divination spells and similar effects, and spells such as
divination or legend lore reveal only cryptic phrases and pieces about
you.
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FIGHTER

SURVIVALIST

Those who model themsleves after this archetype have developed the
skills to persist and flourish in any environment. They have an innate
ability to blend in and use their knowledge of the terrain and its
denizens to take every advantage and succeed the day.

Ranger of the Wild

Beginning at 3rd level, your time spent in the wilderness has honed
your survival skills. You gain your choice of three of the following
features:

Forager.
When you forage, you find twice as much food as you normally would.
Strider.

Moving through nonmagical difficult terrain costs you no extra
movement.

Tracker.

While tracking other creatures, you also learn their exact number, their
sizes, and how long ago they passed through the ares.

Trainer.
You have advantage on Wisdom (Animal Handling) checks.
Trapper.

You add your proficiency bonus to the DC for detecting and avoiding
the hunting traps that you place.

Traveler.

You learn one language of your choice.
Hunter's Quarry

Also starting at 3rd level, you've learned to hone your sights in on a
creature and mark it. As a bonus action, you choose a creature you
can see within 100 feet and mark it as your quarry. You must
concentrate on this mark as if you were concentrating on a spell, and
it lasts up to 1 hour.

Until the mark ends, any maneuvers you use that affect this creature
also cause it to take damage equal to 1d4 + your Wisdom modifier of
a damage type a weapon you're wielding can deal. In addition, you
have advantage on any Wisdom (Perception) or Wisdom (Survival)
check you make to find it. If the target drops to O hit points before
this mark ends, you can use a bonus action on a subsequent turn of
yours to mark a new creature.

You can use this feature a number of times equal to your Wisdom
modifier (minimum of once). You regain all expended uses when you
complete a long rest.

Wilderness Guide

At 7th level, your adeptness at traveling and surviving in the rough
and untamed regions of the world allows you to lead others more
easily through any environment. While traveling for an hour or more
in the wilderness, you gain the following benefits:

- Difficult terrain doesn't slow your group's travel.

- Even when you are engaged in another activity while
traveling (such as foraging, navigating, or tracking) you remain alert to
danger.

- You do not suffer the penalty to passive Wisdom (Perception)
checks imposed by moving at a fast pace.

- Your group can move stealthily at a normal pace.

Hide in Plain Sightp16

Starting at 10th level, you can spend 1 minute creating natural
camouflage for yourself. You must have access to fresh mud, dirt,
plants, soot, and other naturally occuring materials with which to
create your camouflage.

Once you are camouflaged this way, you gain a +I0 bonus to

Dexterity (Stealth) checks against creatures while you remain in
o
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terrain similar to your natural disguise. Once you move or make an
attack, this effect is suppressed until the beginning of your next turn.

Your camouflage lasts 1 hour or until physical conditions
otherwise ruin it (such as swimming or rain).

Stand Against the Tide

At 15th level, whenever a creature attacks you and does not have
advantage, you can use your reaction to impose disadvantage on the
creature's attack roll against you. You can use this feature before or
after the attack roll is made, but it must be used before the outcome
of the roll is determined.

Sixth Sense

At 18th level, you gain preternatural senses that help you fight
creatures you can't see. When you attack a creature you can't see, your
inability to see it doesn't impose disadvantage on your attack rolls
against it.

You are also aware of the location of any invisible creature within
30 feet of you, provided that the creature isn't hidden from you and
you aren't blinded or deafened.

TEMPLAR

Those who model themselves after the archetypal Templar have
dedicated themselves to a singular divine directive. To root out
profane magic and uphold the virtues of their deity. Templars receive
the divine accent of their power from their devotion to a particular
deity who is opposed to arcane magic.

Channel Divinity

At 3rd level, you gain the ability to channel divine energy directly
from your deity, using that energy to produce a magical effect. You
start with one such effect: Gift. When you use your Channel Divinity,
you choose which effect to create. You must then finish a short or
long rest to use your Channel Divinity again. Some Channel Divinity
effects require saving throws. The DC for these spells is 8 + your
proficiency bonus + your Charisma modifier. Beginning at 6th level,
you can use your Channel Divinity feature twice between rests. When
you finish a short or long rest, you regain your expended uses.

Channel Divinity: Gift.

As an action, you present a symbol of your faith and speak a
prayer calling for assistance from your diety. When you use this
feature, you can cast a single divination or enchantment spell from
the cleric spell list of an appropriate level or lower, as shown on the
Gifted Magic table below. Charisma is your spellcasting modifier for
this spell.

Level

3rd Tst level

7th 2nd level

13th3rd level

19th 4th level

Gifted Magic

Blessed Direction

Spell Level

Also at 3rd level, you learn the guidance cantrip and gain
proficiency in either Religion or History (your choice). You also gain
the ability to use a holy symbol as a spellcasting focus for spells you
cast granted by your Channel Divinity.

Countermagicpl7

Starting at 7th level, you've become adept at predicting the nature
of magic and delaying its effect. If a creature you can see or hear
within 60 feet casts a spell, you can use your reaction to attempt to
stall its effect and potentially end it. If that spell is 3rd level or lower
and has a casting time of 1 action or less, that creature must make a
contested Charisma check to resist your delaying effect. If you
succeed, the creature is forced to concentrate on the spell until it's
next turn, and the creature must cast the spell immediately at the start
of it's turn (no action required). If it can't, the spell is wasted.

You can use this feature twice. You regain all expended uses after
completing a long rest.

Residual Defensep17
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Beginning at 10th level, your experience dealing with magic and
its effects has given you a sheen of reflex against it. After taking
damage from a spell or magical source, you can use your reaction to
gain resistance to that damage type until the end of your next turn. If
a single spell or effect deals damage of more than one type, you gain
resistances to all types dealt.

Boon of Fervorp17

At 15th level, your diety has rewarded you for your furious pursuit
of your goal. You and any number of creatures within 30 feet that can
see or hear you gain temporary hit points equal to your Fighter level
when you use Action Surge.

Disruptionpl17

Starting at 18th level, your mastery over fighting spellcasters has
allowed you to develop a technique for interrupting their ongoing
magical boons. Any maneuver you use that affects a creature forces
that creature to make a Constitution saving throw to maintain their
concentration. The DC for this is equal to your maneuver save DC. If
the maneuver also deals damage to the creature, it must make a
separate concentration check for that damage as normal.

ELDRITCH KNIGHT

War Magic
[Expanded Archetype Feature]

7th level martial archetype feature

You can use your bonded weapon as a spellcasting focus for your
eldritch knight spells.

Additionally, if spell description says that you make weapon attack
as part of casting spell then range of such spell is equal to your
bonded weapon’s reach (for example, range of green flame blade with
glaive as weapon will be 10 ft.).

Improved War Magic.

Starting at 18th level, when you use your action to cast a spell, you
can make one weapon attack as a bonus action.

TACTICIAN ARCHETYPE

Strategic Mind

You have a particularly sharp mind for tactics, possessing the
ability to quickly adapt your stratagem to the flow of battle. With this
insight, you can guide your allies, allowing them to position
themselves and gain advantage where once there was none.

During combat, whenever a friendly creature that can see or hear
you begins their turn within 60 feet of you, you can gains a Command
die, a d6, which they can spend when performing actions in pursuit of
your suggested tactic. A suggested tactic must be a specific task such
as ‘shove that creature’, ‘cast a spell at that orc, ‘withdraw from melee’,
or ‘attack that target, not “kill them all” or “win this battle!”. Once within
the next 10 minutes, your ally can add your Command Die to any
attack roll, ability check, damage roll, or saving throw made in pursuit
of your suggested tactic. Your ally can wait until after they roll a d20
before deciding to use the Command die, but must decide before the
GM says whether the roll succeeds or fails. Once the Command die is
rolled, it is lost. A creature can have only one Command die at a time.
If your ally does not perform the suggested tactic or is somehow
unable to do so, the die is returned to your command die pool after
10 minutes. For example, if you suggest that your ally knock a guard
prone, they can only use your Command die on attack rolls or ability
checks to knock down the guard. If for some reason that guard is killed
or already knocked prone by the time your ally’s turn comes up, the
die is not spent and returned to your pool.

You can use this feature a number of times equal to your
Intelligence modifier (a minimum of once). You regain any expended
uses when you finish a short rest. Your Command die changes when
you reach certain levels in the fighter class. The die becomes a d8 at
5th level, a d10 at 10th level, and a d12 at 15th level.

Student of History

Once you reach 3rd level you gain proficiency in the History skill.
If you were already proficient with History, you add double your
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proficiency bonus on all ability checks that benefit from your
proficiency in the History skill.

Tactical Maneuvers

Learning Maneuvers. At 3rd level you learn three Tactical
Maneuvers, from the list presented below. You learn an additional
maneuver when you reach 7th, 10th, and 15th level. Tactical Maneuvers
are powered through the use of tactical points. Additionally, anytime
you gain a fighter level you may switch one of your Tactical
Maneuvers for another.

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

Tactical Maneuver Save DC =
Intelligence modifier.

Tactical Points

You gain 3 tactical points to power your Tactical Maneuvers. You
gain an additional tactical point upon reaching 7th, 10th, and 15th level
in the fighter class. You regain all spent tactical points after
completing a short or long rest.

Tactical Maneuvers

Brutal Ambush

When you and your allies catch an enemy by surprise the results
are simply devastating. When you attack a surprised creature, you may
spend T tactical point as a reaction to grant all friendly creatures within
30 feet who can hear or see you advantage on their next attack roll
before the end of their next turn.

8 + your proficiency bonus +

Hammer and Anvil

You set up a combined attack, trapping your opponent between
you and your allies. As an action, you may make a single melee
weapon attack and, if you hit, you may spend 2 tactical points to force
that creature to make a Wisdom saving throw. If your target fails, they
immediately provoke an opportunity attack from any single friendly
creature of your choice that is adjacent to the creature you struck.

Knight's Move

You position yourself and an ally into an advantageous position.
Immediately after making an opportunity attack, you may spend 1
tactical point to allow a single friendly creature within 30 feet who can
hear and see you to instantly move 15 feet.

On My Mark

Sometimes it's best to lead by example. As part of an attack action,
you may spend 1 tactical point to grant a single ally within 30 feet who
can hear and see you advantage on their next attack roll against the
creature you attack. If your ally successfully hits with this attack they
deal an additional 1d6 damage. This damage increases to 1d8 when
you reach 5th level, 11th level becomes 1d10 and finally, 1d12 at 17th
level.

Rallying Cry

You call upon your allies and inspire them to greater acts of
heroism. As an action, you may spend 2 tactical points to grant all
friendly creatures within 60 feet who can hear or see you a number
of temporary hit points equal to 1d10 + your Intelligence modifier.
These temporary hit points fade away after T minute.

Stand your Ground

With a shout, you command your allies to set themselves to
receive a charge. When a creature moves within 10 feet of you or an
ally within 30 feet of you, as a reaction you can call out to your allies
to be ready for an attack. You spend 1 tactical point and all friendly
creatures within 30 feet who can hear or see you gain resistance
against bludgeoning, piercing, and slashing damage from non-magical
weapons until the end of their next turn.

Strategic Maneuver

In battle, positioning is everything. As a bonus action, you may
spend 1 tactical point to let a friendly creature within 60 feet who can
hear or see you use their reaction to move up to their speed.

Strike the Rod

You can put the fear of a training sergeant into your allies, helping
them to shake off lesser fears. Whenever one of your allies becomes
frightened, as a reaction you can help them regain their composure.
You spend T tactical point and all friendly creatures within 60 feet who
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can hear or see you can make a new saving throw to shake off any
effect which has resulted in the frightened condition. If the effect that
granted the frightened condition does not grant a saving throw, your
allies must make a DC: 20 Charisma saving throw to remove the
frightened condition.

Tempting Target

By making yourself a target for an attack, you force your opponent
to overextend, leaving a perfect opening for your allies. When you
take the Attack action, you may spend 1 tactical point as a bonus action
to force a creature within your reach to make a Wisdom saving throw.
If your target fails its saving throw, all friendly creatures who saw the
attack gain advantage on their next attack roll against your target.
Regardless of the result of the saving throw, if the target attacks
anyone other than you during its next turn it suffers disadvantage on
their attack roll

Warning Shout

You warn your allies to dive for cover! When a friendly creature
within 60 feet who can hear and see you is the target of a spell, you
can use your reaction to shout a warning to them. You spend 1 tactical
point and that creature gains advantage on their saving throw against
the triggering spell. If the spell has no save your ally gains resistance
against the triggering spell's damage instead.

Distracting Strike.

When you hit a creature with a weapon attack, you can expend
one superiority die to distract the creature, giving your allies an
opening. You add the superiority die to the attack’s damage roll. The
next attack roll against the target by an attacker other than you has
advantage if the attack is made before the start of your next turn.

Cry Havoc

At 10th level, when rolling initiative, you may spend 1 tactical point
to grant all allies who can see or hear you within 60 feet advantage
on their initiative roll. Once this feature is used it may not be used
again until you complete a long rest.

Crescendo of Violence

Once you reach 15th level any time you score a critical hit you
instantly regain a use of Strategic Mind or 1 tactical point (your choice).

Tactical Awareness

Upon reaching 18th level if you start combat with no uses of
Strategic Mind or no tactical points, you instantly recover one of each.

COMMANDER

Commanders educate themselves in the art of war, having been
trained in places such as a military academy and taught how to best
direct a squad. Alternatively, they might have learned how to
command in the field, while working as a town guard or mercenary
company, and serving under a more experienced leader.

Combat Superiority

When you gain this archetype at 3rd level, you gain a number of
maneuvers fueled by special dice called superiority dice.

