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Why Epic Progression?
o us roleplaying is all about escaping every day 
life. But it’s not just an escape to anywhere, but a 
magical journey to mystical places together with 
friends. It’s a way to play a socially challenged 
brute or a young boy meddling with dark powers 
he doesn’t quite understand. It’s about collective 

experiences, and most importantly: having fun.
 Sometimes, however, that fun must come to an end. When 
a campaign is finished, well then Thokk the Barbarian or 
Kaibo the Warlock stop existing. Of course that might result 
in the birth of Odeon the Sorcerer and completely new ad-
ventures, which is part of the awesomeness to begin with! 
 However, sometimes you just fall in love with your char-
acters, and you want to continue following them on their 
journey. It is my hope, that this is what epic classes will be 
able to provide.

Balancing “Epic”
Trying to balance all the classes, each with a multitude of 
archetypes, is by no means an easy task. There is, however, 
some wiggle room, as classes past 20th level are intended 
to be quasi demigods - maybe even capable of challenging 
the gods themselves.
 That being said, feedback from the community has prov-
en to be paramount when balancing epic levels. We thank 
you all for your continued support. Epic Classes will contin-
ue to be revised so long as there is an interest in it.

What is in the book?
The content within this handbook is based on the following 
official fifth edition material from Wizards of the Coast.
 Player’s Handbook. Classes, archetypes and races.
 Dungeon Master’s Guide. Archetypes.
 Elemental Evil Player’s Companion. Races.
 Sword Coast Adventurer’s Guide. Archetypes.
 Volo’s Guide to Monsters. Races.
 Xanathar’s Guide to Everything. Archetypes.
The book also draws on the following of our own titles.
 Heroes of the Orient. Classes, archetypes and races.
 Monsters of the Orient. Races.
And it references the following third party titles published 
by Matthew Mercer using the Community Content Agree-
ment for the Dungeon Masters Guild.
 Blood Hunter Class. Class and archetype.
 College of the Maestro - Bard College Option. Arche-
type.
 Gunslinger Martial Archetype for Fighters. Archetype.
 Order of the Lycan for Blood Hunters. Archetype.
 Totem of the Duck - Option for Totem Warrior Barbar-
ians. Archetype option.

Contact
You can send feedback, requests, suggestions and whatever 
else you can think of to us via email, join the facebook group 
to partake in discussions, or reach us via twitter.
Email. marchingmodronpress@gmail.com
Facebook Group. facebook.com/groups/MarchingModronPress
Twitter. @dnd5eoss

T
Beyond 20th Level

n the Dungeon Master’s guide it is suggested, that 
once you reach 20th level, you can obtain epic boons 
whenever you’ve amassed 30.000 XP (as per page 
230). That makes sense, where the power gain from 
boons is marginal when compared to the power con-
tained within this handbook. You are free to go with 

that progression, but I’d suggest 50.000 XP would be more 
fitting, as 30.000 is done rather fast with the epic features. 
 Of course you could also go with milestones, or a com-
pletely different style of level progression. That is, as always, 
completely up to you. However, for the sake of completion, 
I will present a flow for character advancement here, based 
on the progression suggested in the Player’s Handbook.

Tiers of Play
The first epic levels  (levels 21- 22) you are still considered 
to be fourth tier of play. 
 In the fifth tier of play (levels 23 - 26), characters have 
reached a level of power, that few mortals can match, and 
the gods themselves begin to take notice.
 The sixth and final tier (levels 27-30+), is where you’ve 
reached godlike heights. You are near unstoppable and have 
a fighting chance against righteous gods and antediluvian 
evils alike. You take part in cosmic struggles and discover 
the most ancient and well hidden secrets of existence.

Proficiency
The proficiency bonus does not increase at epic levels.
Character Advancement
Experience Points Level Proficiency Bonus

410,000 21 +6
470,000 22 +6
540,000 23 +6
620,000 24 +6
710,000 25 +6
810,000 26 +6
950,000 27 +6
1,200,000 28 +6
1,500,000 29 +6
1,800,000 30 +6

Multiclassing
Multiclassing functions exactly the same beyond 20th char-
acter level as it does before. 
Spellcasting
As described in the Player’s Handbook, you determine your 
available spell slots by adding together all your levels in 
the in full caster classes, half your levels (rounded down) 
in half caster classes, and a third of your levels (rounded 
down) in spellcasting archetypes from martial classes (like 
the Eldritch Knight subclass for the fighter or the Arcane 
Trickster subclass for the rogue). Use this total to determine 
your spell slots by consulting the Multiclass Spellcaster ta-
ble below.
 For example, if a character is a 25th level paladin and a 
5th level sorcerer, it would be a 17th level spellcaster. Any 
additional spell slots gained from epic paladin levels are 
added on top of that.
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Multiclass Spellcaster
Level 1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st 2 - - - - - - - -
2nd 2 - - - - - - - -
3rd 4 2 - - - - - - -
4th 4 3 - - - - - - -
5th 4 3 2 - - - - - -
6th 4 3 3 - - - - - -
7th 4 3 3 1 - - - - -
8th 4 3 3 2 - - - - -
9th 4 3 3 3 1 - - - -

10th 4 3 3 3 2 - - - -
11th 4 3 3 3 2 1 - - -
12th 4 3 3 3 2 1 - - -
13th 4 3 3 3 2 1 1 - -
14th 4 3 3 3 2 1 1 - -
15th 4 3 3 3 2 1 1 1 -
16th 4 3 3 3 2 1 1 1 -
17th 4 3 3 3 2 1 1 1 1
18th 4 3 3 3 3 1 1 1 1
19th 4 3 3 3 3 2 1 1 1
20th 4 3 3 3 3 2 2 1 1

