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Proficiency THE WARMAGE Cantrips Tricks

Bonus Known Known

CHAPTER 1:

Level Features

WARMAGE

A man, clad in brilliant platinum ceremonial armor rides
alongside a unit of soldiers, marching in perfect precision.
As he shouts marching commands, his men respond almost
preternaturally, anticipating his orders. In rapid succession,
each of the men reaches a hand skyward and releases a
bright pulse of flame, instants later exploding overhead
with a thunderous kaboom. The armored rider takes a few
notes, nods his head, and the men begin their display again.

A female elf and twenty trainees stand in something
reminiscent of an archery range, though constructed
entirely from metal. At her signal, they let loose a barrage
of energetic bolts downrange at a cluster of statues. Some
miss their mark entirely, while others land only a glancing
blow. Shaking her head with disapproval, the elf commands
the students to gather behind her. Heat and energy wells in
her outstretched palm, then flies downrange, exploding into
a brilliant fireball, reducing the statues to rubble. Smirking,
she turns and snaps her fingers, and the students quickly
retrieve brooms, dustpans, and more statues.

A thousand armored troops stand at attention in perfect
rank and file. To the fore of the group is a raised dais, upon
which a half orc kneels before a fire-haired dwarf matron.
She taps one of his shoulders, then the other, with an
intricate golden rod. Then he stands, and the matron places
the rod in his hand and a shield emblazoned with the visage
of a horse in his other. The half orc bows and turns to his
comrades, instantly cracking the facade: the boom of a
thousand voices rises up in cheer, welcoming their new
brother into the fold.

MARTIAL SPELLCASTERS

Popular as both wartime mercenaries and as peacekeepers,
warmages are a unique breed of spellcaster, one that
specializes in and perfects the use of the lowest level spells,
cantrips. Warmage philosophy teaches that, with discipline,
magic can be used at its lowest level as easily as a common
warrior wields a bow, a sword, or an axe. When used in this
way, magic is not a mysterious, unknowable force, but a
trainable weapon, and can be taught to almost anyone with
aptitude. The College of Warmages, as a result, has
managed to field an army of highly effective (though
comparatively simple) spellcasters.
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The College of Warmages is viewed with scrutiny (if
not outright hostility) by the rest of the world due to their
practices and teachings. For those without magical aptitude,
the College's overpowering force is a perpetual threat. The
College is a host unto itself, and its army, though certainly
still honorable, is nonetheless wholly mercenary. A nation
that enlists warmage aide in one war might find warmages
allied with their enemies in the next.




Wizards and sorcerers, on the other hand, see warmages
as rudimentary and trite, largely because warmages do not
understand the nuances of magic. Warmages are not
interested in studying magic, nor do they wish to plumb the
mysteries that confound spellcasters everywhere; they seek
only to destroy. For this reason, warmages are even a threat
to other spellcasters. Their single-minded utilization of
magic has honed their magic's destructive potential, and
their great numbers threaten rarer spellcasters in an outright
battle.

GLORY AND DUuTY

While rules, traditions, and the chain of command are rule
and law in the College, graduates are afforded ample
freedom for travel and adventure. Graduates only need
fulfill two requirements: first, the College may recall the
warmage to serve once a year, and second, the warmage is
never to discredit or dishonor the College. Those who do
will find themselves before an inquiry board in short order,
and punishments range from lashings and imprisonment, to
expulsion from the College and even execution.

CREATING A WARMAGE

The choice to become a warmage is neither easy, nor is it
ever accidental. Each and every warmage has both magical
aptitude and formal military training, and has made a
conscious decision to devote a portion of his or her life to
the College. That being said, since the College accepts
nearly any candidate that meets the training prerequisites,
warmages might come from a myriad of backgrounds and
beginnings.

Rather central to a warmage's character is his Arcane
Initiation. Where did you learn of magic? Is it innate,
something you were just born with? Did you grow up in a
convent or monastery? Were you apprenticed to a proper
wizard or alchemist? As well, why did you choose to reject
the path to become a proper spellcaster?

Though it is a natural choice to select a militaristic
background, nearly any can fit into the mold of the college.
Were you perhaps a thief or con man who mistakenly stole
from a member of the House of Rooks? Were you perhaps
a town guard or militia man who came into contact with a
Knight, Pawn, or Queen, and was awed by their prowess?

Lastly, determine which House your warmage wants to
belong to. A warmage is initiated into his or her house
within the first week of being in the College, but they do
not fully graduate until they gain their House subclass at
third level. Being a member of a warmage house is much
more for a warmage than just selecting a specialty; it is a
part of their identity. They will have brothers and sisters the
world over who know them by the medal they wear, the
symbol they display; there are handshakes, code words,
common slang shared between all members of a house, and
dozens of other traditions large and small.