Maneuvers. You learn three maneuvers, two of which must be
chosen from the list of Command maneuvers. At 7th, 10th, and 15th
level you learn two additional maneuvers, one of which must be a
Command Maneuver. Each time you learn a maneuver, you can
replace an existing maneuver.

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

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

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

Maneuver save DC = 8 + your proficiency bonus + your Strength
or Dexterity modifier (your choice)

Command Maneuvers. The following maneuvers are Command
Maneuvers:
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. assist focus,
. castling,
. commander's strike,
. disorientating attack,
e  distracting strike,
e knight's gambit,
. maneuvering attack,
. rally,
. shake it off,
. superior assistance,
e superior diplomacy,
®  warning cry.
Other maneuvers can be added to this list at the discretion of the
Dungeon Master.
Tactical Action Surge

Also at 3rd level, you learn how to spot openings in your enemy's
defenses and coordinate with your allies. When you use your Action
Surge feature, you can choose to grant your extra action to a
companion instead of using it yourself. This ally must be a friendly
creature within 60 feet who is able to take actions and can see and
hear you. The friendly creature uses their reaction to immediately take
an Attack, Dash, or Dodge action or cast a cantrip.

Combat Leader

When you reach 7 th level, when you are not surprised, you and
friendly creatures within 60 feet who can see and hear you can
choose to apply half your proficiency bonus to their initiative rolls.

Tactical Superiority

At 10th level, you add half your proficiency bonus to superiority
dice rolls.

Evaluate Situation

Starting at 15th level, you can observe the unfolding battle and
decide how to best act. When you have no remaining superiority die,
as a bonus action you can assess the battle to regain 1 superiority die.
This superiority die must be used before the end of your next turn.

Once you use this feature, you cannot use it again until after the
next time you roll initiative.

Reliable Tactics

At 18th level, your talents in battle are less subject to swings of
fortune. You can choose to use your Intelligence modifier in place of
the superiority die roll. You can do so after the die is rolled but before
any results are applied.

Once you use this feature, you cannot use it again until you
complete a short or long rest

PURPLE DRAGON KNIGHT

Purple Dragon Knights are traditionally warriors from the kingdom
of Cormyr. They are proper knights, named after an ancient dragon
once slain by a Cormyrean hero of old. They inspire others as they
head into battle. In other settings, they are simply called Bannerets.

Leader of Battle

At 3rd level, you gain a pool of d6s called rally dice. You have four
of these dice, which you can spend for the following effects. You
regain any expended rally dice when you finish a short or long rest.

Heroic shield. When a creature within 5 feet of you would take
damage, you can use your reaction to defend it. Expend a rally die, roll
it, and add your fighter level to it. The damage is reduced by the result.

Inspire courage. As a bonus action, you can expend a rally die to
inspire one allied creature within 60 feet of you that can hear you.
The creature is immune to the frightened condition until the end of
your next turn. The first time that creature deals damage to a creature
before the end of its next turn, it can roll the rally die twice, add the
two results together, and add the final result to the damage dealt to

that creature.
—
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Lead the attack. As a bonus action, you can spend a rally die and
choose an allied creature within 60 feet of you that can hear you. The
creature can use its reaction to move up to it speed and make a single
weapon attack, rolling the rally die and adding the result to the attack
roll.

Rallying cry. As a bonus action, you can spend a rally die and
choose up to three allied creatures within 60 feet of you that can hear
you. Roll the die and add half your fighter level. Each chosen creature
regains that many hit points, and its speed increases by 10 feet until
the end of your next turn.

Strike fear. When you hit a creature with a weapon attack, you can
expend a rally die to drive its morale into the ground. Roll the rally
die and add the result to your damage roll for the attack. The target
must make a Wisdom saving throw with a DC of 8 + your proficiency
bonus + your Strength or Dexterity modifier (your choice). On a failed
save, the creature is frightened of you until the end of your next turn.

Royal Envoy

A Purple Dragon Knight serves as an envoy of the Cormyrean
crown. Knights of high standing are expected to conduct themselves
with grace.

At 7th level, you gain proficiency in the Persuasion skill. If you are
already proficient in it, you gain proficiency in one of the following
skills of your choice: Animal Handling, Insight, Intimidation, or
Performance.

Your proficiency bonus is doubled for any ability check you make
that uses Persuasion. You receive this benefit regardless of the skill
proficiency you gain from this feature.

Great Leader

At 10th level, your rally dice become d8s. At 18th level, they
become d10s.

Enduring Leader

Starting at 15th level, when you start your turn and have no rally
dice remaining, you regain 1 rally die.

Bulwark

Starting at 18th level, you and your allies form a solid, unbeatable
wall. When you use your Second Wind, you and each allied creature
within 10 feet of you gains temporary hit points equal to the amount
of hit points you just regained.

MARSHAL

w

When the Purple Dragons take

to the field of battle they

are commanded by expe-

rienced leaders who know

the intricacies of tactics and

strategy and who are able to

command their allies in accomplishing great feats.
When led by a marshal, these trained fighting men
become a cohesive unit whose whole is far greater
than the sum of its parts.

Battle Leader

When you choose this archetype at 3rd level, you
learn to direct and inspire your allies. You can use
the Help action as a bonus action.

Inspiring Words
At 3rd level, you gain the ability to inspire your allies
to battle even in the face of mortal peril. As a bonus
action, you may choose up to five creatures within
60 feet that can see and hear you. Each creature
gains temporary hit points equal to your Fighter
level.

You may use this ability a number of times equal
o,

{

to your Charisma modifier and regain all expended
uses when you finish a long rest.

Hammer and Anvil

At 7th level, when you make a melee weapon attack against a
creature who has another enemy within 5 feet of it you may deal an
additional 1d4 points of damage. This damage increases to 1d6 at 16th
level and 1d8 at 20th level.

Coordinated Strike

Beginning at 10th level, once per turn when you hit a creature with
a weapon attack, you can expend one use of your Inspiring Words
feature and choose an ally within 5 feet of the target. That ally can im-
mediately use its reaction to make a weapon attack.

Tactical Maneuvering

Starting at 15th level, you can use a bonus action to allow your
allies to reposition. Choose a number of allies who can see and hear
you equal to your Charisma modifier. Each can move a distance equal
to one half their movement speed. Once you have used this feature
you can't use it again until you finish a short or long rest.

Stand Tough

Starting at 18th level, if an ally within 30 feet who can see and hear
you would take damage that would reduce them to O hit points and
not kill them outright, you may use your reaction to make a Charisma
saving throw (DC 5 + the damage taken). On a success, they instead
drop to 1 hit point. Once you use this feature, you can’t use it again
until you finish a long rest.

COMMANDER [Fighter]

Commanders educate themselves in the art of war, having been
trained in places such as a military academy and taught how to best
direct a squad. Alternatively, they might have learned how to
command in the field, while working as a town guard or mercenary
company, and serving under a more experienced leader.

COMBAT SUPERIORITY

When you gain this archetype at 3rd level, you gain a number of
maneuvers fueled by special dice called superiority dice.

Maneuvers. You learn three maneuvers, two of which must be
chosen from the list of Command maneuvers. At 7th, 10th, and 15th
level you learn two additional maneuvers, one of which must be a
Command Maneuver. Each time you learn a maneuver, you can
replace an existing maneuver.

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

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

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

Maneuver save DC = 8 + your proficiency bonus + your Strength
or Dexterity modifier (your choice)

Command Maneuvers. The following maneuvers are Command
Maneuvers: assist focus, castling, commander's strike, disorientating
attack, distracting strike, knight's gambit, maneuvering attack, rally,
shake it off, superior assistance, superior diplomacy, and warning cry.

Other maneuvers can be added to this list at the discretion of the
Dungeon Master.

Also at 3rd level, you learn how to spot openings in your enemy's
defenses and coordinate with your allies. When you use your Action
Surge feature, you can choose to grant your extra action to a
companion instead of using it yourself. This ally must be a friendly
creature within 60 feet who is able to take actions and can see and
hear you. The friendly creature uses their reaction to immediately take
an Attack, Dash, or Dodge action or cast a cantrip.

COMBAT LEADER

When you reach 7 th level, when you are not surprised, you and
friendly creatures within 60 feet who can see and hear you can
choose to apply half your proficiency bonus to their initiative rolls.

F i Y
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TACTICAL SUPERIORITY

At 10th level, you add half your proficiency bonus to superiority
dice rolls.

Evaluate Situation

Starting at 15th level, you can observe the unfolding battle and
decide how to best act. When you have no remaining superiority die,
as a bonus action you can assess the battle to regain 1 superiority die.
This superiority die must be used before the end of your next turn.

Once you use this feature, you cannot use it again until after the
next time you roll initiative.

Reliable Tactics

At 18th level, your talents in battle are less subject to swings of
fortune. You can choose to use your Intelligence modifier in place of
the superiority die roll. You can do so after the die is rolled but before
any results are applied.

Once you use this feature, you cannot use it again until you
complete a short or long rest

COMMANDER

(Fighter Alternate Class)

Commanders are courageous leaders whose words inspire valor
and ferocity in their allies. Their bolstering words and selfless
leadership help terrified infantry stand tall against the forces of evil.

Warning Shout (Alternate Class Feature)

When an ally you can see takes damage, you may reduce the
damage taken by 1d10 + your fighter level as a reaction. Once you use
this feature, you must complete a short or long rest before you can
use it again.

This replaces the Second Wind class feature.

Indomitable Ally (Alternate Class Feature)

At 9th level, you can use your reaction to allow an ally within 30
feet who can see or hear you to reroll a failed saving throw. Once you
use this feature, you must complete a long rest before you can use it
again. Starting at 13th level, you can use this feature twice between
long rests; starting at 17th level, you can use this feature three times
between long rests.

Arcane Edge (Additional Class Feature)

Starting at 10th level, you deal extra damage equal to your
Intelligence modifier when you damage a creature with a weapon
attack.

Fighting Style (Modified Class Feature) You
may choose a Fighting Style available to the ranger at Ist level instead
of 2nd level.

This modifies the Fighting Style class feature.

Favored Enemy (Modified Class Feature) You
gain the Favored Enemy class feature at 2nd level instead of 1st level.

This modifies the Favored Enemy class
feature.

This replaces the Indomitable class feature.

SWORD COAST DUELIST

In a world with heavily armored knights and mages hurling
thunder and flame, you prove that precision and skill are viable
alternatives to massive weapons, and that agility can be just effective
in avoiding harm as heavy armor. Your wit is as ready as your blade,
and you take full advantage of your quick instincts in conflicts both
social and martial. As you grow in skill, you choose a regional dueling
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style that further enhances your ability to outwit and outfight
opponents.

IN THE REALMS

As the name indicates, the popular image of duelists—nimble and
intelligent, living by their wits, reflexes, and precise weapon training—
has become a heroic ideal for young nobles across the Sword Coast,
especially in Waterdeep and Baldur's Gate. Mastering dueling styles
from different regions is a popular and competitive pursuit. In
addition to the regional styles described here, you could work with
your DM to create others, especially for characters native to lands
beyond the Sword Coast—in fact, the current trend for studying such
styles began with rival schools in Waterdeep teaching the popular
Sembian Twin Sword style.

Duelist’'s Mark

At 3rd level, you can sync all your faculties to the ebb and flow of
battle against a single opponent. Once per turn, when you hit a
creature with a melee weapon attack, you can roll id4 and increase the
weapon's damage by the result.

A creature that takes this extra damage, it is marked by you until
the end of your next turn. This effect ends early if you are
incapacitated or you die, or if someone else marks the creature. While
it within 5 feet of you, a creature marked by you has disadvantage on
any attack roll that doesn’t target you. In addition, while a creature is
marked by you, even when it is not within 5 feet of you iit has
disadvantage on opportunity attacks.

The die you roll for the extra damage from this feature changes
when you reach certain levels in this class. The die becomes a d6 at
5th level, a d8 at 10th level, a dio at 16th level, and a di2 at 20th level.

Regional Technique

Starting at 7th level, you specialize in a unique dueling art
associated with a region of the Sword Coast. Choose one of the
following options:

The Amnian Thrust. Whenever you hit with an opportunity attack
using a melee weapon that does not have the heavy or two-handed
properties, you deal extra damage equal to your Wisdom modifier
(minimum 1) and you reduce the creature's speed by 10 feet until the
end of its next turn.

Baldurian Flourishes. When you are not wielding a two-handed
weapon, you can take the Dash, Disengage, Help, or Use an Object
action as a bonus action during your turn. Heartlands Parrying. You
can use a bonus action to choose one creature you can see within 30
feet of you. Until the end of your next turn, you have resistance to
damage dealt by that creature's weapon attacks.

Northerner. When you are wielding a weapon in one hand and
have any object in your other hand that is not a weapon, you can use
a bonus action to choose a target within 30 feet who can see you and
make a Charisma (Deception or Performance) check against a DC
equal to the target's passive Perception score. If you succeed, the
target is distracted, causing the next attack roll against it before the
start of your next turn to have advantage. If that attack hits, it inflicts
extra damage equal to your Charisma modifier (minimum 1). Different
northern cities are associated with distinct arsenals—a Neverwintian
likely prefers a longsword in one hand and a torch or some kind of
tool in the other, while a Luskar would rather have a shortsword and
a cloak, Mirabarrans favor axe and shield, and Silvaerens are known
for wielding a rapier with a lantern or wand. Waterdhavian. When you
hit with a melee attack using a weapon that does not have the two-
handed property, you can use a bonus action to force the target to
make a Dexterity saving throw (DC equals 8 + your proficiency bonus
+ your Intelligence modifier). On a failure, the attack deals extra
damage equal to your Intelligence modifier, and the target falls prone.

Once chosen, the option you select for this feature cannot be
changed.