Mythic Progression
If you reach 30th level and wish to continue playing, mythic 
progression has got you covered. The various boons, ma-
neuvers, and spells available here are intended to be god-
like in power, allowing characters to gradually surpass even 
the mightiest of deities and might even take your own seat 
among the pantheon of gods

Changes to the Game
In order to have fun and not break the game, some elements 
can be changed, while others should be changed. This is be-
cause the base game was designed with level 20 as the cap, 
eliminating the need to think beyond 20th level. 
 Below you’ll find restrictions as well as a new variant rule, 
supported by all our future publications that include epic 
monsters.
Cantrips
Many cantrips continue to increase in potency as charac-
ters progress past 20th level. If a cantrip has a uniform pro-
gression at 5th level, 11th level, and 17th level, it continues 
that progression at 23rd level and 28th level.
 For example, the eldritch blast cantrip gains an additional 
beam at 23rd level for a total of five beams, and again at 
28th level for a total of six beams.
 Similarly, the vicious mockery cantrip increases by 1d4 
damage at 23rd level for a total of 5d4 damage, and again at 
28th level for a total of 6d4 damage.
 If a cantrip progresses through various die types, such as 
from a d4 to a d6, it can also progress at 23rd and 28th lev-
el, though it can’t increase in power beyond a single d12.
Restrictions Past 20th Level
Here’s a list of the elements you should restrict in your 
game.
 Challenge Rating Limitations. Regardless of what spells 
or class features a Player Character has access to, it can’t 
conjure or create creatures with a CR above 20, nor can a 
Player Character transform into such a creature.
 In addition, while within a deity’s divine realm, a creature 
can’t conjure forth other creatures with a CR higher than 
half its own CR or level, unless the deity allows it.
 Divine Intervention. The cleric’s Divine Intervention 
feature is blocked from reaching the target deity within a 
divine realm, unless the realm belongs to the deity that is 
being targeted. The Divine Intervention feature also can’t be 

used offensively against a deity.
 In addition, consider limiting the Divine Intervention 
feature to effects that mimic spells up to 9th level with the 
exception of the wish spell, when combating monsters of 
challenge rating 30 and higher.
 Magical Communication. While in a divine realm, spells 
and effects that allow contact with beings from other planes 
don’t function unless the realm’s deity allows it. In addition,  
a deity can sense when someone in its domain is casting 
such a spell or using such an effect and can choose to make 
itself the spell’s or effect’s recipient, so that it becomes the 
one who is contacted. 
Variant Rule: Epic Die
If you want your combat to feel truly epic, consider includ-
ing the Epic Die. It is designed to make combat more dy-
namic and represents increasing adrenaline, allowing Play-
er Characters to increase in power the longer they stay in 
combat, while monsters gain new and unique abilities to 
still remain an epic threat.
Setup
When initiative is rolled, a d6 is placed visibly for all and 
set to 1. This is the Epic Die. Whenever the creature with 
the lowest initiative has finished its turn, the Epic Die is in-
creased by 1. If the Epic Die reaches 6, it cannot increase 
further. 
Monsters and the Epic Die
Some monsters also receive bonuses based on the Epic 
Die, as shown in the “Variant: Epic Die Traits” sidebar for a 
monster. This is generally the case for monsters of CR 20 
and higher. 
 Here is an example of a monster using the Epic Die, tak-
ing from the upcoming title Ulraunt’s Guide to the Planes: 
The Shadowfell.

Variant: Epic Die Traits
If your group plays with the Epic Die, a nosferatu also has the addi-
tional trait noted below:

Epic Trait: Unholy Speed. While in nosferatu form, the nosferatu’s 
AC increases by an amount equal to half the Epic Die, and its 
walking, climbing, and flying speed increases by a number of feet 
equal to 10 x the Epic Die.

Player Characters and the Epic Die
Below are the bonuses that players receive based on the 
Epic Die. When a Player Character receives a bonus from 
the Epic Die, it keeps that bonus until it gets a higher bonus 
that affects the same gameplay element. For example, if the 
Epic Die was on 3, giving PCs a +1 bonus to saving throws 
and skill checks, a PC would also retain the bonus from 
when the Epic Die was 2.

1. No bonus
2. +1 to attack rolls, damage rolls, and save DCs
3. +1 to saving throws and skill checks 
4. +2 to attack rolls, damage rolls, and save DCs
5. +2 to saving throws and skill checks
6. +3 to attack rolls, damage rolls, save DCs, saving throws, 
and skill checks

Removing the Epic Die
When a combat is concluded, the Epic Die is decreased by 1 
every 30 seconds. After 3 minutes, the Epic Die is removed 
from play. If initiative is rolled again before the Epic Die is 
removed, treat its current number as its starting number.
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Designing the classes
In case you wish to hear a few words about the design phi-
losophy about each class, this chapter is for you. We will try 
to provide insight into why each class ended up the way it 
did. In order to get the full picture, however, we will sort the 
classes into a few groups.
 In order to balance the classes, and make sure the power 
curve is at least reasonably close, we designed a uniform 
progression system that all the classes follow. Here’s a short 
look into the planning behind it all.
All Classes
Progression
 Level 21. Ability Score Improvement.
 Level 25. Ability Score Improvement.
 Level 29. Ability Score Improvement.