Quick BuiLp

You can make a Warmage quickly by following these
suggestions. First, Intelligence should be your highest
ability score, followed by Constitution. Make Strength your
third highest if you plan to take the Hours of Knights or
Pawns. Then choose the cantrips chill touch, fire bolt, and
mage hand, and the scholar Arcane Initiation.

CLASS FEATURES

As a warmage, you gain the following class features.

Hit PoINTS

Hit Dice: 1d8 per warmage level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per warmage level after 1st

PROFICIENCIES

Armor: Light armor

Weapons: Simple weapons

Tools: One artisan’s kit, one musical instrument

Saving Throws: Constitution, Intelligence

Skills: Choose two from Animal Handling, Arcana,
Athletics, Acrobatics, History, Investigation, Medicine,
Perception, and Survival.



EQUIPMENT
You start with the following equipment, in addition to the
equipment granted to you by your background:

e Leather armor, a dagger, and any simple weapon

e (a) alight crossbow and 20 bolts or (b) a shortbow and
20 arrows

e An explorer’s pack an (a) a scholar’s pack or (b) one
kit you’re proficient in

SPELLCASTING

At 1st level, you begin to learn the simple, yet potent, brand
of spellcasting for which warmages are known.

CANTRIPS
At 1st level, you learn 3 cantrips from the warmage spell
list. You learn additional warmage cantrips of your choice
at higher levels, as shown in the Cantrips Known column of
the Warmage table.

Additionally, when you gain a level in this class, you
can choose one of the warmage cantrips you know and
replace it with another warmage cantrip.

SPELLCASTING ABILITY

Intelligence is your spellcasting ability for your warmage
spells, since you learn your spells through study and
memorization. You use your Intelligence whenever a spell
refers to your spellcasting ability. In addition, you use your
Intelligence modifier when setting the saving throw DC for
a warmage spell you cast and when making an attack roll
with one.

Spell save DC = 8 + your proficiency bonus + your
Intelligence modifier

Spell attack modifier = your proficiency bonus + your
Intelligence modifier

SPELLCASTING Focus
You can use an arcane focus as a spellcasting focus for
your warmage spells.

ARCANE INITIATION

The College of Warmages takes in students from all walks
of life, but only trains those that have some aptitude in
magic. At 1st level, choose where you first encountered the
spark of magic from the following:

Scholar. You learned your spells and skills through
study and practice, likely in a school or under the tutelage
of a master. You have a spellbook which begins inscribed

with two 1st-level spells of your choice that have the ritual
tag from any class’s spell list. With your spellbook in hand,
you can cast the chosen spells as rituals.

On your adventures, you can add other ritual spells to
your spellbook. When you find such a spell, you can add it
to the book if the spell’s level is equal to or less than half
your warmage level (rounded up) and if you can spare the
time to transcribe the spell. For each level of the spell, the
transcription process takes 2 hours and costs 50 gp for the
rare inks needed to inscribe it.

Additionally, you learn the cantrips prestidigitation and
dancing lights, which don’t count against the total number
of cantrips you know.

Sage. You learned magic in a monastery, church, or
nunnery, or perhaps as part of a circle of druids. You learn
the cantrips guidance, light, and sacred flame, which don’t
count against the total number of cantrips you know, as
well as one 1st level cleric or druid spell which you can
cast once without using a spell slot. You regain the ability
to cast this spell when you finish a long rest.

Savant. You inherited your powers either by birthright
or though magical happenstance. In either case, you are less
trained than others, but your magic flows out of you with
surprising ease. You learn two additional cantrips of your
choice from the sorcerer spell list, which don’t count
against the total number of cantrips you know, and when
you roll a critical hit on a spell attack roll, you deal an extra
die of damage.

ARCANE FIGHTING STYLE

The College of Warmages teaches that magic is the purest
of weapons, and can be wielded just as easily as any other.
At 1st level, select one of the following fighting styles:

Blaster. Your spell save DC increases by 2.

Deflector. When you have one hand free and a creature
hits you with a spell attack or a ranged weapon attack, you
can use your reaction to add your proficiency bonus to your
AC, potentially causing the attack to miss.

Resistive. While you are wearing light or medium armor
or are under the effect of the mage armor spell, you gain a
+1 bonus to AC.

Sniper. When making a ranged spell attack, you gain a
+2 bonus to the attack roll.

Striker. When you roll a 1 or 2 on a damage die for a
warmage cantrip you cast which requires a melee attack,
you can reroll the die and must use the new roll, even if the
newroll isalora?2.



WARMAGE EDGE

Starting at 2nd level, once per turn when you deal damage
with a warmage spell, you can add your Intelligence
modifier + half your warmage level (rounded up) to the
damage roll.