Signature Style

Starting at 10th level, you have personalized your fighting
technique to an advanced degree, making it recognizably unique. You
gain proficiency in your choice of two of the following skills:
Acrobatics, Athletics, Deception, Insight, Intimidation, Performance,
Persuasion, or Sleight of Hand.
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In addition, whenever you roll initiative or make a melee attack,
until the end of your next turn, your walking speed increases by 10
feet and your jumping distance is doubled.

Lethal Cunning

At 15th level, your quick and agile mind makes it nearly impossible
to get the better of you, whether in combat or a duel of wits. Whenever
you make a Strength, Dexterity or Charisma check that includes your
proficiency bonus, you can roll 2d4 and add the result to your total.

Master Duelist

Beginning at 18th level, your mastery of your chosen dueling
technique lets you turn failure to success in combat. If you miss with
an attack, you can choose to roll the attack again with advantage.
Once you use this ability, you cannot use it again until you finish a
short or long rest.

BANNERLORD

Skilled in combat both mounted and on foot, Bannermen are the
noble, powerful leaders of the battlefield. Also called bannerets,
chevaliers, and men-at-arms, these soldiers direct the flow of battle
and bolster their allies with their very presence. Leaders by example,
they are some of the first to enter the field and one of the last to leave
it.

FANFARE

When you take this archetype at 3rd level, you gain proficiency in
one of the following instruments: bagpipes, drum, flute, or horn. When
you roll initiative, you and each ally that can see or hear you within
60 feet can add Id6 + your Charisma modifier to their initiative roll

RAISE THE COLORS

At 3rd level, you can stand out from the battlefield.

You can use a bonus action on your turn to raise a banner, flag,
pennant, or other eyecatch to rally yourself and your allies, which you
hold in one or both hands. You, and each friendly creature within 15
feet of you gains one of the following benefits, which you choose
when you activate this feature:

But it is not this day. Each affected creature gains temporary hit
points equal to IdIO + your Charisma modifier.

Draw swords together. Each affected creature can use its reaction
to become the target of an attack against another creature within 5
feet of it.

Do not go gentle. Each affected creature can add your Charisma
modifier (minimum 1) to its death saving throws.

Fear Not, | am Here. Each affected creature has advantage on
saving throws against fear.

Hold the line. Each affected creature can add your Charisma
modifier (minimum 1) to its Strength checks.

Into the mouth of Hell Each affected creature’s movement speed
increases by 10 feet.

Those are brave men, let's go kill them. Each affected creature
adds your Charisma modifier (minimum 1) to its damage rolls.

While Raise the Colors is active, you can restore an ally’s fighting
spirit by expending one hit die as a bonus action. A friendly creature
of your choice within reach of Raise the Colors gains the hit points
from that hit die, instead of you.

Raise the Colors lasts for T minute, until you drop or sheathe the
item used to trigger it, or until you are incapacitated. You can use
Raise the Colors a number of times equal to 1T + your Charisma
modifier per long rest.

HIGHBORN HORSEMAN

At 7th level, your nobleman’s training comes to the forefront. You
gain proficiency in two of the following skills: Animal Handling,
History, Insight, Performance, or Persuasion.

You also have advantage on saving throws against being knocked
off a mount. If you fall off a mount and fall no more than 10 feet, you
are not knocked prone so long as you are not incapacitated. Mounting
and dismounting a creature costs you 5 feet of movement, and you
can choose to have attacks against your mount target you instead.
Finally, Raise the Colors benefits each friendly creature within 60 feet
of you when you are mounted.

P -ctiin.

{

LEAD THE CHARGE

Starting at 10th level, you can trigger a rush while Raise the Colors
is active, whether you are mounted or not. When you move at least 15
feet in a straight line on your turn each creature affected by Raise the
Colors can use its reaction to move up to its movement speed in the
same direction as you.

The first enemy creature you or a charging ally comes within 5
feet of during a charge must succeed on a Strength saving throw (DC
8 + your proficiency bonus + your Strength modifier). A creature falls
prone on a failed save, unless it is two or more sizes larger than a
charging creature.

You can use Lead the Charge once per short rest.

UNQUENCHABLE MORALE

Beginning at 15th level, when you roll initiative and have no uses
of Raise the Colors remaining, you gain one use. You can also use two
effects whenever you use Raise the Colors, instead of one.

LEAD FROM THE FRONT

Starting at 18th level, when you persevere and access the well of
strength hidden deep within, so can your allies. Whenever you use
your action surge or second wind, one ally of your choice within 60
feet that can see or hear you can take an additional action.

SWORDDANCER

When you take this archetype at 3rd level, you can use your
training in spinning meditative dance as a potent weapon in close
quarters. You gain a new action, which you can use to make a melee
weapon attack against any number of creatures of your choice within
your reach, with a separate attack roll for each target. You then spin
in place until the start of your next turn. During that time, attack rolls
against you made by creatures within your reach have disadvantage.
You cannot move while dancing.

At the start of your next turn you can choose to continue spinning,
and make a melee weapon attack against all creatures of your choice
within your reach again, or end the dance. You must end the dance
after 1 minute, and cannot move while dancing. If another force (such
as a shove or the thunderwave spell) moves you, your dance ends.

You can dance a number of times equal to your Strength modifier
+ your Dexterity modifier (minimum of 2) You regain all uses at the
end of a long rest.

QUICK FEET

Beginning at 7th level, your movement speed increases by 10 feet,
and you ignore movement penalties from difficult terrain. You gain
proficiency in Acrobatics, and in Performance checks that rely on
dancing. You can use your Dexterity modifier instead of your
Charisma modifier for those Performance checks, as well

WHIRLWIND

At 10th level, you can now move without ending your dance, and
if an effect forces you to move while dancing your dance doesn’t end.

If you move on your turn while sworddancing and are attacked,
you can use your reaction to add your attack bonus to your armor
class until the end of your turn. If your armor class exceeds the attack
roll after adding this bonus, the attack does not hit you.

Finally, at the end of your turn while dancing you can make a
melee weapon attack against any number of creatures of your choice
within your reach, with a separate attack roll for each target.

THE WORLD TURNS

Beginning at 15th level, when you roll initiative and have no uses
of Sworddancer remaining, you regain one use.

DEATHWHEEL

Starting at 18th level, your spinning never really ends. The first
time any creature of your choice comes within your reach while you
move during your turn, it takes damage equal to half your fighter level
This damage uses the same type as the weapon you are currently
wielding.

EXEMPLAR

Simple, mighty warriors who combine raw power with rigorous
training. Regardless of the weapons they wield a Champion displays
P
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martial prowess honed to deadly perfection. They might be even more
effective than other warriors using the tried- and-true, or experiment
with a variety of bizarre weapons and exotic fighting styles. A
champion makes any warrior archetype possible.

STRIKE TRUE

You are the master of every weapon and every fighting form.
When you take this archetype at 3rd level, you gain proficiency in
exotic weapons. Any weapon you wield has a damage die of 1d8 while
you use it, unless it already uses a larger die. Furthermore, your
weapon attacks score a critical hit on a roll of 19 or 20. This expands
to include a roll of 18 at level 15.

REMARKABLE ATHLETE

Starting at 7 th level you may add your proficiency bonus to all
Strength and Constitution checks that you are not already proficient
in, and to the length of your long jumps and height of your high jumps.
Your movement speed also increases by 5 feet.

EMPOWERED FIGHTING STYLES

At 10th level, your chosen fighting style provides further benefits.

Archery. The short range of your attacks with ranged weapons
increases by 20 feet. This bonus cannot exceed the weapon’s long
range.

Brawling. You become proficient in improvised weapons, and you
unarmed strikes deal 1d6 bludgeoning damage.

Defense. You gain an additional +1 to AC while wearing armor, and
you can don and doff armor in half the time it normally takes.

Dueling. When you hit a creature with a weapon attack, you can
use your bonus action to attempt to disarm the target. Flexibility, you
can add your Dexterity modifier (maximum of +1 while one-handed,
maximum of +2 while two-handed) to your damage rolls with versatile
weapons if you are wielding a versatile weapon and not wielding a
shield.

Great Weapon Fighting. If your size is small, you ignore
disadvantage inflicted by using heavy weapons. If your size is
medium, you can reroll 3s on damage dice in addition to Is and 2s
when attacking with a versatile or two-handed weapon. Protection.
You may use your reaction to impose disadvantage on an attack roll
against yourself as well as others. If you impose disadvantage on an
attack and it misses, you can make one weapon attack against the
creature who made it as part of the same reaction.

Two-weapon fighting. When you make the additional attack
granted by two-weapon fighting, you can choose to deal half the
damage you ordinarily would and attempt to shove the target prone.

FINAL STAND

Starting at 15th level, you can power through mortal injuries. Once
per day when you succeed on a death saving throw, you regain 1 hit
point, stand without consuming any movement, and can take your
turn as normal Any allied creature within 30 feet that can see you
gains inspiration.

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
Constitution 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.

SHARPSHOOTER

Sharpshooters’ impeccable aim make them invaluable allies on
the battlefield, where they can pick off vital targets. Outside of war
they are famous for both accuracy and showmanship. Sharpshooting
holds a long history of competition and fame; skilled snipers can
surpass great warriors.

EXHIBITION SHOOTER

When you take this archetype at 3rd level, you exceed a common
archer or triggerman and enter the realm of entertainment. When you
take this archetype at third level, you learn two of the following
trickshots. They can only be used with ranged or thrown weapons,
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and only one trickshot can be used on a single attack roll Thrice per
short rest when you use a trickshot, you can grant up to 6 creatures
that can see and hear you temporary hit points equal to half your
fighter level

Barrage. You can use your action to attack all creatures within 5 ft
of a point within range.

Close Quarters. Attacking within 5 feet doesnt impose
disadvantage, and you can use your weapons and ammmo as melee
weapons that you are proficient in. Weapons deal 1d8 bludgeoning
damage. Arrows and bolts are light and deal Id4 piercing damage.

Doubled Up. You can expend two weapons or pieces of
ammunition on an attack. The attack cannot exceed its normal range
but if it hits it deals an additional damage die.

Hairtrigger. When you have advantage on attack rolls on your turn
you can forgo it to make an additional attack as a bonus action.

Heavy Impact. When you hit a huge or smaller creature with you
can push them 5 feet away from you.

Richochet. When you hit a creature with a weapon attack you can
make a second attack against a creature within 30 feet of the original
This attack’s damage is halved.

Sniper. The standard and long ranges of your weapons increase
by 15 feet, you can Search as a bonus action, and you can sacrifice all
of your movement to gain advantage on the first attack you make that
turn.

Quickdraw. You add your proficiency bonus to initiative rolls. You
can draw a weapon and make a single attack with advantage when
initiative is rolled.

Thread the Needle. When you hit an enemy through cover, you
regain one use of Exhibition Shooter. You must suffer to- hit penalties
from cover, even if you have a feature negating it.

SHOWOFF

At 7 th level you can add your attack bonus to Charisma checks
while you are wielding a ranged or thrown weapon. If you make an
attack against an object or creature that the target of your
Performance check can see, you gain advantage on the roll

When you hit a creature with a ranged weapon attack and the roll
equals its AC, you can use a bonus action to give one creature that
can see and hear you within 30 feet advantage on the first ability
check it makes during their its turn.

ADDITIONAL TRICKSHOTS

At 10th level you gain a third trickshot. You learn a fourth trickshot
at 17 th level

TWAIN ARROW

Beginning at 15th level when you or another creature that you can
see with are attacked by a ranged or thrown weapon, you can use
your reaction to deflect their projectile with a shot. Make an attack roll
If your roll matches or exceeds the enemy’s, the attack misses.

DEADSHOT

At 17 th level your aim is devastating and you can target vital areas
to take an enemy out of the fight more quickly. When you reduce an
enemy to a number of hit points less than your fighter level with a
ranged weapon attack, that target is immediately reduced to O hit
points instead.

WARLORD

Warlords are accomplished and competent battle leaders. They
stand on the front line issuing commands and bolstering their allies
while leading the battle with weapon in hand. Warlords know how to
rally a team to win a fight.

TACTICAL MANEUVER

At 3rd level, your tactical acumen allows you to provide direction
to your allies that can tilt a battle in your favor. As a bonus action, you
can choose one ally within 60 feet of you who can hear or see you.
That ally can use its reaction to move up to half its speed.

TACTICAL COMMAND

Starting at 3rd level, your tactical cunning allows you to seize the
moment in battle.
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Tactics. You learn two tactics of your choice, which are listed
under "Tactics” below. You gain an additional tactic at 7th and 15th
level

Uses. When you use your Tactical Maneuver feature, you can
choose to apply one of your known tactics to the maneuver, granting
the targeted ally an additional bonus. When you do so, the movement
granted to the targeted ally does not provoke opportunity attacks.

You have two uses of this ability, and you regain all expended
uses of it when you finish a short or long rest. You gain another use
at 7th level and one more at 15th level

COMMANDER'S SIGHT

At 7 th level, you learn to view your surroundings in a way that
grants you a better understanding of the battle as a whole. The range
of your Tactical Maneuver increases to 120 feet.

LEAD FROM THE FRONT

Starting at 7 th level, your battle experience has taught you how
to act swiftly in dangerous situations. You can give yourself a bonus
to your initiative rolls equal to your Intelligence modifier.

INSPIRING SURGE

Starting at 10th level, when you use your Action Surge feature, you
can choose one ally within 120 feet of you who can hear or see you.
That creature can make one weapon attack with its reaction, provided
that it can see or hear you.

Starting at 18th level, you can choose two allies within 120 feet of
you, rather than one.

THIRST FOR BATTLE

Starting at 15th level, when you roll initiative and have no uses of
Tactical Command left, you regain one use.

PERFECT COORDINATION

Starting at 18th level, you gain the ability to unleash a devastating
combination of your allies abilities. As an action, select up to five allies
within 120 feet of you who can see or hear you. Each ally can use its
reaction to immediately move up to its speed without provoking
opportunity attacks, and to take the Attack (one weapon attack, shove,
or grapple only), Cast a Spell (one cantrip only), Dodge, Hide, Search,
or Use an Object action.