Variant: Spell Points with Epic Spell Capacity
If you play with the Spell Points variant rule, use the following infor-
mation to replace the Epic Spell Capacity feature:

22nd level
Spell Points. Your spell point maximum increases to 152.
26th level
Spell Points. Your spell point maximum increases to 176.
Spellcasting Improvement. You can cast spells of 6th and 7th lev-
el twice between long rests.
29th level
Spell Points. Your spell point maximum increases to 228.
Max Spell Level. You can cast spells at 10th, 11th, and 12th level.
10th Level Cost. It costs 15 spell points to cast a 10th level spell.
11th Level Cost. It costs 17 spell points to cast a 11th level spell.
12th Level Cost. It costs 20 spell points to cast a 12th level spell.

Note that a character can only gain the benefits noted above when 
it would get the Epic Spell Capacity feature which is based on class 
advancement rather than character advancement.

Fighting Epic Monsters
While using this book allows you to delve into epic levels, 
the final ingredient for true epic level play is not found with-
in these pages: epic monsters. 
 Epic Monsters. To include epic monsters in your ad-
ventures, purchase Ulraunt’s Guide to the Planes. Each 
volume focuses on a particular plane of existence, such as 
The Shadowfell, Acheron, or Hades. Each title in the se-
ries includes a multitude of locations and character options 
that fit the theme of the plane such as races, archetypes, 
and spells. Each volume also includes many new monsters 
with challenge ratings going beyond 40. Each plane also 
has deity’s or godlike creatures inhabiting it which are all 
presented within a volume, complete with original artwork, 
statblocks, and lair actions.
 The Keeper of Tomes. Ulraunt is the fictional author of 
each volume. He is the Keeper of Tomes at Candlekeep; an 
enormous and exclusive library on the Sword Coast within 
the Forgotten Realms. 
 Ulraunt penned the descriptions of the various locations, 
deities, and monsters himself, based on the adventures he 
had when he was still a young wizard.
 Creating Epic Combat Encounters. As detailed in chap-
ter 3 of the Dungeon Master’s Guide, you can create combat 
encounters based on XP thresholds and gauge how much 
experience a PC is expected to earn during a standard ad-
venturing day. Use the XP Thresholds by Epic Character 
Level and Adventuring Day XP tables to supplement those 
rules when creating combat encounters for epic characters.

XP Thresholds by Epic Character Level

Character 
Level

- Encounter Difficulty -

Easy Medium Hard Deadly

21 4,000 7,500 11,000 15,000

22 4,500 8,500 12,500 16,500

23 5,000 10,000 15,000 20,000

24 5,500 11,000 16,500 22,000

25 6,000 12,000 18,000 24,500

26 7,000 14,000 21,000 28,000

27 8,500 17,000 25,000 33,500

28 10,500 21,000 31,500 42,000

29 13,000 26,000 39,000 52,000

30 17,000 33,500 50,000 67,000

Adventuring Day XP

Level
Adjusted XP per 

Day per Character Level
Adjusted XP per 

Day per Character

21 45,000 26 85,000

22 50,000 27 100,000

23 60,000 28 125,000

24 66,000 29 155,000

25 73,000 30 200,000
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Class Focused Full Casters
Classes
Bard, Druid
Notes
Having just explained the decisions behind giving some of 
the caster classes archetype features at three levels, you 
might wonder here why the bard gets one archetype fea-
ture, and the druid gets two. Well, the bard isn’t very depen-
dent on the archetypes, as he gets a lot of stuff from his core 
class. The druid, however, is somewhere in the middle, and 
we wanted to accommodate that.
Progression
 Level 21. Minor non-combat ability boost.
 Level 22. Epic Spell Capacity.
 Level 23. Central class ability boost for bard, archetype 
feature for druid.
 Level 24. Unique survivability or utility boost, possibly 
combined with a little offense.
 Level 25. Minor non-combat ability boost for the druid, 
unique, hard-to-quantify boost for the bard.
 Level 26. Epic Spell Capacity.
 Level 27. Archetype feature.
 Level 28. Central class ability boost.
 Level 29. Epic Spell Capacity.
 Level 30. Capstone.
The Warlock
See then class for its progression. With pact boons, patrons, 
eldritch invocations, and spells, the warlock is an exception-
ally customizable class.
The Kensai and the Shogun
The kensai and shogun classes, first introduced in Heroes 
of the Orient: Player’s and DM’s Companion,  are both simi-
lar in design, landing somewhere between the martial class-
es and the archetype focused full casters. They are both 
martial classes that gain three archetype features as they 
are very dependent on the chosen subclass, much like the 
cleric, sorcerer, and wizard are. They also borrow design 
elements from the other martial classes, as they gain Extra 
Attack at 28th level and Death Save Advantage at 30th level.
Design Philosophy
Here we would like to provide a few key words on each class 
individually. These keywords were our anchor during the 
design phase.
 Barbarian. Hard to kill, big criticals, punishes attackers.
 Bard. Superb at many things, support.
 Blood Hunter. Damage, risk/reward. While it would nor-
mally never be feasible to do so, the Blood Hunter’s Crim-
son Rite damage die eventually becomes a d20. This is a re-
flection of the risk/reward gameplay that defines the class.
 Cleric. Archetype dependent, focus on channel divinity.
 Druid. Versatile with spells and wild shape.
 Fighter. Damage, survivability, tactics.
 Kensai. Archetype dependent, damage, survivability.
 Monk. Battlefield control, survivability, utility.
 Paladin. Damage, survivability, support.
 Ranger. Focus on favored enemies, polish archetypes.
 Rogue. Damage, survivability, trickery, utility.
 Shogun. Archetype dependent, leader, tactics.
 Sorcerer. Archetype dependent, breaking the rules, high 
damage potential, unruly.
 Warlock. Customizability, a little of everything.
 Wizard. Archetype dependent, master of spells.