WARMAGE TRICK

Beginning at 2nd level, you learn a Warmage Trick, a
special technique that alters the way you fight, move, and
cast your spells. You learn 2 tricks at 2nd level, and 2
additional tricks at 5th, 9th, 13th and 17th level.

Additionally, when you gain a level in this class, you
can replace a trick that you know with another trick for
which you meet the prerequisites.

WARMAGE HOUSE

The College of Warmages divides its students into distinct
Houses, teaching different skills, abilities, and techniques.
Upon reaching 3rd level, you can select your House from
the following: Pawn, Knight, Bishop, Rook, or King. You
gain your first house ability at 3rd level, and an additional
one at 7th, 10th, 15th, and 18th level.

ABILITY SCORE IMPROVEMENT

When you reach 4th level, and again at 8th, 12th, 16th, and
19th level, you can increase one ability score of your
choice by 2, or you can increase two ability scores of your
choice by 1. You can’t increase an ability score above 20
using this feature.

WARMAGE TACTICS

At 6th level, you learn how to use ambient magical power
to defend yourself from your foes’ magical attacks. You
can add your Intelligence modifier to saving throws you
make against spells and magical effects that deal damage.

WARMAGE SURGE

Starting at 11th level, you learn to, for a moment, tap into a
vast reservoir of magical power, unleashing it upon your
foes. On your turn, when you deal damage with a warmage
cantrip, you can double the cantrip’s damage dice.

Once you use this ability, you can’t use it again until
you finish a short or long rest.

WARMAGE EYE

At 14th level, you are granted a set of innate magical
enchantments which greatly enhance your ability to assess
the battlefield, determine potential threats, and neutralize
them accordingly. You can add your Intelligence modifier
to all Perception checks that rely on sight. Additionally,
your ranged attacks ignore half and three-quarters cover.

MASTER WARMAGE

At 20th level, you reach the pinnacle of your warmage
prowess. You can use your Warmage Surge three times
between rests.

WARMAGE HOUSES

Within the College, different warmages are divided into
separate Houses, each of which emphasizes a different
approach to combat.

HOUSE OF BISHOPS

The House of Bishops focuses solely on spellcasting,
expanding the warmage principles to more intricate magic.

BiSHOP SPELLCASTING

Warmage  Spells — Spell Slots per Spell Level —
Level Known  1st 2nd  3rd 4th

3rd 3 2 = = =
4th 4 3 = = =
5th 4 3 = = =
6th 4 3 = = =
Tth 5 4 2 = =
8th 6 4 2 = =
9th 6 4 2 = =
10th 7 4 3 = =
11th 8 4 3 = =
12th 8 4 3 = =
13th 9 4 3 2 =
14th 10 4 3 2 =
15th 10 4 3 2 =
16th 11 4 3 3 =
17th 11 4 3 3 =
18th 11 4 3 3 =
19th 12 4 3 3

20th 13 4 3 3

B EE———....




SPELLCASTING
At 3rd level, you gain the ability to cast spells more potent
than cantrips.

Spell Slots. The Bishop Spellcasting table shows how
many spell slots you have to cast your spells of 1st level
and higher. To cast one of these spells, you must expend a
slot of the spell's level or higher. You regain all expended
spell slots when you finish a long rest.

Spells known of 1st-Level or Higher. You know three
1st-level wizard spells of your choice, two of which you
must choose from the conjuration and evocation spells on
the wizard spell list.

The Spells Known column of the Bishop Spellcasting
table shows when you learn more wizard spells of 1st level
or higher. Each of these spells must be a conjuration or
evocation spell of your choice, except for the spells learned
at 8th, and 14th level, and must be of a level for which you
have spell slots.

Whenever you gain a level in this class, you can replace
one of the wizard spells you know with another spell of
your choice from the wizard spell list. The new spell must
be of a level for which you have spell slots, and it must be a
conjuration or evocation spell, unless you’re replacing the
spell you gained at 8th or 14th level.

? ARCANE STUDY
At 3rd level, you can select any

two skills from Arcana,
History, Medicine,
Investigation, and Religion.
You gain proficiency in that
skill if you did not have it
before, or double your
proficiency bonus if you already
have proficiency in it.

MYSTICAL
GUARDIAN
At 7th level, you learn the find
familiar spell and can cast it as
a ritual. The spell doesn’t count
against your number of spells
known.

When you cast the spell, you
can choose one of the normal
forms for your familiar or one

of the following special forms:

imp, pseudodragon, blink dog,
or wolf.

Additionally, when you take the Attack action, you can
forgo one of your own attacks to allow your familiar to
make one attack of its own.