Once you use this ability, you cannot use it again until you
complete a long rest.

TACTICS

The tactics are presented in alphabetical order. Unless stated
otherwise, any movement referenced by a tactic is the movement
granted by your Tactical Maneuver feature.

Advance/Retreat. The targeted ally can move up to its speed,
rather than only half its speed.

Charge. The targeted ally can attempt to shove one creature of
your choice. This shove can be attempted at any point before, during,
or after the move.

Cover That Flank. Attacks against the targeted ally have
disadvantage until the start of your next turn.

Cut Them Down. The targeted ally has advantage on the next
attack it makes against a creature of your choice that you can see
before the start of your next turn.

Defend Yourself. The targeted ally gains temporary hit points
equal to your fighter level + your Intelligence modifier (minimum of 1)
for T minute.

Press Onwards. If the targeted ally is charmed or frightened, those
conditions end on the creature.

Subdue Them. The targeted ally can attempt to grapple one
creature of your choice. This grapple can be attempted at any point
before, during, or after the move.

FIGHTER VARIANT FEATURES

The Extreme Effort variant feature can be added to the existing
features granted by the fighter class. You gain it at Tst level.

Extreme Effort

When you make an ability check and dislike the result, you can
spend a Hit Die to try to improve your check result. You do not regain
any hit points from spending a Hit Die in this way, but you roll the Hit
Die and add the number rolled to the result of your ability check.
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MONK

KENSEI (REVISED)

Agile Parry.

If you make an unarmed strike on your turn and are wielding a
kensei weapon, you can use it to defend yourself if it is a melee
weapon. You gain a +2 bonus to AC until the start of your next turn,
while the weapon is in your hand and you aren’t incapacitated.

Kensei is monk which uses weapons, so we can't understand
designer’s decision which forces him to not use weapon.

This little change, we think, will help to create more stylish and

interesting characters.

SOHEI

Sohei [Monk]

mong the Shou people of Xiousing

are many who still practice their

traditional fighting styles, and

some of these have joined the Pur-

ple Dragons, bringing with them

specialized expertise. Since then

many adventurers and Purple Dragons, both of Shou
and Cormyrean descent, now train at the Lightning
Dragon Dojo which instructs its pupils in the Way of
the Sohei.

Sohei are warriors who combine traditional Shou
martial arts with intense training with weapons and
armors of all types. They are warrior monks who
traditionally protect large monasteries and small
villages.

Bonus Proficiencies

When you choose the Way of the Sohei at 3rd level,
you gain proficiency in light armor. You may choose
to use your Unarmored Defense and Martial Arts
features while wearing light armor, but not while
wearing medium or heavy armor or while wielding a
shield.

Additionally, you gain proficiency with the glaive
and may treat the glaive as a monk weapon.
Spellcasting

Beginning at 6th level, you augment your martial
prowess with the ability to channel divine energy.
See Spell Rules for the general rules of spellcasting
and the Spell Listing for the paladin spell list.

Spells Known

You know three Tst-level paladin spells of your
choice. The Spells Known column of the Sohei

Spellcasting table shows when you learn more
o,

{

paladin spells of Tst level or higher. Whenever you
gain a level in this class, you can replace one of the
paladin spells that you know with another spell of
your choice from the paladin spell list. The new spell

must be of a level that you can cast.

Casting Sohei Spells

You can cast spells using your ki points. When you
cast a spell, you must expend a number of ki points
equal to twice the level of the spell. You can spend
additional ki points to increase the level of a sohei
spell that you cast, provided that the spell has an
enhanced effect at a higher level. The spell’s level
increases by 1 for every 2 additional ki points you
spend. You may not increase the level of a spell
above the maximum level that you can currently
cast.

Spellcasting Ability

Wisdom is your spellcasting ability for your paladin
spells, since you draw your spells through the exer-
tion of ki. You use your Wisdom whenever a spell
refers to your spellcasting ability. In addition, you
use your Wisdom modifier when setting the saving
throw DC for a paladin spell you can 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

Way of the
Sohei

Sohei Spellcasting
Monk Level Spells Known Max Spell Level
6th31

Tth 42

8th 52

9th 52

10th 6 2

Tth72

12th 72

13th 83

14th 93

15th 93

16th 10 3

17th 10 3

18th 10 3

19th 11 4

20th 12 4

110
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Ki Frenzy

Beginning at T1th level, you gain the ability to focus
your ki into a frenzy of berserk energy. On your turn,
you can spend 2 ki as a bonus action to enter a fren-
zy. While frenzied, you gain the following benefits:
- You have advantage on

Strength (Athletics) and Dex-

terity (Acrobatics) checks.

- When you hit a creature with a

melee weapon attack, you can spend

1 Ki point to deal additional damage of

the weapon’s damage type equal to your

Martial Arts die.

- When you use your Flurry of Blows feature, you
can make the additional attacks with a melee
weapon instead of unarmed strikes.

- You gain resistance to bludgeoning, pierc-

ing, and slashing damage from nonmagi-

cal weapons

- You cannot cast spells or concentrate on

spells that have been cast.

Your 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 crea-

ture since your last turn or taken damage since
then. You can also end your frenzy on your turn as
a bonus action.

Mettle

Beginning at 17th level, whenever you must

make a saving throw you gain a bonus to

the saving throw equal to your Wisdom

modifier.

LINKS AND SOURCERS
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RANGER
NEW FAVORED TERRAIN

OPTIONS

Whenever a feature allows you to choose a type of favored terrain, in
addition to the options in the Player's Handbook (arctic, coast, desert,
forest, grassland, mountain, swamp, or the Underdark), add the
following to your options:

Enchanted. This includes wild magic zones and places where two
planes overlap (such as area that crossover into the Feywild or
Shadowfell), as well as any area under a large-scale magical effect
(such as hallow).

Ruins. Usually includes dungeons, tombs, or any area of settlement
built by intelligent creatures where significant structures remain but
there are no longer 25 or more civilized inhabitants. Can also include
underground structures in significant states of disrepair (such as an
unmaintained sewer system).

Urban. Areas within settlements that have 25 or more civilized
inhabitants, or any place within 1,000 feet of such a settlement.

Wastelands. Areas that are desolate, nearly lifeless, or blighted by
magical or ecological catastrophes, such as dead magic zones.

Deft Explorer
Ist-level ranger feature, which replaces the Natural Explorer feature

You are an unsurpassed explorer and survivor, both in the wilderness
and in dealing with others on your travels. You gain the Canny benefit
below, and you gain an additional benefit below when you reach 6th
level and 10th level in this class.

(1st Level)

Choose one of your skill proficiencies. Your proficiency bonus is
doubled for any ability check you make that uses the chosen skill.

You can also speak, read, and write two additional languages of your
choice.

A halfling ranger explores the wilds
Roving (6th Level)

Your walking speed increases by 5, and you gain a climbing speed and
a swimming speed equal to your walking speed.

Tireless (10th Level)

As an action, you can give yourself a number of temporary hit points
equal to T d8 + your Wisdom modifier (minimum of 1 temporary hit
point). You can use this action a number of times equal to your
proficiency bonus, and you regain all expended uses when you finish
a long rest.

In addition, whenever you finish a short rest, your exhaustion level, if
any, is decreased by 1.

Favored Foe

1 st-level ranger feature, which replaces the Favored Enemy feature
and works with the Foe Slayer feature

When you hit a creature with an attack roll, you can call on your
mystical bond with nature to mark the target as your favored enemy
for 1 minute or until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the favored enemy
and deal damage to it, including when you mark it, you can increase
that damage by 1d4.

The first time on each of your turns that you hit the favored enemy
and deal damage to it, including when you mark it, you can increase
that damage by 1d4.

You can use this feature to mark a favored enemy a number of times
equal to your proficiency bonus, and you regain all expended uses

when you finish a long rest.
o

{

This feature's extra damage increases when you reach certain levels
in this class: to 1 d6 at 6th level and to 1d8 at 14th level.

Additional Ranger Spells
2nd-level ranger feature

The spells in the following list expand the ranger spell list in the
Player's Handbook. The list is organized by spell level, not character
level. Each spell is in the Player's Handbook, unless it has an asterisk
(a spell in chapter 3). Xonathor's Guide to Everything also offers more
spells.

Tst Level

Entangle

Searing smite

2nd Level

Aid

Enhance ability
Gust of wind
Magic weapon
Summon beast”
3rd Level
Elemental weapon
Meld into stone
Revivify

Summon fey*

4th Level
Dominate beast
Summon elemental”
5th Level

Greater restoration

Spellcasting Focus
2nd-level ranger feature

You can use a druidic focus as a spellcasting focus for your ranger
spells. A druidic focus might be a sprig of mistletoe or holly, a wand
or rod made of yew or another special wood, a staff drawn whole from
a living tree, or an object incorporating feathers, fur, bones, and teeth
from sacred animals.

Primal Awareness

3rd-level ranger feature, which replaces the Primeval Awareness
feature

You can focus your awareness through the interconnections of
nature: you learn additional spells when you reach certain levels in
this class if you don't already know them, as shown in the Primal
Awareness Spells table. These spells don't count against the number
of ranger spells you know.

Primal Awareness Spells

Ranger Level Spell

3rd speak with animals
5th beast sense

9th speak with plants
13th locate creature

17th commune with nature

You can cast each of these spells once without expending a spell slot.
Once you cast a spell in this way, you can't do so again until you finish
a long rest.

Martial Versatility
4th-level ranger feature

Whenever you reach a level in this class that grants the Ability Score
Improvement feature, you can replace a fighting style you know with
another fighting style available to rangers. This replacement
represents a shift of focus in your martial practice.
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Nature's Veil

10th-level ranger feature, which replaces the Hide in Plain Sight
feature

You draw on the powers of nature to hide yourself from view briefly.
As a bonus action, you can magically become invisible, along with any
equipment you are wearing or carrying, until the start of your next
turn.

You can use this feature a number of times equal to your proficiency
bonus, and you regain all expended uses when you finish a long rest.

HUNTER

J106blua OXOTHUKA

Ha 3 ypoBHe Bbl MoOXeTe BbIGpaTb CAEAYIOLLYIO OCOGEHHOCTH,
oTAHuHYI0 OT CoKpyluMTeAst opa, YOUHLILI BEAMKAHOB AW YGUHLIbI
KOAOCCOB:

YcuaeHnbIM yAap.

Bauur onbIT B 60pb6e C HEXUTBIO U OGOPOTHSIMK AQET BaM BO3MOKHOCTb
HAaHOCHTb MM BpeA, Aake He BAaAesl MarHuyeckuM opyskueM. Pas 3a xoa,
€CAM Bbl CpaXxaeTeCh C CyLLECTBOM, OGAAAQIOLLMM COMPOTUBAEHHEM K
ApOGsiLIEMY, KOAIOLLEMY M py6slleMy YpOHYy OT HeMarMyeckoro
OpYkHS$l, TO MOXETe NMPOUrHOPUPOBaTh ero. EcAn xe Bbl coBepluaeTe
yAQp  MarduyeckMM  MpeAMeToM, TO  CYLLEeCTBO  [OAYYaeT
AOMOAHHUTEABHbIE 1K8 ypOHa OT OAHOM M3 BallMX YCIELUHbIX aTak.

OGOpOHVlTeAbHaﬂ TaKTHKa

Ha 7 ypoBHe Bbl MoxeTe BbIGpaTh CAEAYIOLLYIO OCOGEHHOCT,
OTAMYHYIO OT 3awmTbl OT MyAbTHaTakd, [lo6era ot Opabl HMAM
CraabHom Boau:

CTOVKOCTb CAGAOMBITA.

Bbi NMOoAYyYaeTe rnperumMyLecTBo Ha cnacépocw[ NMPOTHUB MapaAnya H
aq)(peKTOB, MPUBOASLLMX K YMEHbLUIEHHWIO BallIMX MAaKCUMAaAbHBIX XUTOB.

MyAbTHaTaka

Ha Il ypoBHe BbI MoOXeTe BbHIGpATb CAEAYIOLLYIO OCOGEHHOCTS,
oTAMYHYIO OT 3aAna 1 Buxpesoi araku:

[lpsimMo B cepalie.

CoBepluas ycrellHylo aTaKy GAMKHEro 60s Mo M36paHHOMY Bpary, Bbl
HaHOCUTE eMy AOMOAHUTEAbHble 6K6 ypoHa.

y}\y‘-lLLleHHaﬂ 3alllKTa OXOTHHUKa

Ha 15 ypoBHe Bbl MoOXeTe BBIGPATb CAEAYIOLLYIO OCOGEHHOCTS,
OTAHMYHYIO OT HeBeposiTHOro ykaoHeHwus, YBEpTAMBOCTH M CTOSHMS
MPOTHB TEUEHMUSI:

Beankas crorkoctb. Bel moayuaete npenmyiiectsa Ha cnac6pocku OT
3aKAMHAHWM W CrTOCOGHOCTEH, COBEPLUAIOLLMXCS BaLMM M3GpaHHbIMU
Bparamu.

Beastmaster®

FALCONER

RANGER ARCHETYPE
(o)
%o

Falconry is a particularly popular pursuit in Cormyr, among the
nobility and com-moners alike. Some rangers form a last-ing bond
with a falcon, hawk, or other bird of prey which allows them to better
hunt their quarry. The two operate less as a team and more as a single
formidable entity, their actions perfectly complementing one another
to bring about the destruction of their foes. Such rangers can often
take down enemies that would be far too difficult for either of them
individually.