Epic Spell Capacity
Full casters all gain access to the Epic Spell Capacity feature. At 
29th level, the feature grants access to 10th, 11th, and 12th level 
spell slots. These spell slots can be used to cast any spell. If you, for 
example, were to cast fireball using a 12th level spell slot, it would 
deal 17d6 fire damage.

Martial Classes and Half-Casters
Martial Classes
Barbarian, Blood Hunter, Fighter, Monk, Rogue
Half-Casters
Paladin, Ranger
Progression
 Level 21. Minor utility or non-combat ability boost.
 Level 22. Unique minor class ability for martial classes 
and Extended Spell Capacity for half-casters.
 Level 23. Central class ability boost.
 Level 24. Unique survivability boost, possibly combined 
with some offense.
 Level 25. Minor utility or non-combat ability boost.
 Level 26. Unique major class feature (often big improve-
ment on level 24 ability) for martial classes and Extended 
Spell Capacity for half-casters.
 Level 27. Archetype feature (power varies somewhat de-
pending on base class power).
 Level 28. Central class ability boost for the monk and 
rogue and Extra Attack for all other classes.
 Level 29. Major combat boost or central class ability 
boost.
 Level 30. Capstone and Death Save Advantage
Death Save Advantage is given to all martial classes. It 
doesn’t do a lot at these high levels, and as such it is mostly 
a ribbon feature, but it tries to show the superior physique 
of the martial classes.
Archetype Focused Full Casters
Classes
Cleric, Sorcerer, Wizard
Notes
The cleric, sorcerer and wizard have one thing in common 
besides being full spell casters: the core class doesn’t actu-
ally get that much. In large part most of their features come 
from the chosen archetype. That effectively means, that 
there isn’t a lot to build on in the core class. It also means 
that two clerics can be very different. In order to continue 
this design for epic levels, we chose for the archetype fo-
cused full casters to gain archetype features at three differ-
ent levels: 21st, 25th, and 28th, instead of just at the 27th 
level like other full casters.
 That being said, they are full casters, and as such they get 
Epic Spell Capacity at 22nd, 26th and 29th level.
Progression
 Level 21. Archetype feature.
 Level 22. Epic Spell Capacity.
 Level 23. Central class ability boost.
 Level 24. Unique minor ability.
 Level 25. Archetype feature.
 Level 26. Epic Spell Capacity.
 Level 27. Major combat boost.
 Level 28. Archetype feature.
 Level 29. Epic Spell Capacity.
 Level 30. Capstone.
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Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your barbarian. 
Supernatural Rage
A barbarian’s rage takes many forms. Most are simply filled 
with anger akin to a furious thunderstorm, but a select few 
are filled with a supernatural rage that seemingly can’t be 
quenched. Consider if your barbarian enters into a super-
natural rage or not.

Supernatural Rage Effect
d6 Effect

1 Your eyes become inky voids as your rage is fueled by 
some strange entity possessing you.

2 Lightning crackles from your hands as you strike.

3 Your tattoos glow with holy radiance.

4 A spirit seems to move with you, mirroring your 
movements with a split second delay.

5 You are surrounded by benign flames and your veins bulge 
from your skin.

6 Your shadow becomes that of your totem animal or some 
other bestial force.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature, except for Strength and 
Constitution, which you can improve to 28.

The Epic Barbarian
Level Rage Damage Features

21 +5 Fast Movement (+ 20 feet), Ability Score Improvement

22 +5 Blindsight

23 +5 Brutal Critical (4 dice)

24 +5 Indomitable Vigor

25 +6 Fast Movement (+ 30 feet), Ability Score Improvement

26 +6 Unmatched Brutality

27 +6 Path Feature

28 +7 Extra Attack (2)

29 +7 Brutal Critical (5 dice), Ability Score Improvement

30 +8 Primal Instinct, Death Save Advantage

Epic Barbarian
Player’s Handbook

Fast Movement
Starting at 21st level, your speed increases by an additional 
10 feet while you aren’t wearing heavy armor, for a total of 
20 feet. At 25th level your speed increases by another 10 
feet while you aren’t wearing heavy armor, for a total of 30 
feet.
Blindsight
Your senses have become so honed that you surpass the 
sensory limitations of mere mortals, being able to accurate-
ly predict an opponent’s movements even with your eyes 
closed. Beginning at 22nd level, you gain blindsight with 
a range of 5 ft., and an additional 5 ft. of blindsight while 
raging.
Brutal Critical
Beginning at 23rd level, you can roll four additional weapon 
damage dice when determining the extra damage for a crit-
ical hit with a melee attack. 
 This increases to five additional dice at 29th level.
Indomitable Vigor
Beginning at 24th level, if your total for a Constitution check 
is less than your Constitution score, you can use that score 
in place of the total.
Unmatched Brutality
Years of hacking and slashing at your enemies, has taught 
you everything there is to know about creating and abusing 
openings in an enemy’s defense, as well as opening or clos-
ing yourself to opportunistic strikes. 
 Beginning at 26th level, when using Reckless Attack, 
you can choose whether hostile creatures have advantage 
against you or not, and attacks of opportunity against you 
are made at disadvantage unless you choose otherwise.

