MARTIAL ARCHETYPES

At 3rd level, a fighter gains the Martial Archetype feature. The
following Ghost option is available to a fighter, in addition to
those normally offered.

GHOST FEATURES

Fighter
Level Features

"We are the unseen..."; "We are the knife in the

“We are the unseen...” 3 garin

7th "We do not know fear..."
10th  "For we are fear..."

15th  "And we are death."
18th  "We are ghosts."

. GHOST

"We are the unseen," read the pamphlets and graffiti left
behind by the fighters who embody this mysterious, cult-like
martial archetype. And there is a lot of truth to that claim.
Blending the techniques and stealth of assassins and rogues,
Ghost fighters move through the Stretch as careful predators.
When finally pitted against a foe, they cut through enemy
ranks like a bullet through paper.

"WE ARE THE UNSEEN...""

Starting at 3rd level when you take the Ghost archetype, you
gain proficiency in the Stealth skill and your proficiency bonus
is doubled for any ability check you make that uses Stealth.

"WE ARE THE KNIFE IN THE DARK..."

Also at 3rd level, you are an expert at taking advantage of your
opponent while their guard is down. Once per turn, you can
add your proficiency bonus to your damage roll on one attack
if you have advantage on the attack roll. You don't need
advantage on the attack roll if another enemy of the target is
within 5 feet of it, that enemy isn't incapacitated, and you don't
have disadvantage on the attack roll.

"WE DO NOT KNOW FEAR..."
At 7th level, you've learned to anticipate dangers before they
happen. You add a bonus equal to your proficiency bonus to
your initiative checks.

Also, you gain proficiency in Dexterity saving throws. If you
already have this proficiency, you instead gain proficiency in
Intelligence or Wisdom saving throws (your choice).

"FOR WE ARE FEAR..."
At 10th level, you can use your bonus action to make a
., Charisma (Intimidation) check contested by a target's Wisdom
 (Insight) check. The target must be within 30 feet of you and
able to see you. If the check is successful, the target is
frightened of you until it takes damage or until the end of its
next turn. While the creature is frightened of you, you have
f?v ?advantage on attack rolls against it. If the target succeeds on
he contest or the effect ends for it, it is immune to this feature
i I " for the next 24 hours.
‘e v You can use this feature three times and regain all
‘wéxpended uses after you complete a long rest.




"AND WE ARE DEATH."

Starting at 15th level, you can use your action to make a single
melee attack against a target within reach. You have
advantage on the attack roll In addition, if the attack hits you
can roll one of the weapon's damage dice one additional time.

"WE ARE GHOSTS."
At 18th level, as a bonus action or as a reaction when a
creature hits you with an attack roll or harmful spell, you can
become incorporeal While incorporeal, you gain resistance to
all damage except for radiant and force damage, including
from the triggering attack. You can move through other
creatures and objects as if they were difficult terrain, but you
take 1d10 force damage if you end your turn inside an object.
You remain incorporeal as long as you concentrate (as if
concentrating on a spell), up to 1 minute, until you make an
attack or cast a spell, or you use your bonus action to end the
effect.

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

GHOST LUMIBIKE

Lumibikes are vehicles used by those who operate as ghosts,
offering them flexibility and speed in the wastes.
A lumibike has the following features:

Handles. The bike is steered by the bike's handles.

Light. The lumibike casts bright light in front of it in a 360-
foot cone.

Storage. The bike stores its cargo in various compartments

near the rear of the bike.
Wheels. The bike has two wheels.

GHOST LUMIBIKE
Large vehicle (10 ft. by 4 ft)

Creature Capacity 1 crew, 1 passenger
Cargo Capacity 400 pounds
Speed 50 miles per hour (1,200 miles per day)

——
STR DEX CON INT WIS CHA
13 (1)  15+1) 13 (+1) 0 0 0
——

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened,
exhaustion, frightened, incapacitated, paralyzed,
petrified, poisoned, stunned, unconscious

[—————————

Actions

On its turn, the bike can take the move action below.
It can't take this action if it has no crew.

Move. The bike can use its helm to move with its
wheels.

Hull

Armor Class 17
Hit Points 50

Control: Helm

Armor Class 17
Hit Points 25

Move up to the speed of the bike's wheels, with one
90-degree turn. If the helm is destroyed, the bike's
speed is O.

Movement: Wheels

Armor Class 15
Hit Points 25, -25 ft. speed per 10 damage taken
Speed (land) 240 ft.
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