RAPTOR COMPANION

3 BETTER BEASTMASTER
Pl

{

Beginning when you select this archetype at 3rd level you gain a hawk
(falcon), owl, vulture, raven, or eagle. Your companion gains a bonus
to its attack rolls, ability checks, and saving throws equal to your
Wisdom modifier. It's hit point total equals its normal maximum or
four times your ranger level, whichever is higher.

Your companion acts independently of you, but always obeys your
commands. It takes its turn on your initiative and acts immediately
before you do. It cannot attack unless you use your reaction on its
turn to command it to do so, but it can take other actions as normal.
Your companion can occupy an enemy's space without provoking
attacks of oppor-tunity, but suffers attacks of opportunities normally
if it leaves an opponent's reach.

If your companion dies, you can acquire another one by spending 8
hours magically bonding with an-other bird of prey that isn't hostile
to you, either the same type as the previous raptor or a different one.

DISTRACTING PRESENCE

At 3rd level, your raptor helps distract your ene-mies, allowing you to
exploit their vulnerabilities. Whenever you hit an enemy who is within
5ft of your raptor with a weapon attack, the creature takes an
additional 1d6 damage. This damage increases to 1d8 at 7th level and
1d10 at 15th level. You can deal this extra damage only once per turn.

Additionally, whenever an enemy would leave your companion's
reach it may use its reaction to move up to half of its speed.

BAFFLE

When you reach 7th level, your raptor helps pre-vent an opponent
from taking advantage of lapses in your defenses. You may spend a
bonus action to command your raptor to engage the enemy. Until the
beginning of your next turn, an enemy who shares a space with your
raptor cannot use reac-tions to make attacks of opportunity.

Shared life

At 7th level, you learn to ritually connect your life force with that of
your companion. If your compan-ion is reduced to O hit points but not
slain outright, you may use your reaction and spend a number of hit
dice equal to your Wisdom modifier. Roll the dice and your
companion regains hit points equal to the total amount rolled.

Once you have used this feature, you cannot use it again until you
have finished a short or long rest.

PROTECTIVE

At Tith level, whenever a creature attacks your companion, you may
use your reaction to make an attack against that creature.

HARRY
At 15th level, you may use a bonus action to com-mand your raptor to
distract a single opponent in its space. You and your allies have

advantage on attack rolls against that target until the beginning of
your next turn.

Once you have used this feature, you cannot use it again until you
have finished a short or long rest.

SCOUT

(Ranger Alternate Class)

Rangers and scouts are both warriors at home in the wilderness, but
the scout does not possess the mystical bond the archetypal ranger
has with the natural world. Scouts are often members of military or
vigilante groups, and are trained in pack tactics, stealth, and
reconnaissance.

Coordination (Alternate Class Feature)

Starting at 2nd level, you and your allies act as parts of a cohesive
whole. When you attack a creature, a creature of your choice that can
see or hear you may make a single attack against the same creature
as a reaction. Once you use this feature, you must finish a short or
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long rest before you can use it again. Starting at 17th level, you can
use this feature twice between rests.

At 20th level, instead of attacking, your ally may move up to their
Speed or cast a spell with a casting time of one action as a reaction.
This spell must target the same creature you attacked.

This replaces the Spellcasting and Foe Slayer class features.

Adaptable (Alternate Class Feature)

You lack the supernatural bond to the land other rangers have, but
you make up for it in adaptability. Starting at 3rd level, you may spend
a short rest studying your surroundings, as if attuning to a magic item,
in order to change your favored terrain to your current environment.
You may only use this ability once between long rests.

This replaces the Primeval Awareness feature.
Keen Senses (Additional Class Feature)

Beginning at 9th level, when you are attacked, you may add your
Wisdom modifier to your Armor Class until the beginning of your next
turn as a reaction. You must complete a long rest before you can use
this feature again. Starting at 13th level, you can use this feature twice
between long rests; starting at 17th level, you can use this feature three
times between long rests.

Sudden Insight (Additional Class Feature)

Starting at 14th level, when you are in your favored terrain and make
an Intelligence check to recall information about a creature you can
see, you may temporarily designate the creature as your favored
enemy (no action required) for the next minute. You must complete a
short or long rest before you use this ability again.

LINKS AND SOURCERS
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ROGUE

Weapon proficiencies: dagger, club, staff, light crossbow, hand
crossbow, short sword, longbow, rapier, scimitar

ROGUE VARIANT FEATURES

The following variant features can be added to those granted by rogue
class. Most don't require any other changes, but some replace an
existing feature, as noted at the end of the feature description. If a
feature does not specify a certain level, you gain it at Ist level.

Extreme Effort

When you make an ability check and dislike the result, you can spend
a Hit Die to try to improve your check result. You do not regain any
hit points from spending a Hit Die in this way, but you roll the Hit Die
and add the number rolled to the result of your ability check.

Master of Disguise

You gain proficiency with disguise kits, and with your choice of one
of the following: forgery kits, jeweler's tools, leatherworker's tools, or
weaver's tools. In addition, you make ability checks to use disguise
kits normally regardless of your ability to see, even if the area you are
in is heavily or lightly obscured.

(This replaces a ist-level rogue's proficiency with thieves' tools.)
Quick Change

At 6th level, you gain a new use for the bonus action provided by your
Cunning Action feature. You have a number of pre-made disguises or
specialty outfits, known as looks, equal to 1 + your proficiency bonus.
Due to hours of practice, when you put on one of these looks, you
may do so immediately, using the bonus action granted by your
Cunning Action. You can also give someone else one of your
prepared looks, though doing so takes T minute instead of just 1

bonus action. Putting on a prepared look can give you the fabulous
air of a noble at a ball, the extravagant beauty of a celebrated stage
performer, or the humble anonymity of a workaday commoner.

A look that functions as a disguise is nearly perfect if properly applied.
Such disguises are generally not based on an individual, but are
invented identities based on a general type (a local lord, a helmed
member of the Town Watch, a wealthy merchant bearing expensive
pigments from distant lands, etc.). If you wish to create a look that is
a specialty disguise based on a specific person, you must observe that
person for 8 hours.

When your proficiency bonus increases, you automatically gain a new
look. However, if you wish to replace one of your existing looks, doing
so takes 8 hours.

(A rogue with this variant feature only gains the benefits of Expertise
with one additional proficiency at 6th level, instead of two.)

New Roguish Archetype: ALLEYBLADE

The title “alleyblade” arose in Waterdeep, and it denotes one who
not only survives, but thrives, in the most hardscrabble slums of
unforgiving cities. As an alleyblade, you excel in recognizing and
seizing opportunity. Even outside civilized walls, you retain a keen
sense for sudden threats and the weaknesses of foes. Whether you
meet life's unpredictabilities with wry wit or scheming self-interest,
you've seen it all.

IN THE REALMS

“Alleyblade” began as upper-class Waterdhavian slang in the 14th
century, yet those labelled soon claimed it for themselves. Rogues
from Baldur's Gate and Luskan on the Sword Coast to Westgate and
Nathlekh on the Dragon Coast have adopted the title, which they wear

as a badge of honor.
o
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Running Slash

At 3rd level, you've mastered the art of making a swift cut to a
target's limb, crippling pursuit before retreating to a safe distance. If
you move at least 10 feet in a straight line immediately before making
a melee attack with a weapon that inflicts slashing damage, you can
deal your sneak attack damage with that attack, even if you don't have
advantage. All the other rules for the Sneak Attack feature still apply
to you.

In addition, when you deal your sneak attack damage, until the
end of the target's next turn, its speed is reduced by 10 feet and it can't
make opportunity attacks against you.

Infuriating T aunt

At 3rd level, you are adept at taunting an enemy's failure, and can
bait even unintelligent foes into recklessness. You gain proficiency
with the Deception skill if you don't already have it. When a creature
you can see within 30 feet of you fails an ability check or misses you
with an attack, you can use your reaction to roll a Charisma
(Deception) check contested by the creature's Wisdom (Insight) check.
If you succeed, the target takes psychic damage equal to id6 + your
proficiency bonus. When a creature takes psychic damage from this
feature, it has disadvantage on the next ability check or attack roll it
makes before the end of its next turn.

Once you successfully inflict psychic damage with this feature,
you cannot use it again until you finish a short or long rest.

Fool’'s Dance

Starting at 9th level, when you use your Uncanny Dodge feature
as a reaction, if there are three or more hostile creatures within 5 feet
of you, as part of the same reaction you can move up to 10 feet without
provoking opportunity attacks.

Misdirection

Beginning at 13th level, you can sometimes cause another creature
to suffer an attack meant for you. When you are targeted by an attack
while a creature within 5 feet of you is granting you cover against that
attack, you can use your reaction to have the attack target that
creature instead of you.

Unlikely Escape

When you reach 17th level, you can use the bonus action granted
by your Cunning Action to quickly free yourself from situations that
impede you. When you do so, you end any of the following conditions
that are afflicting you: grappled, paralyzed, prone, restrained, or
stunned. In addition, if your speed has been reduced, it is restored to
normal. When you use your bonus action in this way, until the end of
the turn, your movement is unaffected by difficult terrain, you are
immune to the listed conditions, and your speed cannot be reduced.
As part of the same bonus action, you can move up to 30 feet without
provoking opportunity attacks. Once you use this feature, you cannot
do so again until you finish a short or long rest.

MINSTREL

There have always been those who understand the power of
performance through words in poetry, song, stories, and speeches.
Minstrels perform as musical entertainers. Storytellers chronicle the
deeds of legends as tales. Orators deliver rousing speeches with
persuading rhetoric. Poets use the art of wordcraft to describe ideas
and scenes. You have a range of diverse knowledge and an
understanding of social skills, and as an entertainer and sage you are
often welcomed and offered hospitality in exchange for a few tales.

Performer

When you choose this archetype, you gain skill proficiency in
Performance. You also gain two of the following tools proficiencies of
your choice: disguise kit, forgery kit, ink pen, gaming set, musical
instrument (may choose two games or instruments).

If you are already proficient in Performance, you double your
proficiency bonus on ability checks with that skill or when using that
tool.

Inspiring Words

Beginning at 3rd level, you learn how to inspire the best in others.
Maybe you tell your ally the story of a conquering hero in a similar
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situation, relate a parable appropriate to the situation at hand, deliver
a motivational speech, recite rousing poetry, or sing a moving song.

To inspire your ally, you must use a bonus action and

choose a friendly creature within 60 feet of you who can hear you.
That creature gains one Inspiration die, a d6.

Once within the next 10 minutes, the inspired creature can roll the
die and add the number rolled to one ability check, attack roll, or
saving throw it makes. The creature can wait until after it rolls the d20
before deciding to use the Inspiration die, but they must decide before
the GM says whether the roll succeeds or fails. Once the Inspiration
die is rolled, it is lost. A creature can have only one Inspiration die at
a time.

You can use this feature a number of times equal to your
Charisma modifier (a minimum of once). You regain any expended
uses when you finish a short or long rest.

Your Inspiration die changes when you reach certain levels in the
rogue class; the die becomes a d8 at 9th level, a d10 at 13th level, and
a d12 at 17th level.

Song of Rest

Also beginning at 3rd level, you can use soothing music or oration
to help revitalize your wounded allies during a short rest.

If you or any friendly creatures who can hear your performance
regain hit points at the end of the short rest by spending one or more
Hit Dice, each of those creatures regains an extra 1d6 hit points. The
extra hit points increase when you reach certain levels in this class:
to 1d8 at 9th level, to 1d10 at 13th level, and to 1d12 at 17th level

Jack of AH Trades

Upon reaching 9th level, you can add half your proficiency bonus,
rounded down, to any ability check you make that doesnt already
include your proficiency bonus.

Countercharm

At 13 th level, you gain the ability to use musical notes or words
of power to disrupt mind-influencing effects. As an action, you can
start a performance that lasts until the end of your next turn.

During that time, you and any friendly creatures within 30 feet of
you have advantage on saving throws against being frightened or
charmed. A creature must be able to hear you to gain this benefit. The
performance ends early if you are incapacitated or silenced or if you
voluntarily end it (no action required).

Silver-Tongued

At 17th level, you have learned how to talk your way out of almost
anything. As an action, you speak to a creature and force them to
make a Wisdom saving throw (DC 8 + your proficiency bonus + your
Charisma modifier). Your target must be able to understand you and
they have advantage on their saving throw if you or your companions
are fighting it. If your target creature fails, they are charmed by you
for T minute or until they take any damage.

The creature can make another saving throw if they are asked to
do something they would not normally do (e.g, “let us in; no one will
know”). Once this effect ends, if the creature was forced to do
something it would not normally do, it may make another Wisdom
saving throw to realize something was affecting its mind, at which

point it will become hostile.

You may use this ability a number of times per day equal to your
Charisma modifier (minimum 1). You regain all expended uses after
completing a long rest.

3AIHPA

ry
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3aAMpr - 3TO GOMLbI B AETKMX AOCIEXax, HaHOCsMWe ObICTpble 1
TOYHbIE YAApPbl AErKMM OpyxXHeM B o6eux pykax. MakcrMaAbHOM
9(pPEeKTUBHOCTH OH AOCTHMraeT B 60e OAMH Ha OAMH. BosHukaer
oulyuleHue, YTo 3TO GbICprM, HaXOAYMBBIM U TOUYHBIA XYAOXHHK, HO
9TO 3abAyXAeHWe. 3aAMpa - HaéMHbIM y6uHLa C ObICTPbIM U
CMEPTOHOCHbIM CTUAEM.

Aobaectb

[lpricoeamHsisicb K dTOMY apXxeTurny Ha 3 YpOBHE, Bbl Y4MTeChb
0COObIM  TEXHHWKAM, TOAMUTBIBAEMbIM OCOObIM  3aMacoOM  CHMABI,
Ha3blBAaeMOM AOOAECTHIO.