This chapter provides meaningful progression past 20th 
level for 15 classes and a total of 122 archetypes, allowing 
your character to become truly epic. 
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The beast had bloodied the stranger with a critical neck bite and I was 

next. Its burning red eyes filled my heart and soul with pure terror. 

My time had come. As it was about to lunge its teeth into my flesh, a 

shattering roar made the heavens themselves tremble, and the blood-

ied stranger came down upon the beast like no man could. He was the 

beast and it was his prey now. The creature coiled, but every strike just 

seemed to fuel the stranger’s fire. As he swung his axe, he felled the 

creature with a single mighty blow. He seemed a god among men, yet I 

never saw him again. This simple man with an axe.
- P.T. Diraq, adventurer

Path Feature
Path of the Ancestral Guardian
Xanathar’s Guide to Everything

Ancestral Conduit
At 27th level, you roll 4d12 when using your Spirit Shield 
feature.

Path of the Berserker
Player’s Handbook

Crazed Frenzy
Beginning at 27th level, when you go into a frenzy while 
you raging, you can make two melee weapon attacks as a 
bonus action rather than one.

Path of the Brawn
Heroes of the Orient: Player’s and DM’s Companion

Ferocity
Beginning at 27th level, while raging your speed can’t be 
magically reduced and it doesn’t cost you extra movement 
to move through difficult terrain.

Path of the Totem Warrior
Player’s Handbook, Sword Coast Adventurer’s Guide, Heroes of the Orient, & 
Totem of the Duck

Beginning at 27th level, you may choose one of the follow-
ing totems.

Totemic Symbiosis
 Bear. While raging you cannot be knocked prone or 
moved against your will by any means as long as you are 
conscious.
 Duck. While raging you add twice your Rage Damage to 
your melee attacks that hit a creature frightened of you.
 Eagle. You don’t take damage from falling 30 feet or less, 
and when you fall longer distances you take only half as 
much damage from the fall.
 Wolf. While you’re raging, you can use a bonus action to 
attempt to grapple an opponent.
 Elk. Your movement speed cannot be reduced by any 
means, and it only costs you 5 feet of movement to stand 
up from prone. 
 Phoenix. If you fail a saving throw while raging, you 
can choose to succeed instead. Once you use this feature, 
you must finish a short or long rest before you can use it 
again.
 Tiger. You have advantage on Stealth checks and you 
can take the Hide action as a bonus action.

Path of the Battlerager
Sword Coast Adventurer’s Guide 

Thorns
Starting at 27th level, you can move through other crea-
tures no matter their size. The first time you enter a crea-
ture’s space on your turn, you deal piercing damage equal 
to half your rage damage rounded down. If you are raging, 
this damage instead equals your rage damage. If you end 
your turn in another creature’s space, you take 1d10 blud-
geoning damage and are ejected to the nearest unoccu-
pied space.

Path of the Storm Herald
Xanathar’s Guide to Everything

Tempestuous Harbinger
Starting at 27th level, you can change your environment 
choice for your Storm Aura whenever you finish a long 
rest. In addition, the range of your storm aura increases 
to 30 feet,  and the environmental effects that can be acti-
vated are improved:
 Desert. When this effect is activated, all other creatures 
in your aura take 10 fire damage each. 

 Sea. When this effect is activated, you can choose one 
other creature you can see in your aura. The target must 
make a Dexterity saving throw. The target takes 4d12 
lightning damage on a failed save, or half as much dam-
age on a successful one. 
 Tundra. When this effect is activated, each creature of 
your choice in your aura gains 10 temporary hit points, as 
icy spirits inure it to suffering. 

Path of the Zealot
Xanathar’s Guide to Everything

Undying Zealotry
Starting at 27th level, when you would otherwise die, you 
instead regain hit points equal to half your hit point max-
imum. 
 Once you use this feature, you can’t use it again until you 
finish a long rest.

Extra Attack
Beginning at 28th level, you can attack three times whenev-
er you take the Attack action on your turn. 
Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level any death saving throws you 
make are made with advantage. 
Primal Instinct
At 30th level, you choose a primal instinct and gain its fea-
tures.
 Brutal. Your critical hits threaten to obliterate your foes.  
You can roll a total of seven additional weapon damage dice 
when determining the extra damage for a critical hit with a 
melee attack. 
  Savage. Taking injuries while raging fuels the fire within 
you. While raging, whenever you are hit with a melee attack, 
you gain a number of Savagery Dice equal to the damage 
taken divided by 5. You can never have more than 3 Savage-
ry Dice at any one time. Your stored Savagery Dice last until 
your rage ends, until you are healed, or after 1 minute.
 When you hit a creature with a melee weapon attack, you 
can expend any number of Savagery Dice you have stored 
and add the dice to the attack’s damage roll. The damage of 
your Savagery Dice equals your weapon damage die.
 Tribal. Your very presence makes your allies more resil-
ient. While raging, your allies within 5 feet of you are resis-
tant to bludgeoning, piercing, and slashing damage.
 Undaunted. You are near impossible to kill. If you drop 
to 0 hit points and don’t die outright, you can make a DC 5 
Constitution saving throw with advantage. If you succeed, 
you drop to 1 hit point instead, and your rage is automatical-
ly activated if it isn’t already. 
 Each time you use this feature after the first, the DC in-
creases by 5. When you finish a short or long rest, the DC 
resets to 5. This feature replaces your Relentless Rage fea-
ture. 
 Wild. Your vitality is unmatched. Your hit point maximum 
increases by 30.
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- P.T. Diraq, adventurer

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your bard. 
Bardic Legacy
You don’t simply entertain; you have reached heights un-
imaginable by most other bards. Your very voice might 
have become imbued with bardic magic, or you might leave 
behind a legacy that will leave others breathless for gen-
erations to come. Work with your DM to determine how a 
bardic legacy might help give your character have an epic 
impact on the world and help drive the story forward.