SIEGE CASTING

At 10th level, once per turn, when you deal damage to a
creature or object with a warmage spell, you deal an
additional 1d8 force damage. Additionally, when you cast a
warmage spell on your turn that has a range longer than 5
feet, you can use a bonus action to triple that spell's range.

ARCANE SCULPTING

Starting at 15th level, when you cast a warmage spell that
affects other creatures that you can see, you can choose a
number of them equal to your Intelligence modifier. 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.

ARCANE DOMINANCE

At 18th level, you learn a powerful magical trick. Select a
1st level wizard spell you know. You can cast this spell at
its lowest level without expending a spell slot.

HoUuseE oF KNIGHTS

The House of Knights have a long and storied tradition of
melding melee combat and swordplay with the warmage's
simple spellcasting.

BONUS PROFICIENCIES
At 3rd level, you gain proficiency with medium armor,
shields, and martial weapons.

KNIGHT'S ARMORY

At 3rd level, you gain access to the armory of the House of
Knights, an interdimensional space where the weapon
stocks of the college are held. You can use your bonus
action to summon a simple or martial weapon of your
choice from the armory to your empty hand. Any weapon
summoned from the armory counts as magical for the
purposes of overcoming resistance and immunity to
nonmagical attacks and damage. Weapons requiring
ammunition are summoned with a quiver or case and 50
pieces of appropriate ammunition.

A weapon summoned from the armory disappears if it is
more than 5 feet away from you for 1 minute, and
ammunition vanishes immediately after it is used. It also
disappears if you summon a new weapon, if you use an
action to dismiss your weapon, or if you die.

You can store a personal magic weapon in the armory,
accessible only to you, by performing a special ritual



during a short or long rest while you hold the weapon. You
can then dismiss the weapon to the armory and summon it
back at any time thereafter. The weapon is removed from
storage if you die, perform the 1-hour ritual on a different
weapon, or if you use a 1-hour ritual to break your bond to
it.

KNIGHT’S FLURRY

Starting at 7th level, when you use your action to cast a
cantrip, you can make one attack with your Armory
weapon as a bonus action.

FIGHTING STYLE

At 10th level, you adopt a style of fighting as your
specialty. Choose one of the following options. You can’t
take a Fighting Style option more than once, even if you
later get to choose again.

Dueling. When you are wielding a melee weapon in one
hand and no other weapons, you gain a +2 bonus to damage
rolls with that weapon.

Great Weapon Fighting. When you rollalor2ona
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 isa 1 or a 2.
The weapon must have the two-handed or versatile
property for you to gain this benefit.

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

KNIGHT'S MANEUVER
At 15th level, you can spend your entire movement to
teleport up to half your movement speed.

MASTER STRIKE

At 18th level, you learn to constantly flood your weapons
with arcane energy. When you finish a short or long rest,
choose either cold, fire, or lightning damage. Attacks you
make with melee weapons deal an additional 1d6 damage
of the chosen type. On your turn, when you use your action
to cast a warmage cantrip, you can use a bonus action to
change your bonus damage type to the same damage type
as that cantrip.

HoUuskeE oF RooOks

The House of Rooks trains the spies, assassins, and secret
operatives required to effectively run an army.

BONUS PROFICIENCIES

At 3rd level, you gain proficiency in hand crossbows,
rapiers, shortbows, shortswords, whips, thieves' tools, and
the Stealth skill.

ROOK STRIKE

Beginning at 3rd level, once per turn, you can deal an extra
1d4 damage to one creature you hit with an attack if you
have advantage on the attack roll. The attack must use a
finesse weapon, a ranged weapon, or a warmage cantrip.

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.

The amount of the extra damage increases as you gain
levels in this class, as shown in the Rook Strike table. At
10th level, you can choose to deal cold, fire, or lightning
damage, and at 15th level, you can choose to deal force

damage with a rook strike.
Rook STRIKE

Warmage Bonus
Rook’s FLiGHT Level Damage

At 7th level, you can take 3rd 1d4
the Dash or Hide action 7th 2d4
as a bonus action. 10th 3d4
15th 4d4
18th 5d4

Rooxk’s Caw

At 10th level, you gain the message cantrip, if you did not
have it before. When casting the spell, you can target a
creature you know but cannot see, regardless of range,
provided the creature is on the same plane as you and you
have a personal item of theirs (such as a sigil, a token, or a
letter.)

Rooxk’s WINGS

At 15th level, you gain the ability to fly at your normal
movement speed. You must begin and end your movement
on solid ground, otherwise you fall.

Rook’s FLASH
At 18th level, you can vanish from your enemy's eyes,
appearing behind them and striking where they are most
vulnerable. As an action, you can teleport next to a creature
who is within 100 feet and make a single melee weapon
attack or use a cantrip requiring a melee or ranged spell
attack. You gain advantage on the attack roll.