TexHuku. Bbl n3yyaeTe Tpu TEXHUKH Ha BaLl BbiGop. OHU OnucaHbl
B pa3AeAe «TEXHUKM», PACrOAOKEHHOM HUxe. Bo BpeMmsi oaHOM aTaku

Pocmn}

Bbl MOXETE MCMOAB30BaTb TOAbKO OAHY M3 TeXHMK. Bbl y3HaéTe no
AOMOAHUTEAbHOM TexHWKe Ha 9, 13 u 17 ypoBHsix. Kaxabi pas, npu
M3yYeHWH HOBbIX TEXHWK, Bbl MOXETe TakXe 3aMEeHWTb OAHYy U3
M3BECTHbIX BaM TEXHHK Ha APYTYIO.

AobAecTb.

Y Bac ecTb 04kl AOGAECTH, paBHble 6OHYCY MacTepcTBa X2. YTo6bl
MOTPATUTL UX Bbl AOAXHbBI BOOPYXHUTbCSI (DEXTOBAABHBIM OpPYXHEM B
OAHY PYKY, @ BTOPYIO OCTaBHMTb MyCTOW, MAW B3siThb B HEE KMHXaA. 3a
XOA TPaATHUTbCS MO OAHOMY OYKY AOGAeCTH. Bbl BOCMoAHsieTe Bce
MoTpayeHHble  OYKM  AOBGAECTM B KOHLIE KOPOTKOrO  MAH
MPOAOAXKUTEABHOTO OTABIXA.

Cniac6pocku. HekoTopble M3 TEXHHMK AQIOT BO3MOXHOCTb LIEAU
uzbexatb oddekra, npu ycrnewHoM crnacépocke. CAOXHOCTb
cnac6pocka = 8 + 60HyC MacTepcTBa + MOAMMPHKATOP AOBKOCTH.

TaHuyoWMn KAMHOK

Takxe Ha 3 ypoBHe Bbl MOXETE MCIOAb30BaTh parnvpy B KauyecTBe
AETKOro OpYXHs, HO MPH YCAOBMM TOTO, YTO B APYTOM pyKe y Bac HeT
HUYEro TshKeAee AErKoro opyskusi.

[lepBbit yAap, MOCAEAHHI YAQD

Hauunas ¢ 9 ypoBHsi Balum pegAeKchl OTTaYUBAIOTCS AO TMPEAEAA,
AaBasi BaM MPEenMYLLEeCTBa Ha NMpoBepku WMHHULMaTHBLL. Kpome atoro,
€CAM Bbl ObIAM 3aCTMTHYTbl BPACMAOX, TO [MOTPATMB OAHO OYKO
AOGAECTH Bbl MOXETE COBEPLUMTL ATaKy B BaLll XOA.

Buptyos

Ha 13 ypoBHe BbiGepuTe ABa HaBblKa U3 CAEAYIOLLMX - AKpOGaTHKa,
Ataetrka, O6MmaH, Mctopusi, 3anyrvBanue, Y6exaeHue, AOBKOCTb pyK.
Bbl noayyaere BaaseHHWe UWMH, AMGO Ball GOHYC MacTepcTBa
YABAWBAETCsl, ECAH Bbl YK€ MOAYUYHAU HX.

['Ay6okun peseps

HauwrHast ¢ 17 ypoBHsl, ecAu Bbl coBepluaeTe 6pOCOK MHULIMATHBDI,
He UMesl OUKOB AOGAECTH, Bbl OAyUYaeTe ABa oM.

TEXHUKA

TexHUKM pacroAOXKeHbl B aA(aBUTHOM MOPSIAKE:

bes ocobbix ycuamm.

[lpy BbIMOAHEHHM AercTBHsT OTXOA Bbl MOXETE MOTPATHTL | Ouko
AOBGAECTH " MFHOPHPOBATh AlOGYI0 HEeMaruyeckyio
TPYAHOMPOXOAHMMYIO MECTHOCTb. KpoMme aToro, Ao KOHLIa Balllero XxoAa
Aa3aHbe He 3aHWMaEeT y BaC AOTIOAHHUTEABHOTO ABHXeHHsl. Bbl MoxeTe
MOTPATUTb AOTIOAHHUTEABHO | OUKO AOGAECTH M MPOCKOYMTL vepes |
CYLLECTBO, HE MPOBOLIMPYS €rO aTaky.

BeicTpble yaapsbl.

CoBeplias BTOPYIO aTaKy AErkMM OpYyXHeM B Balled pyKe, Bbl
MOXeTe MOTpaTHTh | 0UKO AOGAECTH, YTOGBI AOGABUTL MOAMMUKATOP
BallleM XapaKTePUCTHMKK K GPOCKY ypOHa.

['Ay6okui nopes.

HaHocst ypoH mo cyuiectBy BaliMM (PEXTOBAAbHBIM OpPYXXHEM Bbl
MOXeTe MOTPaThTh | OYKO AOGAECTM M HaHeCcTM emy TAYGOKYyIo,
KpoBOTOYalllylo paHy. B Hauyaae Kakaoro cCBOero Xxoaa CyLLECTBO
(AOAKHO COBeplIaTh yCMelHbIf Cnac6pocok TEAOCAOKEHHS, HMAU
noayunts 3 (Tk6) koaiowero ypona. [lpu ycnexe agdekT TexHUKH
3akaHyrBaetrcs. CyllecTBO WMAM ero OGAMXaMLIMK COIO3HUK Takke
MOXET 3aKOHUMTb 3(PEPEKT TEXHUKHM, €CAM TMOTPATUT AEMCTBME Ha
WCMOAB30BaHHe Habopa LEAWTEAss HWAW  YCMELUHYI MPOBEPKY
Myapoctu (MeamnumHa). Alo6oe KOAMYECTBO MCLEAEHHBIX XUTOB TaKke
3akaHuMBaeT 3 PeKT. [Ay6OoKHI Mopes He AENCTBYET Ha KOCTPYKTOB W
HEXHTb.

Aepuch U ABHUramcsl.

CoBeplLUHB aTaKy (PeXTOBAAbHbIM OPYKHEM, Bbl MOXETE GOHYCHBIM
AEVCTBUEM TMOTPATUTb 2 OuYKa AOGAECTH M [EepeMecTUTbCsl Ha
MOAOBHHY OT Balllel CKOPOCTH. DTO ABHMXEHHE He MPOBOLMPYET aTak
OT APYTHX CYLLECTB.

3axsar.

EcAu BbI ycrieliHo coBepLUIMAM aTaKy (PEXTOBAABHBIM OPYXHEM, TO
MOXeTe MOTPaTHTb 2 O4YKa AOGAECTH, YTOObI aBTOMATUYECKH CXBAaTHTh
CyLLEeCTBO, Mo KoTopomy nomasu. Ha 3axBar pacnpocrpaHsioTcs
MpaBKAa pasMepa U AOCsAraeMoCTH. BoiGepuTte 0AHY M3 aTak CyLIecTBa,
AO TeX MOp, MOKAa OHO CXBAYeHO, CYLLECTBa MOAYYaeT MoMeXy Ha 3Ty
aTaky. Bbl MOXeTe MpOAOAXaTb 3axBaT, AaXe HMMesi B pyKax AMLIb
KiLLIA.iA.

Metkum yaap.
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[lonasas no cyllectBy GeXxToBaAbHbIM OpYXHEM Bbl MOXeTe
MOTPaTUTL 2 OYKa AOOAECTH W COBEPLUWTb OTBAEKAIOLLYIO aTaky o
HeMmy (paspesaTb peMeHb, MOBPEAWTb CyCTaB HMAM AOGOE Apyroe
AENCTBME, OTBAeKamollee ero or 6osl). Lleanb AoaxHa coBeplunTsb
yCrellHbIM Ccrnac6pocok TeAOCAOXKEeHMs, AW MOAYUHUTb MOMEXy Ha
NepByIO COBEPLIEHHYIO aTaKy MAM MPOBEPKY CMTOCOGHOCTH B €ro XOAY.
OpdeKT  3aKaHYMBAETCS €CAM  LeAb  COBEpLUaeT  YCELHbIN
Crac6poCoK, MAM TPATUT AGHCTBHE, YTOObI YCTPAaHMTh MOMeXy (Y4MHMT
peMeHb, BIPABASIET CYCTaB U T.A.).

MoAHUeHocHOe HarlmapAeHue.

[lpu coBeplueHunn AercTBUsS ATaka Bbl MOXETE MOTPATHTb 2 OYKa
AOGAECTH M OTTOAKHYTb Ballly LIeAb Ha3aA. B KoHLe Baliero kaxaoro
XOAa KaXAblM pa3 [MpW YCMELHOM [OMaAaHWK  (PEXTOBAAbHBIM
OpPYXHMEM aTaKOBaHHOE CYLIECTBO AOAXHO [POMTH Crac6pocok
AOBKOCTH MAM GbiTb OTOPOLLIEHHBIM Ha3aA Ha 5 ¢yToB. CyllecTtBo He
MOXET GbITb KpyrHee Bac GOAbLLE YeM Ha OAMH pasmep. [locae aToro
Bbl MOXETe HEMEAAEHHO 3aHsiTb OCBOOOAMBLUEECS OT MPOTHBHHKA
MPOCTPAHCTBA, HE MpOBOLMPYS aTak OT APYrMX  CyLLECTB.
O6esopyskuBaloLuasi napuposaHve. Ecan Bbl npomaxuBaertech Mo
cyllecTBy B 6AMXHEM 6010, TO MOXETE MOTPATHTh | OUKO AOGAECTH, U
peakLUMen BbIHYAMTb €ro COBepLNTb crac6pocok CHAbL B CAydae
NpoBaAa CYLLECTBO POHSIET OpyxkHe, Aepxkallre B pykax. Ecan y Bac
eCTb CBOGOAHAS PYKa, TO Bbl MOXETE COBEPLUMTb YCIMELLIHYIO MPOBEPKY
AoBkoctr CA TO M nonMaTth rnpeaMeT. MHaue oH mnpusemasieTcs B 10
(pyTax OT HamaAaioLero.

Ocrpast wyTka.

Peakunern Ha O6pocok aTaku, NpPOBEPKY XapaKTEPUCTMKK W
cnac6poCoK OT CYLLECTBA, YTO Bbl BUAHTE, HO AO OGBSIBAEHHS! yCIIELLHbI
AW OHH, AW HEYAQUHbIl, Bbl MOXETe MOTPaTUTh 2 OuKa AOGAECTH W
MOM3AEBATHCS, AMGO MOAAEPKATh CyLecTBO. ECAM OHO cAbILLMT Bac,
6pocbTe WL - pesyAbTaT AOGABASIETCS MAM BbIUMTAETCs M3 Gpocka (Ha
Balll

I'Lley"

CreHa 13 cBepKaloLLer CTaAM.

[lpr coBeplueHnH aTaku GAMXHEro 60s, peakUuWern Bbl MOXET
MOTPaTUTL 2 OYKa AOGAECTM W COBEPLUMTH aTaKy (eXTOBAABHbBIM
opyxueM. ECAM pe3yAbTaT rnonasaHusi 9TOM aTaKoM MPEBbILLIAET Balll
KA, To AO KOHLIa BallEero CAEAyIOLLEro Xoaa BMeCTo 3HaueHHst KA Bbl
MCIOAB3yEeTE 3HAYEHHsl OT MOMaAaHMs. [loTEHLMAABHO 3TO MOXEeT
MPHUBECTHU K TOMY, YTO aTaKa Mo BaM 3aKOHYMTCS MPOMaXOM.

YAap HaBepLMeM.

[pu coBeplueHmr aTakK Bbl MOXETE MOTPATHTb 2 O4Ka AOGAECTH U
MOpasuTh MPOTHBHKMKA HABEPLIMEM OPYXHs, BMECTO €ro Ae3BHs.
Hanecute 1<6 Apo6siiero ypoHa, BMECTO CTaHAAPTHOTO M LEAb
AOAXHA COBEpLUMTb YCMeELIHbI cnac6pocok TEAOCAOKEHHs, UAU CTaThb
HeAeeCcrnoco6HOM A0 KOHLA CBOero cAeayiollero xoaa. CyliectBo He
MOET GbITb KpyMHee Bac GOAbLLE YeM Ha OAMH pasMep.

DARING DUELIST

archetype

\Y

The nobility of Suzail has a long his-tory of dueling to settle
differences. Typically such duels are fought only to first blood, though
on occasion they are more lethal. The most skilled swordsmen often
hire themselves out as fencing instructors or join the Purple Dragons
or chartered adventuring parties to prove their steel in defense of the
kingdom.

deeds of derring-do

Starting at 3rd level, the daring duelist learns to fight with style.
The daring duelist learns 3 deeds, and learns 1 additional deed at 9th
and 17th lev-el. Deeds of derring-do use Sneak Attack dice to perform
amazing combat related stunts. You may use only a single deed with
each attack and must declare which deed you will be attempting
before you make your attack roll. Sneak Attack dice spent to activate
a deed of derring-do are discarded and are not rolled as damage. The
save DC of a deed is equal to 8 + Charisma + Proficiency bonus.

P -ctiin.
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Disarm. You may spend one sneak attack die to dis-arm your
target, forcing it to drop one item of your choice that it is holding. The
target must succeed on a Dexterity saving throw. On a failed save, it
drops the object you choose. The object lands at its feet. Beginning at
9th level, you may grab the item if you have free use of at least one
hand. Be-ginning at 13th level, you may spend an additional sneak
attack die to impose disadvantage on your target's Dexterity saving
throw to resist this deed.

Distracting Banter. You may spend one sneak attack die to distract
your target. The target must succeed on a Wisdom saving throw or
have disadvantage on its next attack roll, saving throw, or skill check.
Beginning at 13th level, you may spend an addi-tional sneak attack die
to impose disadvantage on you target's Wisdom saving throw against
this deed.

r

Dos-A-Dos. You may spend one sneak attack die to pull your
opponent into a bad position. The target must succeed on a Dexterity
saving throw. On a failed save, you may move your opponent 5 feet
in any direction, though it must end its move-ment adjacent to you.
Beginning a 9th level, you may move into the space that your
opponent was forced out of.