Bardic Legacy
d6 Effect

1 You have made a magnum opus that is world renowned.

2 When playing an instrument, for a few seconds you can 
make it sound as if an entire orchestra is playing.

3 You have a loyal fan base in every city.

4 You always get glowing reviews after performing at a new 
venue.

5 Others find it difficult to take their eyes of you while you 
perform.

6 You have created a new genre of music that others attempt 
to imitate.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 

The Epic Bard
Level Cantrips Known Spells Known Features

21 5 22 Song of Rest Improvement, Ability Score Improvement

22 5 23 Epic Spell Capacity

23 5 24 Countercharm Improvement

24 5 25 Bardic Inspiration Improvement

25 5 27 Empathic Learning, Ability Score Improvement

26 6 28 Epic Spell Capacity

27 6 30 Bard College feature

28 6 31 Force of Personality, Legendary Wordsmith

29 6 32 Epic Spell Capacity, Ability Score Improvement

30 6 34 Bardic Supremacy

Epic Bard
Player’s Handbook

Song of Rest Improvement
Beginning at 21st level, the extra hit points generated by 
Song of Rest increase to 2d12. Additionally, the time re-
quired for a short and long rest is halved for you and any 
allies within 60 feet of you that can see or hear you.
Epic Spell Capacity
Beginning at 22nd level, you gain an additional 6th and 7th 
level spell slot, at 26th level you gain another 8th and 9th 
level spell slot, and at 29th level you gain a 10th, 11th and 
12th level spell slot. 
Countercharm Improvement
Beginning at 23rd level, you can use your Countercharm 
feature as a bonus action.
Bardic Inspiration Improvement
Starting at 24th level, when a creature rolls one of your Bar-
dic Inspiration dice, it can roll the die twice and take either 
result.
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Empathic Learning
Upon reaching 25th level, you can choose a 1st level feature 
from any class and adopt it as your own as if you had one 
level in the chosen class. The feature can’t be a feature that 
is restricted to a particular archetype of the chosen class.
 You could, for example, choose the barbarian’s Rage fea-
ture, the fighter’s Second Wind feature, or the paladin’s Di-
vine Sense feature.
Bard College feature
Your chosen college grants you features at 27th level.
College of Glamour
Xanathar’s Guide to Everything

Majestic
Starting at 27th level, the temporary hit points generated 
by your Mantle of Inspiration feature increases to 20 and 
you can use your Mantle of Majesty feature once between 
short or long rests, rather than just between long rests. 

College of Lore
Player’s Handbook

Expert Casting
Beginning at 27th level, casting spells from a specific 
school comes easily to you. Choose a school of magic. 
Casting spells from your chosen school will only expend a 
fraction of your spellcasting efforts. When you cast a bard 
spell of 3rd level or higher from that school, you regain 
one expended spell slot. The slot you regain must be of at 
least two levels lower than the spell you cast and can’t be 
higher than 5th level.

College of Swords
Xanathar’s Guide to Everything

Flourish Master
Starting at 27th level, you can use your Blade Flourish 
feature twice when you take the Attack action on your 
turn; one for each of your attacks. 
 In addition, the first Blade Flourish you make on a turn 
doesn’t expend the rolled Bardic Inspiration die.

College of the Geisha
Heroes of the Orient: Player’s and DM’s Companion

Alluring Dance
Starting at 27th level, you can use your action to perform 
an alluring dance. All creatures of your choice within 60 
feet of you who can see you must succeed on a Wisdom 
saving throw or make attack rolls with disadvantage until 
the end of your next turn. 
 Once you use this feature, you must finish a short or 
long rest before you can do so again.

College of the Maestro
College of the Maestro

Adroit Conductor
At 27th level, you learn two additional conducting tech-
niques. In addition, you gain one additional use of your 
Bardic Inspiration. 

College of Valor
Player’s Handbook

Inspire Legion
When you would grant another creature a Bardic Inspira-
tion die, you can instead choose to grant up to five eligible 
creatures of your choice a Bardic Inspiration die. You only 
expend one use of Bardic Inspiration when doing so. You 
can’t use this feature on a turn where you also use your 
Legendary Wordsmith feature.
 Once you use this feature, you can’t use it again until you 
finish a long rest.

Variant: Proficiency Dice
If you play with the Proficiency Dice variant rule, the Bardic Su-
premacy feature instead grants you a +1 bonus to the rolls you 
make with your proficiency die. 

College of Whispers
Xanathar’s Guide to Everything

Metaphysical Impairment
Starting at 27th level, the psychic damage from your Psy-
chic Blades increases to 12d6. 

Force of Personality
Starting at 28th level, your Charisma score increases by 2, 
as does your maximum for that score.
Legendary Wordsmith
Starting at 28th level, when you would grant another crea-
ture a Bardic Inspiration die, you can choose to grant that 
creature two dice instead. The creature chooses whether to 
use the dice one at a time or simultaneously.
Bardic Supremacy
At 30th level, your proficiency bonus increases by 1. 



13
Part 1: Epic ProgressionPart 1: Epic Progression

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your blood hunter, choosing from 
the options shown below. 
Diabolical Alteration
Surviving the imbibing of Hunter’s Bane, or perhaps bal-
ancing your existence so closely to the evil you wish to com-
bat, has caused you to change in a diabolical way. A diaboli-
cal alteration can provide many roleplaying possibilities but 
might also cause NPCs to become more wary of you. Work 
with your DM to determine if a physical alteration is right 
for your blood hunter.