Once you use this ability, you can’t use it again until
you finish a short or long rest.



WARMAGE TRICKS

If a Warmage Trick has prerequisites, you must meet them
to choose it. You can choose the Trick at the same time that
you meet its prerequisites.

BisHOP’S BLESSING

Prerequisite: House of Bishops

Select one of the following damage types: acid, cold, fire,
lightning, poison, radiant, or necrotic. You can replace the
damage type of your melee attacks and any Warmage
cantrip you cast with the chosen damage type. You can
learn this trick multiple times, selecting a new damage type
each time.

BLINDING LIGHT

Prerequisite: light cantrip

When you use the light cantrip to target an object you are
holding, you can direct a flare at a creature within 10 feet
of you, which must make a Constitution saving throw. On a
failed save, it is blinded until the beginning of your next
turn. After a creature has failed a saving throw against this
ability, it has advantage on all subsequent saving throws
against it for 24 hours.

CHARGED BLADE

Prerequisite: shillelagh cantrip

When you cast shillelagh, you can now target any weapon
with the spell. If the weapon's damage die was already 1d8
or greater, it remains the same. In addition, the duration of
your shillelagh cantrip increases to 24 hours, and ends only
if you choose to end it or a creature other than you attempts
to wield that weapon.

CLOAK OF FEATHERS

Prerequisite: House of Rooks

While not wearing armor or using a shield, your AC equals
10 + your Dexterity modifier + your Intelligence modifier.

EXTENDED RANGE
When you cast a warmage cantrip requiring a ranged spell
attack, that cantrip's range is doubled.

FieLp MEbpIC

Prerequisite: House of Bishops

You learn the cantrip spare the dying and the spell cure
wounds. Additionally, when you cast spare the dying on a
creature who has 0 hit points, the target heals 1 hit point
and gains temporary hit points equal to your level, which
last for 1 minute.

*Included in Complete Warmage

FLEXIBLE RANGE

When you cast a warmage cantrip requiring a ranged spell
attack in melee, you don't have disadvantage on the attack
roll. Additionally, when you cast a warmage cantrip
requiring a melee spell attack, you can instead make it as a
ranged spell attack with a range of 30 feet.

KNIGHT'S WARD

Prerequisite: House of Knights

You can use your bonus action to gain resistance to your
choice of nonmagical bludgeoning, piercing, or slashing
damage until the beginning of your next turn.

MYSTICAL ARMOR
You can cast the spell mage armor without using a spell
slot.

MYSTICAL ATHLETE

Prerequisite: quickstep and springheel cantrips

When you cast the quickstep cantrip, your speed increases
by 20 feet instead of 10 feet. When you cast the springheel
cantrip, your jumping distance increases by 20 feet instead
of 10 feet. When you cast either of these cantrips, you can
instantly cast the other (no action required).

MYSTICAL VISION
You can cast the spell detect magic at will without
expending a spell slot.

RAPID FORTIFICATION
Prerequisites: mending cantrip

You can cast the mending cantrip as a bonus action, or you
can cast it as an action for one of the following effects:



e You can restore a single object, such as a door, cart,
wall, or window to pristine condition, even if all of the
original parts are not present. This object can be no
larger than 10 cubic feet, or 1 cubic foot if it is an
exceptionally complex object (such as a clock).

e You can create simple fortifications, such as sealing a
door shut, adding wooden planks to a window, or
building a short stone wall (no larger than 5 square
feet). You must have the materials present to use this
ability.

BrastiNnG CANTRIP
Prerequisite: 5th level, force dart* or mystical blade
cantrip

When you deal force damage to a creature with a warmage
cantrip, you can push the creature up to 10 feet away from
you in a straight line.

BoomiNnGg CANTRIP

Prerequisite: 5th level, thundering blade cantrip

Once per turn, when you deal thunder damage to a creature
with a warmage cantrip, you can force that creature to
succeed on a Strength saving throw or be knocked prone.

Caustic CANTRIP

Prerequisite: 5th level, acid splash or acidic blade* cantrip
When you deal acid damage to a creature with a warmage
cantrip, that creature must make a Dexterity saving throw
or take half the damage dealt again at the start of its next
turn. A creature can only be affected by this ability once
per turn.

COMMANDER’S STEED

Prerequisites: 5th level, House of Kings* or House of
Knights

You learn the find steed spell, and can cast it without using

a spell slot. Your steed is more resilient than most, and has

a number of additional hit points equal to your warmage

level.