False Bravado. You may spend one sneak attack die to gain
temporary hit points equal to 1d6 + your Charisma modifier. Beginning
at 9th level, you may spend two sneak attack dice to gain temporary
hit points equal to 2d6 + your Charisma modifier. At 13th level, you
may spend three sneak attack dice to gain temporary hit points equal
to 3d6 + your Charisma modifier.

Head Strike. You may spend two sneak attack dice to disorient
your target. The target must succeed on a Wisdom saving throw or be
blinded until the start of your next turn. Beginning at 13th level, you
may spend two additional sneak attack die to impose disadvantage on
your target's Dexterity saving throw against this deed.

Nimble Escape. You may spend one sneak attack dice to throw off
your target's combat rhythm. The target may not make opportunity
attacks against you until the beginning of your next turn.

Pull the Rug Out. You may spend one sneak attack die to trip your
target. The target must succeed on a Dexterity saving throw or be
knocked prone. Be-ginning at 13th level, you may spend an additional
sneak attack die to impose disadvantage on your target's Dexterity
saving throw against this deed.

Steal the Initiative. You may spend one sneak attack die increase
your initiative in subsequent rounds by a value equal to your
Charisma modifier.

Throat Punch. You may spend two sneak attack dice to silence
your target. The target must succeed on a Constitution saving throw
or be unable to speak. They may make a new save at the end of each
of

their turns. Beginning at 13th level, you may spend an additional
sneak attack die to impose disad-vantage on your target's initial
Constitution saving throw against this deed.

\Y

Duelist’s Stance

Starting at 9th level, you learn to adopt special stances that allow
you to adapt to different com-bat situations. You may adopt one of
the following stances as a bonus action. A stance ends after T minute,
if you are restrained or incapacitated, or if you lose your concentration
(as if concentrating on a spell). If your stance ends, you may adopt a
new one as a bonus action. You may shift between different stances
as a bonus action on your turn.

Aggressive Stance. You deal 1d6 additional dam-age when you hit
an enemy with a melee weapon attack.
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Focused Stance. While you are in this stance, you choose a single
opponent you can see at the start of each of your turns. That creature
has disadvan-tage on attack rolls against you. All other creatures have
advantage on attack rolls against you.

Opportunist Stance. Creature's provoke an oppor-tunity attack
from you when they move 5 feet or more while within your reach.

Swift Stance. You increase your speed by 10 feet.

A

?

b>

Riposte

Starting at 13th level, when an enemy misses you with a melee
attack, you may use your reaction to make a melee attack against
them. You may use this ability a number of times equal to your
Charisma modifier and regain all uses when you finish a short or long
rest.

\ i

Ji

perfect Strike

Starting at 17th level, when rolling damage for an attack with a
melee weapon you gain a special benefit whenever a damage die rolls
its maxi-mum amount. When one or more of your dam-age dice show
the maximum possible result (such as a 6 on a d6), you may reroll each
such dice and add its result to the original damage total. You may
reroll each dice only once.

ROGUE: DUELIST ARCHETYPE

The roguish duelist is a lightly armored combatant who favors
quick, precise attacks with a light weapon in each hand. The duelist is
murderously effective when fighting one-on-one. The quick,
resourceful, and precise duelist may look like an artist, but more often
he or she is just another killer for hire—but one with a dashing and
lethal sense of style.

PROWESS

When you choose this archetype at 3rd level, you learn techniques
that are fueled by a special reserve of strength called prowess.

TECHNIQUES. You learn three techniques of your choice from
those described below (see “Techniques’). You can use only one
technique per attack. You learn one additional technique of your
choice at 9th, 13th, and 17th levels. Each time you learn a new
technique, you can also replace one technique you know with a
different one.

PROWESS. You have an amount of prowess equal to your
proficiency bonus x 2. To spend prowess, you must be wielding a
finesse weapon in one hand and have either nothing or a dagger in
your other hand. You can spend prowess once per turn. You regain
all spent prowess when you finish a short or long rest.

SAVING THROWS. Some of your techniques require your target
to make a saving throw to resist an effect. The saving throw DC =8 +
your proficiency bonus + your Dexterity modifier.

DANCING BLADE

Also at 3rd level, you can wield a rapier as a light weapon, provided
you have nothing heavier than a light weapon in your other hand.

STRIKE FIRST, STRIKE LAST

Starting at 9th level, your reflexes are honed to a razor’s edge,
granting you advantage on initiative checks. Additionally, if you are
surprised, you can take the Attack action on your first turn by
spending i prowess.

P

{

VIRTUOSO

At 13th level, choose two skills from the following list: Acrobatics,
Athletics, Deception, History, Intimidation, Persuasion, Sleight of Hand.
You gain proficiency in the chosen skills, or add double your
proficiency bonus if you are already proficient.

DEEP RESERVE

Starting at 17th level, when you roll initiative and have no prowess
remaining, you regain 2 prowess.

TECHNIQUES
The techniques are presented in alphabetical order.

CLINCH, Immediately after you hit with a finesse weapon, you can
spend 2 prowess to automatically grapple the creature you hit, Normal
size and reach restrictions apply, Select one of the creature's attack
actions; for as long as the grapple persists, the creature has
disadvantage with that attack, You can maintain this grapple even if
you hold a dagger in your offhand,

DEEP SLICE, When you inflict damage with a finesse weapon, you
can spend 1 prowess to deal a deep, bleeding wound, At the start of its
turn, the bleeding creature must make a successful Constitution
saving throw or take 3 (id6) piercing damage, On a successful save, the
effect ends, The creature or its adjacent ally can end the effect by
spending an action to use a healer’s kit or to make a successful
Wisdom (Medicine) check against your technique save DC, Any
amount of healing also ends the effect, A deep slice has no effect
against constructs and undead,

DISARMING PARRY, “ffien you are missed by a melee attack, you
can spend i prowess as a reaction to force the attacker to make a
Strength saving throw, If it fails, the attacker drops the weapon it
attacked with, If you have a free hand, you can catch the weapon with
a successful DC 10 Dexterity check; otherwise it lands 10 feet away
from the attacker in a random direction,

DRIVING ASSAULT, When you take the Attack action, you can
spend 2 prowess to press your target back, Until the end of your turn,
each time you hit with a finesse weapon, the target must succeed on
a Dexterity saving throw or move 5 feet away from you, The target can
be no more than one size category larger than you, You can
immediately advance into the space the target vacated if you wish,
without triggering an opportunity attack,

EFFORTLESS STEPS, When you take the Dash action, you can
spend i prowess to ignore nonmagical difficult terrain, and climbing
doesn't cost extra movement until the end of your turn, You can spend
i additional prowess to move through a single foe’s space without
triggering an opportunity attack from that creature,

POMMEL PUNCH, “ffien you make an attack, you can spend 2
prowess to strike the target with the pommel of your weapon instead
of the blade, This does id6 bludgeoning damage instead of the
weapon's normal damage dice, and the target must make a successful
Constitution saving throw or be incapacitated until the end of its next
turn, The target can be no more than one size category larger than
you,

RAPID STRIKES, If you make a second attack with a light weapon
in your off-hand, you can spend i prowess to add your ability bonus
to this attack's damage roll,

STICK AND MOVE, After you attack with a finesse weapon, you
can spend 2 prowess as a bonus action to move half your speed, This
movement doesn’t provoke opportunity attacks,

TAGGING STRIKE, “ffien you hit a creature with a finesse weapon,
you can spend 2 prowess to impair your target by cutting a strap,
injuring a joint, or dealing some other distracting blow, The target
must make a successful Constitution saving throw or have
disadvantage on the first attack roll or ability check it makes during
its turn, The effect ends when the creature makes the saving throw
successfully or spends an action to end it (readjusting its gear,
regaining its balance, etc.)

WALL OF FLASHING STEEL, As a reaction when you are hit by a
melee weapon attack, you can spend 2 prowess to attack with a finesse
weapon, If the result of your attack roll exceeds your AC, use the attack
roll in place of your AC until the start of your next turn, This can cause
the triggering attack to miss,

WITTY REPARTEE, As a reaction after a creature you can see makes
an attack roll, ability check, or saving throw ' but before success or
failure is revealed, you can spend 2 prowess to encourage or mock

Fane
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the creature, If the creature can hear you, roll a d4; the result is added
to or subtracted from the creature's attack roll (your choice),

ROGUE: FIXER ARCHETYPE

You are a fixer—you make connections between thugs, burglars,
trap-smiths and second-story men, You know people, you know where
to find what you need, and you know who to pay to get things done,
You realize the most valuable currency is knowledge, and you make
very sure to be flush with coin to obtain the information you seek,

STREET SMART

“ffien you choose this archetype at 3rd level, you can apply your
proficiency bonus to Intelligence and Charisma ability checks made
to identify or locate a person (or type of person) that you are seeking,
You can also use this ability when attempting to track down a buyer
or seller for exotic equipment or magic items,

SCROUNGER

At 3rd level, you can find unwanted or unattended items of gear
and “appropriate” them, Once per week, you can obtain one or more
mundane items with a total value of no more than 25 gp without
parting with any cash, subject to the GM’s discretion,

SLIPPERY CUSTOMER

At 3rd level, you can use your reaction to move up to half your
speed when an enemy approaches to within 5 feet of you, This move
doesn't trigger opportunity attacks,

WELL CONNECTED

At 9th level, you can apply double your proficiency bonus to
Intelligence and Charisma ability checks to track down a specific
person or type of person, In addition, the total

value of items that you can scrounge in a week increases to 100
gpP-

A JADED EYE

At 9 th level, you gain advantage on Wisdom (Insight) checks to
determine whether someone is lying and on saving throws against
illusions.

GOING UNDERCOVER

At 13th level, you are able to provide others with tools and
coaching to help them conduct acts of subterfuge. With a minimum
of four hours preparation and by spending 25 gp per person, you can
give up to six individuals (including yourself) advantage on Charisma
(Deception) checks for one hour.

ROGUISH LUCK

“"en you reach 17th level, your survival instincts become finely
tuned. When a melee attack reduces you to O hit points, you can use
your reaction to leap 5 feet in any direction. If this moves you out of
reach of the attack, you take no damage from it. Using this ability does
not trigger opportunity attacks. After using this ability, you must
complete a long rest before using it again.

P -ctiin.
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SORCERER

WAR MAGE

During its early expansion, the Coryani Empire found that it's most
devastating auxilia were those comprised of War Mages. Exceedingly
rare, these men and women were able to tap into the most destructive
mystic arts while at the same time close with the enemy and be just
as deadly with a gladius.

Over time, other militaries saw the wisdom in fielding such highly
skilled and versatile soldiers; their only drawback being the difficulty
in finding those with the temperament to serve as a War Mage.

Military Training

As you take levels in the eldritch sorcerer, you continue to train

with both arms and armor and your magic. You gain the abilities
below at the indicated levels in this class.

Physical Training: Starting at Ist level, your hit point maximum
increases by 3. In addition, any time you increase your level in this
class, your hit point maximum increases by 1.

Martial Training: At Tst level, you gain proficiency in light and
medium armor as well as simple and martial weapons.

Force of Will: Starting at 2nd level you can add your Charisma
modifier to any Constitution saving throw you make to maintain your
concentration on a spell which is currently affecting a friendly
creature.

Never Unarmed: At 3rd level you learn the spell call to arms”.

Battlefield Magic

When you cast a spell, you can siphon and reshape some of its
arcane power, channeling into your allies. You may choose one of the
following Metamagic options, learning an additional option at 4th level
and 6th level. You can use a Metamagic option you gain from this
feature even if you have already used a different Metamagic option
during the casting of a spell.

Sarishan Sorcerer-Priests and the Summoning of Infernals

Sarishans do not worship demons, devils, or other fiends in any
way, shape, or form. On the contrary, Sarish is known as the Binder of
Infernals, meaning that these beings are forced to do His bidding.

Thus, when a Sarishan Sorcerer-Priest casts summon Sarish's own
to bring forth an imp, that creature is being forced to fight on the
summoner's behalf. The imp isn't fighting willingly or because it
shares the same goals as the Sarishan.

However, Sarishans must be careful when dealing with infernals
more powerful than they are, especially free-willed infernals, those
who have never been bound by any Sarishan and lack the mark. These
creatures are loath to give up their freedom, even for a short period
of time, and they must be bargained with in order to acquire their
services. A Sarishan may always attempt to mark an Infernal and bind
it to the service of Sarish, but this is a very risky prospect and requires
specialized training and a complex ritual.

- Enhance Arms Spell: When you cast a spell, you can spend 2
arcane points to temporarily enchant any weapons held by friendly
creatures you can see within 20 feet of you. For T minute, those
weapons are considered magical for the purposes of bypassing
immunities and resistances.

- Fortifying Spell: When you cast a spell, you can spend 1 arcane
point to grant 5 + your Charisma modifier temporary hit points to a
friendly creature you can see within 10 feet. These temporary hit
points remain for 1 hour.

- Inspiring Spell: When you cast a spell, you can spend 1 arcane
point to grant a friendly creature you can see within 10 feet immunity
to fear for 1T minute.

Battle Mage
Beginning at 6th level, you can attack twice, instead of once,
whenever you take the Attack action on your turn.
Additionally, any time you cast a spell that targets one or more
friendly creatures, you can make a melee attack as a bonus action.
War Magic
P

{

Starting at 14th level, when you use your action to cast a spell, you
can make a melee attack as a bonus action.

Eldritch Strike

Starting at 18th level, you learn how to make your weapon strikes
undercut a creature's resistance to your spells.