Diabolical Alteration
d6 Alteration

1 You don’t have a reflection. 

2 Your voice is deep and growly like that of a large, wild 
animal, and you can howl with unnatural ferocity.

3 Your eyes have a slit-like pupils, like the eyes of a cat or 
snake. 

4 Your blood is different from regular blood. It might be 
sticky and black like tar, a water-like golden substance, 
boiling hot blood, sand or dust, or something else entirely.

5 Your toes and feet lengthen and you walk on your toes, 
giving you a bestial digitigrade posture. 

6 Your skin is terrifyingly different. Your skin might be 
translucent, have extreme hair growth, be exceptionally 
pale, feel wet and rubbery to the touch,  gleam with a 
subtle radiance, or something else entirely depending on 
your order and your personal nature.

The Epic Blood Hunter

Level
Crimson Rite 
Damage Die Features

Blood Curses 
Known

21 1d10 Dark Hunter (1), Ability Score Improvement 6

22 1d10 Blood Augmentation 6

23 1d12 Wounds of Woe (1) 6

24 1d12 Mystic Blood 7

25 1d12 Dark Hunter (2), Ability Score Improvement 7

26 1d12 Master of Curses and Rites 7

27 1d12 Order Feature 7

28 1d12 Extra Attack (2) 8

29 1d20 Wounds of Woe (2), Ability Score Improvement 8

30 1d20 Nefarious Predator, Death Save Advantage 8

Epic Blood Hunter
Blood Hunter Class

Violent Rites
Contrary to most blood hunters, your crimson rites manifest 
not only on your weapon, but also on yourself or even the 
world around you. This reflects how your crimson rites have 
become second nature to you, as your power has grown.

Violent Rite Effect
d6 Effect

1 While you have a rite active, your eyes become infused 
with the effect of  your active rite: swirling red flames for 
fire, motionless icy blue for cold, crackling yellow and 
white for lightning, vibrating eyes for thunder, lifeless gray 
for psychic, ventablack for necrotic, and sparkling white for 
radiant. 

2 Lights within 30 feet of you flicker while you have an 
active rite.

3 While you have an active rite, your veins bulge and become 
visible beneath your skin, like a network of black tunnels.

4 While you have an active rite, you seemingly grow in size 
and bulk.

5 While you have an active rite, creatures withing 30 feet of 
you get a sense of imminent doom.

6 While you have an active rite, the air around you seems to 
shift and shimmer unnaturally and nonmagical plants that 
aren’t creatures wither and die when within 5 feet of you.



Part 1: Epic Progression

14



15
Part 1: Epic ProgressionPart 1: Epic Progression

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Dark Hunter
Starting at 21st level, your darkvision extends out an addi-
tional 30 feet and you can use your Blood Maledict feature 
five times between rests. Once you reach 25th level your 
darkvision extends 30 feet further and you can use your 
Blood Maledict feature six times between rests.
Blood Augmentation
Beginning at 22nd level, when you amplify a blood curse, 
you can choose to amplify it even further with a Blood Aug-
mentation by suffering damage equal to your crimson rite 
damage die an additional time. A blood augmented curse 
gains its amplified effect, as well as the effect noted below.
 Blood Curse of Binding. On a failed saving throw, the 
creature also drops prone.
 Blood Curse of the Eyeless. On a failed saving throw, 
the creature also becomes blinded until the end of its next 
turn.
 Blood Curse of the Fallen Puppet. On a failed saving 
throw, the creature attacks with advantage and also adds 
half your level to its damage roll.
 Blood Curse of the Fending Rite. On a failed saving 
throw, creatures affected by the curse also make the saving 
throw with advantage.
 Blood Curse of the Marked. The target’s hit point max-
imum is reduced by an amount equal to the Crimson Rite 
damage you deal.
 Blood Curse of Mutual Suffering. The cursed creature 
also suffers from the curse if it deals damage to you with a 
spell.
 Blood Curse of Purgation. Your target can instead im-
mediately make a saving throw against one other condition 
afflicting it. This condition can be charmed or stunned.
 Blood Curse of Spell Sunder. The creature’s spell miss-
es you automatically without you making a roll.
 Order of the Lycan: Blood Curse of the Howl. Affected 
creatures have disadvantage on the saving throw.
Wounds of Woe
Your suffering begins to supernaturally affect the world 
around you. Beginning at 23rd level, whenever you take 
damage equal to or higher than your level on a turn, all non-
magical light withing 30 feet of you is dimmed until the end 
of your next turn; bright light becomes dim light and dim 
light becomes darkness. The effect follows you as you move. 
For the same duration, when you roll damage for your Crim-
son Rite, you can roll the dice twice and take either result.
 Once you reach 29th level, your Wounds of Woe feature 
affects nonmagical light within 60 feet of you, and when you 
roll damage for your Crimson Rite, and both rolls are less 
than 10, you can add them together.
Mystic Blood
Beginning at 24th level, roll a die equal to your Crimson 
Rite damage die whenever you finish a long rest. Your hit 
point maximum increases equal to the roll. You lose the in-
crease when next you finish a long rest and roll again. In 
addition, your hit point maximum can’t be reduced below 1. 