ELECTRIFIED CANTRIP
Prerequisite: 5th level, shocking grasp or storming blade*
cantrip

When you deal lightning damage to a creature with a
warmage cantrip, you can force that creature to succeed on
a Constitution saving throw or be stunned until the start of
your next turn. You can use this ability a number of times
equal to your Intelligence modifier. You regain all
expended uses when you finish a long rest.

*Included in Complete Warmage

ENTROPIC CANTRIP

Prerequisite: 5th level, chill touch cantrip

When you deal necrotic damage to a creature with a
warmage cantrip, it must make a Constitution saving throw
or gain one level of exhaustion. After being affected by this
trick, a creature is immune to it until it finishes a long rest.

EXPLOSIVE CANTRIP

Prerequisite: 5th level, fire bolt or molten blade cantrip
When you deal fire damage to a creature with a warmage
cantrip, each creature except yourself and the target within
5 feet of the target must make a Dexterity saving throw or
take half the fire damage dealt. A creature in the area of
more than one explosive burst is affected only once. A
creature can only be affected by this ability once per turn.

FriciD CANTRIP

Prerequisite: 5th level, glacial blade* or ray of frost cantrip
When you deal cold damage to a creature with a warmage
cantrip, that creature must make a Constitution saving
throw. On a failed save, it can't make more than one melee
or ranged attack until the start of your next turn. A creature
can only be affected by this ability once per turn.

IMPROVED MARTIAL TRAINING

Prerequisite: 5th level, House of Kings* or House of
Knights or House of Pawns*

You can attack twice, instead of once,

whenever you take the Attack action

on your turn.

MYSTICAL
WEAPONMASTER
Prerequisite: 5th level, magic
daggers and mystical blade

cantrips

When you use your action to throw a
weapon summoned by the magic
daggers cantrip, you can use your
bonus action to throw one additional
dagger.

Additionally, the range for the
mystical blade cantrip increases to
10 feet.

Rook’s PERCH
Prerequisite: 5th level, House of
Rooks




Your base movement speed increases by 10 feet, and you
gain a climb speed equal to your normal movement speed.

SELECT FIRE

Prerequisite: 5th level

When you cast a warmage cantrip that requires a spell
attack roll, you can select multiple targets and make a spell
attack roll against each. You can target a number of
creatures equal to the number of damage dice the cantrip
deals, and split your damage dice up amongst your targets,
to a minimum of 1 die of damage per target.

For example, fire bolt deals 3d10 damage. You can
choose to target three creatures and deal 1d10 damage to
each creature, or you can target two creatures, dealing 1d10
damage to one creature and 2d10 damage to the other
creature, or you can target one creature for 3d10 damage.

SKILLED HAND

Prerequisite: 5th level, mage hand cantrip
When you cast the mage hand cantrip, you can use it to
wield a weapon. The hand can hold any weapon you are
proficient with that isn’t heavy. You must have as many
hands free as it would normally take to wield the hand's
weapon, otherwise the weapon falls to the ground. Until
you direct it to move or attack, the weapon hovers and
whirls in place.

When you take the Attack action on your
turn, you can forgo one of more of your own
attacks to allow the hand to attack a target
within its reach instead. You use

your Intelligence modifier, rather than Strength or
Dexterity, for the attack and damage rolls of the weapon. If
you forgo all of your attacks, you can use your bonus action
to make an additional attack with the hand.

On your turn, you can move the hand up to 30 feet
without using an action, up to the maximum range of your
mage hand cantrip.

VENOMOUS CANTRIP

Prerequisite: 5th level, poison spray cantrip

When you deal poison damage to a creature with a
warmage cantrip, you can force that creature to make a
Constitution saving throw or gain the poisoned condition
until the start of your next turn. You can use this ability a
number of times equal to your Intelligence modifier. You
regain all expended uses when you finish a long rest.

BisHOP'S MANEUVER

Prerequisite: 10th level, House of Bishops

You can take the Disengage action as a bonus action, and
when you take the Disengage action, your movement speed
is doubled.

CASTLE

Prerequisite: 10th level, House of Rooks

As an action, you magically swap places with a willing
Small or Medium creature that is within 100 feet of you,
each of you vanishing in a burst of feathers before
appearing in the other's previous spot.

FLURRY OF DAGGERS

Prerequisite: 10th level, magic daggers cantrip

When you use an action to throw weapons summoned by
your magic daggers cantrip, you can throw an additional
dagger.

KNIGHT’S SHIELD
Prerequisite: 10th level, House of Knights, force buckler
cantrip

When you cast force buckler, it adds +3 to your AC instead
of +2.

UNERRING STRIKE

Prerequisite: 10th level, true strike cantrip

When you cast true strike, you can concentrate on it for a
number of rounds equal to your Intelligence modifier. You
gain advantage on the first attack roll you make against the
target each round while maintaining concentration on true
strike.