When you hit a creature with a weapon attack, that creature does
not benefit from its resistances or immunities for the next spell you
cast before the end of your next turn.

LINKS AND SOURCERS
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WARLOCK

PACT OF THE BLADE

{

Pact weapon. You can use your action to create a pact weapon in your
empty hand. You can choose the form that this melee weapon takes
each time you create it (see chapter 5 for weapon options). You are
proficient with it while you wield it. This weapon counts as magical
for the purpose of overcoming resistance and immunity to
nonmagical attacks and damage.

Your pact weapon disappears if it is more than 5 feet away from you
for T minute or more. It also disappears if you use this feature again,
if you dismiss the weapon (no action required), or if you die.

You can transform one magic weapon into your pact weapon by
performing a special ritual while you hold the weapon. You perform
the ritual over the course of 1 hour, which can be done during a short
rest. You can then dismiss the weapon, shunting it into an
extradimensional space, and it appears whenever you create your pact
weapon thereafter. You can't affect an artifact or a sentient weapon in
this way. The weapon ceases being your pact weapon if you die, if you
perform the 1-hour ritual on a different weapon, or if you use a 1-hour
ritual to break your bond to it. The weapon appears at your feet if it is
in the extradimensional space when the bond breaks.

Battle training. Also, when you made pact you acquired the training
necessary to effectively arm yourself for battle. You gain proficiency
with medium armor, shields, and martial weapons.

Hexwarrior. Whenever you finish a long rest, you can touch one
weapon that you are proficient with and that lacks the two-handed
property. When you attack with that weapon, you can use your
Charisma modifier, instead of Strength or Dexterity, for the attack and
damage rolls. This benefit lasts until you finish a long rest. This benefit
extends to every pact weapon you conjure with that feature, no matter
the weapon’s type.

Also, you can learn additional spells.

Pact of Blade additional spells

Spell Spells

Level

Tst shield, wrathful smite

2nd blur, branding smite

3rd blink, elemental weapon

4th phantasmal killer, staggering smites
5th banishing smites, cone of cold

Blade not Blast. damage of eldritch blast will become 1d8 and nothing
can add bonus damage to it.

INVOCATIONS

You gain a bonus to damage rolls against the cursed target. The bonus
equals your proficiency bonus.

Any attack roll you make against the cursed target is a critical hit on
a roll of 19 or 20 on the d20.

If the cursed target dies, you regain hit points equal to your warlock
level + your Charisma modifier (minimum of 1 hit point).

You can't use this feature again until you finish a short or long rest.
Eldritch Smite
Prerequisite: 5th level, Pact of the Blade feature

Once per turn when you hit a creature with your pact weapon, you
can expend a warlock spell slot to deal an extra 1d8 force damage to
the target, plus another 1d8 per level of the spell slot, and you can
knock the target prone if it is Huge or smaller.

Improved Pact Weapon
Prerequisite: Pact of the Blade feature

You can use any weapon you summon with your Pact of the Blade
feature as a spellcasting focus for your warlock spells.

In addition, the weapon gains a +1 bonus to its attack and damage rolls,
unless it is a magic weapon that already has a bonus to those rolls.

Finally, the weapon you conjure can be a shortbow, longbow, light
crossbow, or heavy crossbow.

Extra attack
Prerequisite:5th level, Pact of the Blade feature

When you attack with your pact weapon or with weapon you
enchanted using pact feature you attack twice.

Lifedrinker
Prerequisite: 12th level, Pact of the Blade feature, Hexblade’s Curse

When you hit a creature with your pact weapon, the creature takes
extra necrotic damage equal to your Charisma modifier (minimum 1)
and you gain temporary hit points equal to your Charisma modifier.
These temporary hit-points stacks with temporary hit points received
from Armor of Agathys, False Life spell.

Shielding steel
Prerequisite: Pact of the Blade feature

You can cast shield without components number of times equal to
your proficiency modifier. You regain all uses of this feature after long
rest.

Wind of steel
Prerequisite: Pact of the Blade feature, 10 level

You know steelwind strike spell and can cast it once. You will gain
ability to do it again after long rest.

LINKS AND SOURCERS

Hexblade’s Curse
improved Pact Weapon
Eldritch Smite
Extra attack
Lifedrinker
Shielding steel
. Wind of Steel
Hexblade’s Curse
Prerequisite:6th level, Pact of the Blade feature

You gain the ability to place a baleful curse on someone. As a bonus
action, choose one creature you can see within 30 feet of you. The
target is cursed for T minute. The curse ends early if the target dies,
you die, or you are incapacitated. Until the curse ends, you gain the
following benefits:
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WIZARD

SCHOOL OF SWORDMAGE

The War Wizards of Cormyr recruit

from many different wizard colleges,

including some located in Cormyr it-

self, and from many backgrounds and

specialties. Among the more recent

wizard academies in Cormyr is the

Academy Orbyn named for the longsword crafted by
the High Mage Amedahast. The academy is jointly
taught by a retired battlemaster of the Purple Drag-
ons and a member of the War Wizards. They teach
both martial combat as well as the arcane arts, an
approach embraced by former High Mage Caladnei.
Spellblade

Beginning when you select this school at 2nd level,
you gain proficiency with light armor, greatswords,
longswords, shortswords, rapiers, and scimitars.

In addition, you may perform a brief ritual when
you finish a long rest. During this ritual, you may
bond to any melee weapon with which you are pro-
ficient. When you attack with that weapon, you can
use your Intelligence modifier, instead of Strength or
Dexterity, for the attack and damage rolls. You may
use the weapon as an arcane focus for your Wizard
spells, and may perform the somatic components of
Wizard spells even if you are wielding a weapon in
both hands. This benefit lasts until you finish a long
rest.

Arcane Regeneration

Beginning at 6th level, as a bonus action you may
expend a Wizard spell slot to regain hit points equal
to 1d8 per level of the spell slot you expended.

You must then finish a short or long rest to use this
ability again.

Arcane Blade

Starting at 10th level, you can use your magic to
enhance your weapon. Your spellblade does an
additional 1d8 damage when you hit with a melee

attack. This extra damage can be acid, cold, fire,

lightning, or thunder damage, chosen when you
bond with your spellblade. At 14th level the addi-
tional damage increases to 1d10.

Mystic Assault

Beginning at 14th level, whenever

you take the Attack action

on your turn you may use

a bonus action to cast

a spell with a casting

time of one

action.
Pramnt
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BATTLEMAGE

(Wizard Alternate Class)

Not all wizards concern themselves solely with scholastic matters.
Some take an interdisciplinary approach to combat, forgoing certain
magical studies to train extensively with martial weapons.

Arcane Weapon Training (Alternate Class Feature)

You know only one cantrip of your choice from the wizard list at
Ist level, and do not gain additional cantrips at 4th and 10th level.
Choose three one-handed martial weapons. You gain proficiency in
these weapons, and they function as a spellcasting focus for your
wizard spells. This modifies the Cantrips class feature.

BATTLEMAGE

Trained in weaponry, mounted combat, and destructive arcane
traditions, battlemages are potent spellcasters and warriors. They
sur-vey the field near and far, turning the tide with their martial
prowess and the seemingly endless reach of their spells.

Perhaps the most famous bat-tlemages are those trained at the
Crucible of Mesos in Calastia, who are considered among the Black
Dragon’s military elite. However, battlemages are also known among
the famed War

Colleges of Darakeene and elsewhere.

Battlefield Training

When you adopt this tra-dition at 2nd level, you gain proficiency
with light and medium armor and with one melee weapon of your
choice. You also gain proficiency in the Animal Handling skill.

Battlemage's Fortitude

Also starting at 2nd level, you may apply your proficiency bonus
on Constitution saving throws that you make to maintain your
concentration on a spell when you take damage.

Wizard 81

Battlefield Magic

Beginning at 6th level, you learn counterspell. In addition, you can
create pockets of relative safety within the effects of your evocation
spells. When you cast an evocation spell that affects other creatures
you can see, you can choose a number of them equal to 1+ the spell's
level. The chosen creatures automatically succeed on their saving
throws against the spell, and they take no damage if they would
normally take half damage on a successful save.

Battlemage's Reach

Starting at 10th level, when you cast a spell that has a range of 5
feet or greater, you can double its range. Alternately, if you cast a spell
that has a range of touch, you can make the range of the spell 30 feet.

You can use this feature a number of times equal to your
Intelligence modifier (a minimum of once). You regain all expended
uses when you finish a long rest.

Overchannel

Starting at 14th level, you can increase the power of your simpler
spells. When you cast a wizard spell of Tst through 5th level that deals
damage, you can deal maximum damage with that spell.

The first time you do so, you suffer no adverse effect. If you use
this feature again before you finish a long rest, reduce your current
hit points by 2d12 per level of the spell immediately after you cast it.
Each time you use this feature again before finishing a long rest, the
hit point reduction per spell level increases by 1d12.
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SPELL LISTS

SPELL LIsTS BY CLASS
Bard

Cleric
Druid
Paladin
Ranger
Sorcerer
Warlock
Wizard

SPELL LISTS BY SCHOOL

SPELL LISTS BY LEVEL
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SPELLS DESCRIPTION

EXPANDED SPELL DESCRIPTION

Casting time
Subschool

Components

Verbal, Somatic, Material,

N @ >
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E Prayer
3rd-level conjuration

Casting Time: Bonus action
Range: 25 feet
Duration: Concentration, up to T minute

Choose any number of creatures within range. Until the spell
ends, each target gains the blessing of the gods, manifested in a +1
bonus to AC, attack rolls, weapon damage rolls, ability checks, and
saving throws.

Holy Vigor
3rd-level abjuration

Casting Time: T action
Range: Touch
Duration: 8 hours

Your touch imbues a willing creature with blessed vigor. It gains
3d8 + 9 temporary hit points for the duration. These hit points can
exceed the creature’s hit point maximum, and they cannot be
regained. If the creature takes any damage, these hit points are lost
first.

At Higher Levels: When you cast this spell using a spell slot of 4th
level or higher, the temporary hit points increase by 2d8 for each level
above 3rd.

Righteous Shield
4nd-level abjuration
Casting Time: T action
Range: 10 feet

Duration: Concentration, up to T minute

Holy power radiates from you, protecting friendly creatures within
10 feet of you. For the duration, each friendly creature in the area,

P -ctiin.
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including you, gains resistance to bludgeoning, piercing, and slashing
damage.

Hail of Thorns
Ist-level conjuration

Casting Time: 1 bonus action
Range: Self

Components: V

Duration: up to T minute

The next time you hit a creature with a ranged weapon attack
before the spell ends, this spell creates a rain of thorns that sprouts
from your ranged weapon or ammunition. In addition to the normal
effect of the attack, the target of the attack and each creature within 5
feet of it must make a Dexterity saving throw. A creature takes 1d12
piercing damage on a failed save, or half as much damage on a
successful one.

At Higher Levels. If you cast this spell using a spell slot of 2nd
level or higher, the damage increases by 1d12 for each slot level above
Tst (to a maximum of 6d12).

Cure Wounds
Ist-level evocation

Casting Time: T action
Range: Touch
Components: V, S
Duration: Instantaneous

A creature you touch regains a number of hit points equal to 2d8
+ your spellcasting ability modifier. This spell has no effect on undead
or constructs.

At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the healing increases by 2d8 for each slot level above
Tst.

2nd level

Melfs Acid Arrow

2nd-level evocation
Casting Time: 1 action
Range: 90 feet

Components: V, S, M (powdered rhubarb leaf and an adder’s
stomach)

Duration: Instantaneous

A shimmering green arrow streaks toward a target within range
and bursts in a spray of acid. Make a ranged spell attack against the
target. On a hit, the target takes 6d4 acid damage immediately and 3d4
acid damage at the end of its next turn. On a miss, the arrow splashes
the target with acid for half as much of the initial damage and no
damage at the end of its next turn.

At Higher Levels. When you cast this spell using a spell slot of 3rd
level or higher, the damage (both initial and later) increases by 2d4 for
each slot level above 2nd.
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Hold Person
D&D Palant Edition

Hold Person*
2-level Enchantment

Casting Time T action

Range 60 feet

Duration up to T minute

Components V, S, M (a small, straight piece of iron)

Choose a humanoid that you can see within range. The target
must succeed on a Wisdom saving throw or be paralyzed for the
duration. At the end of each of its turns, the target can make another
Wisdom saving throw. On a success, the spell ends on the target.

At higher levels: At Higher Levels. When you cast this spell using
a spell slot of 3rd level or higher, you can target one additional
humanoid for each slot level above 2nd. The humanoids must be
within 30 feet of each other when you target them.

Class(es): Bard, Cleric, Druid, Sorcerer, Warlock, Wizard

Barkskin
2nd-level transmutation

Casting Time: T action

Range: Touch

Components: V, S, M (a handful of oak bark)
Duration: up to 1 hour

You touch a willing creature. Until the spell ends, the target’s skin
has a rough, bark-like appearance, and the target's AC can’t be less
than 16, regardless of what kind of armor it is wearing.

3rd level
Beacon of Hope
3rd-level abjuration

Casting Time: T action
Range: 30 feet
Duration: T minute

Choose any number of creatures within range. Your prayer fills
these creatures with hope, vitality, and the will to push through the
most trying circumstances. For the duration, each target has
advantage on Wisdom saving throws and death saving throws, and a
target regains the maximum number of hit points possible from any
healing.

4th level

Stoneskin

4th-level abjuration
Casting Time: T action

Range: Touch

Components: V, S, M (diamond dust worth 100 gp, which the spell
consumes)

P -ctiin.
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Duration: up to T hour

This spell turns the flesh of a willing creature you touch as hard
as stone. Until the spell ends, the target has resistance to bludgeoning,
piercing, and slashing damage.
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Holy Power
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