CHAPTER 2: CANTRIPS

CANTRIP LISTS

The following details the complete warmage cantrip list
and which new cantrips are added to the spell lists of other

classes.

WARMAGE CANTRIPS

**Acidic Blade
Acid Splash

Chill Touch
**Glacial Blade
Fire Bolt

*Force Buckler
**Force Dart
Light

Mage Hand
*Magic Daggers
Mending
*Molten Blade
*Mystical Blade
**Phantom Grapnel
Poison Spray
*Quickstep

Ray of Frost
Shillelagh
Shocking Grasp
*Springheel
**Storming Blade
*Thundering Blade
True Strike

BARD CANTRIPS
**Acidic Blade
*Force Buckler
**Force Dart
**Glacial Blade
*Magic Daggers
*Molten Blade
*Quickstep
*Springheel
**Storming Blade
*Thundering Blade

DruiD CANTRIPS
*Quickstep
*Springheel

* New cantrips described below

SORCERER CANTRIPS

**Acidic Blade
*Force Buckler
**Force Dart
**Glacial Blade
*Magic Daggers
*Molten Blade
*Mystical Blade
**Phantom Grapnel
*Quickstep
*Springheel
**Storming Blade
*Thundering Blade

WARLOCK CANTRIPS

**Acidic Blade
*Force Buckler
**Force Dart
**Glacial Blade
*Magic Daggers
*Molten Blade
*Mystical Blade
**Phantom Grapnel
*Quickstep
*Springheel
**Storming Blade
*Thundering Blade

WizARD CANTRIPS

**Acidic Blade
*Force Buckler
**Force Dart
**Glacial Blade
*Magic Daggers
*Molten Blade
*Mystical Blade
**Phantom Grapnel
*Quickstep
*Springheel
**Storming Blade
*Thundering Blade

** New cantrips in the Complete Warmage

NEW CANTRIPS

The following cantrips are presented alphabetically.

FORCE BUCKLER
Abjuration cantrip

Casting Time: 1 bonus action

Range: Self

Components: V, S, M (A specially prepared gauntlet worth
at least 5 gp)

Duration: 1 minute

You summon a translucent, yet visible, field of force which
springs forth from the prepared gauntlet. For the duration,
you can wield this field of force as a shield, and you have
proficiency with it.

MAGic DAGGERS
Conjuration cantrip

Casting Time: 1 bonus action
Range: Self

Components: V, S
Duration: 1 minute

With a flourish, you summon a number of throwing
weapons equal to twice your spellcasting modifier. These
weapons can be of any type: daggers, handaxes, sling
bullets, darts, etc. For the duration of the spell, the
summoned weapons float within easy reach, allowing you
to grab and throw them with ease. As an action, you can
throw one weapon as a ranged spell attack with a range of
60 feet. On a hit, the weapon deals 1d6 magical piercing,
slashing, or bludgeoning damage, as appropriate to the
weapon thrown. After one attack, the weapon vanishes.

At higher levels, you can make more attacks with your
weapons. At 5th level, you can make two attacks, at 11th
level, three attacks, and at 17th level, four attacks.

MOLTEN BLADE
Evocation cantrip

Casting Time: 1 action

Range: 5 feet

Components: V, M (a weapon)
Duration: 1 round

As part of the action used to cast this spell, you must make
a melee attack with a weapon against one creature within



Wizard Cantrips
Warmages are masters of cantrips, big and small. If

your campaign includes wizard cantrips that are not
already on the warmage spell list, you can add it to the
warmage list with GM approval.

the spell's range, otherwise the spell fails. On a hit, the
attack does damage as normal, except that the entire attack
deals fire damage instead of its normal type. Additionally,
flame fills the space around the target. Until the start of
your next turn, any creature that enters the space or ends its
turn there takes 1d8 fire damage.

At 5th level, the melee attack and secondary damage
each deal an additional 1d8 fire damage to their targets.
Both damage rolls increase by 1d8 at 11th level (2d8/3d8),
and 17th level (3d8/4d8).

MyYSTICAL BLADE
Evocation cantrip

Casting Time: 1 action

Range: 5 feet

Components: V, S, M (a blade-less sword hilt worth at
least 5 gp)

Duration: 1 round

You conjure a blade of magical force, channeled through a
focusing handle, and lash out at your foes. Make a melee
spell attack. On a hit, you deal 1d8 force damage. The
blade remains in existence for a short time; until the
beginning of your next turn, you can make a single strike
with your mystical blade as an opportunity attack.

You can make 1 additional strike on your turn at 5th
level (2 attacks), at 11th level (3 attacks), and at 17th level
(4 attacks).

QUICKSTEP
Transmutation cantrip

Casting Time: 1 bonus action
Range: Self

Components: V

Duration: 1 round

You call upon your inner reserves to give you a brief flash
of speed. When you cast this spell, your base movement
speed increases by 10 feet for the duration.

SPRINGHEEL
Transmutation cantrip

Casting Time: 1 bonus action
Range: Self

Components: V

Duration: 1 round

You flood magic into your legs, allowing you to bound
high into the air from a standstill. When you cast this spell,
your jump distance increases 10 feet for the duration, and
you can make a running high jump or a running long jump
without a running start.

THUNDERING BLADE
Evocation cantrip

Casting Time: 1 action

Range: 5 feet

Components: V, M (a weapon)
Duration: 1 round

As part of the action used to cast this spell, you must make
a melee attack with a weapon against one creature within
the spell's range, otherwise the spell fails. On a hit, the
attack does damage as normal, except that the entire attack
deals thunder damage instead of its normal type.
Additionally, a clap of thunder rings out from your strike,
forcing all creatures except yourself and the target within 5
feet of the target to succeed on a Dexterity saving throw or
take 1d8 thunder damage.

At 5th level, the melee attack and secondary damage
each deal an additional 1d8 thunder damage to their targets.
Both damage rolls increase by 1d8 at 11th level (2d8/3d8),
and 17th level (3d8/4d8).



PRODUCERS
Dylan Vinyard Jason McCray Zackary D The Palm of

Garrett Lloyd Spencer Houston Szechenyi Vecna

Joe Shine Gudmundur Sasha Hall Eike Schultz
Eddie Freeman Gudmundsson Fernando Patrick van der
Sasquatch Kurt C Yost Fonseca Linde

Jerrold Howell Tyler Fewell Blaine Conner Patrick Jackson
Brandon Vegard Marvik Wes Decker

Jared Helland Travis Prosser

Anthony Ryan Ely

LICENSE

This material is being released under the Open Gaming License.

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative Material" means
copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content™ means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content
clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) "Product ldentity” means product and product line names, logos and identifying marks including trade dress;
artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities,
teams, personas, likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark™ means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products
or the associated products contributed to the Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement. Not for resale.
Permission granted to print or photocopy this document for personal use only. System Reference Document 5.0 2

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be Used under and in terms
of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted from this License except as described
by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free, nonexclusive license
with the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your
original creation and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any
Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another,
independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to
copy, modify and distribute any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game Content due to
statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.
15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document 5.0 Copyright 2016, Wizards of the Coast, Inc.;

Warmage Redux Copyright 2018, Mage Hand Press; authors Michael Holik, Jaron Mortimer, Benjamin Richardson

END OF LICENSE



	Chapter 1: Warmage
	Martial Spellcasters
	Glory and Duty
	Creating a Warmage
	Quick Build

	Class Features
	Hit Points
	Proficiencies
	Equipment
	Spellcasting
	Cantrips
	Spellcasting Ability
	Spellcasting Focus

	Arcane Initiation
	Arcane Fighting Style
	Warmage Edge
	Warmage Trick
	Warmage House
	Ability Score Improvement
	Warmage Tactics
	Warmage Surge
	Warmage Eye
	Master Warmage

	Warmage Houses
	House of Bishops
	Spellcasting
	Arcane Study
	Mystical Guardian
	Siege Casting
	Arcane Sculpting
	Arcane Dominance

	House of Knights
	Bonus Proficiencies
	Knight’s Armory
	Knight’s Flurry
	Fighting Style
	Knight’s Maneuver
	Master Strike

	House of Rooks
	Bonus Proficiencies
	Rook’s Flight
	Rook’s Caw
	Rook’s Wings
	Rook’s Flash


	Warmage Tricks
	Bishop’s Blessing
	Blinding Light
	Charged Blade
	Cloak of Feathers
	Extended Range
	Field Medic
	Flexible Range
	Knight’s Ward
	Mystical Armor
	Mystical Athlete
	Mystical Vision
	Rapid Fortification
	Blasting Cantrip
	Booming Cantrip
	Caustic Cantrip
	Commander’s Steed
	Electrified Cantrip
	Entropic Cantrip
	Explosive Cantrip
	Frigid Cantrip
	Improved Martial Training
	Mystical Weaponmaster
	Rook’s Perch
	Select Fire
	Skilled Hand
	Venomous Cantrip
	Bishop’s Maneuver
	Castle
	Flurry of Daggers
	Knight’s Shield
	Unerring Strike


	Chapter 2: Cantrips
	Cantrip Lists
	New Cantrips
	Force Buckler
	Magic Daggers
	Molten Blade
	Mystical Blade
	Quickstep
	Thundering Blade