Master of Curses and Rites
Beginning at 26th level, the range of your blood curses is 
doubled. In addition, you learn an additional Esoteric Rite.
Order feature
Order of the Ghostslayer
The Bloodhunter

Variable Darkness
Starting at 27th level, you can cause magical darkness to 
spill from you as a bonus action. The darkness spreads in 
a 5- to 10-foot radius. You can alter the radius or end the 
effect as a bonus action on your turn. When a creature 
other than you ends its turn in the darkness, it takes ne-
crotic damage equal to your Constitution modifier.

Order of the Lycan
The Bloodhunter

Lycan Elder
Starting at 27th level, you can use your Hybrid Transfor-
mation feature four times between rests. In addition, you 
gain the following features while transformed:
 Elder Wisdom. You have advantage on Wisdom saving 
throws.
 Vicious Predatory Strikes. Your unarmed strikes now 
deal 1d12 slashing damage.

Order of the Mutant
The Bloodhunter

Mutant Anomaly
Starting at 27th level, your body has begun producing an-
other of your toxins naturally. Choose one of your known 
mutagen formulas other than the one you chose for your 
Exalted Mutation feature. You gain the benefits and side 
effects of this mutagen permanently, at all times. You can-
not change this choice of formula after this feature is ac-
quired. In addition, you learn three additional formulas.

Order of the Profane Soul
The Bloodhunter

Exaltation
Starting at 27th level, your dark patron lifts you to other-
worldly heights, granting you a boon of exceptional power.
 The Archfey. Your eyes are blessed by powerful fey mag-
ic, giving you vision as only the most powerful fey have. 
You gain Fey Vision out to a range of 30 feet. Each object 
or creature within range is outlined in a blue, green, or 
violet light (your choice), and your attack rolls have advan-
tage against creatures and objects within range. Your Fey 
Vision outlines even hidden or invisible creatures, as well 
as creatures on the ethereal plane, but it doesn’t let you 
discern a shapeshifter’s true shape.
 The Celestial. Whenever you expend a use of your Blood 
Maledict feature, you regain lost hit points equal to your 
Wisdom modifier.
 The Fiend. When you reduce a hostile creature to 0 hit 
points while you have a crimson rite active, you can hurl a 
ball of energy at a hostile creature within 30 feet of you as 
a bonus action. Make a ranged spell attack. On a hit, the 
target takes damage equal to your Crimson Rite damage 
die and is paralyzed until the end of its next turn.
 The Great Old One. You learn to manipulate the minds 
of your enemies, sending them running like puppets un-
der your control. You target a creature within 30 feet of 
you as a bonus action, forcing it to make a Wisdom sav-
ing throw saving throw (DC equal to 8 + your proficien-
cy bonus + your Wisdom modifier). On a failed save, the 
creature becomes charmed by you for 1 minute. When 
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charmed, the target becomes convinced that its ally that 
is furthest away from it which it can see is in fact an oth-
erworldly abomination that must be destroyed. On each 
of its turns, the target will move straight towards the crea-
ture and try to slay it to the best of its ability. The target 
can repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. The effect also 
ends early if the target succeeds in killing its ally, or if it 
takes psychic damage.
 Once you use this feature, you can’t use it again until you 
finish a short or long rest.
 The Hexblade. Whenever you target a creature with 
a blood curse, you gain a bonus to the next damage roll 
against the cursed target. The bonus equals your profi-
ciency bonus.
 The Undying. On your turn, you can use a bonus action 
to regain hit points equal to 1d6 + your blood hunter level. 
Additionally, if you put a severed body part of yours back 
in place when you use this feature, the part reattaches.
 Once you use this feature, you can’t use it again until you 
finish a short or long rest.

Extra Attack
Beginning at 28th level, you can attack three times whenev-
er you take the Attack action on your turn. 

Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level any death saving throws you 
make are made with advantage. 
Nefarious Predator
Also at 30th level, when a hostile creature is affected by one 
of your blood curses, your very being becomes focused on 
slaying that creature. You gain a number of benefits as de-
scribed below. Some benefits work only if your curse was 
amplified, while you gain all benefits if your curse was aug-
mented.

• You ignore difficult terrain while moving the most direct 
route towards the affected creature.
• When you hit the affected creature with a melee attack 
on your turn, you gain temporary hit points equal to half 
the Crimson Rite damage you deal to the target. These 
temporary hit points can only absorb damage caused by 
the affected creature.
• Amplified. Your attacks ignore any damage resistances 
the affected creature has.
• Amplified. When the affected creature attacks you with 
a melee weapon attack while within 5 feet of you, you can 
use your reaction to make a melee attack against it.
• Augmented. You have advantage on saving throws 
against spells and effects from the target.
• Augmented. You melee attacks are made with advantage 
against the target creature.
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Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your cleric. 
Divine Echo
You are among your deity’s mightiest servants. For your 
zeal and devout service, you deity has bestowed upon you 
an echo of its divine power. 

Divine Echo
d6 Echo

1 When you use your Channel Divinity, your deity’s holy 
symbol briefly manifests near you as radiant light, dark 
shadow, or some other visual phenomenon that reflects 
the nature of your deity.

2 Periodically when you speak, your deity’s voice is audible 
but faint as it mirrors your words. As a result, at the whims 
of your deity your words can cause awe in those around 
you.

3 When you expend a cleric spell slot, millions of minuscule 
particles seem to hover in the air around you for a few 
seconds before they fade from view. The particles can be 
radiant light, wisps of shadow, luminescent green sparks, 
or some other visual phenomenon that reflects the nature 
of your deity.

4 Through your mere presence you can cause the world 
around you to seem more beautiful, magical, or horrible, 
depending on the nature of your deity. For example, colors 
could appear brighter or dulled down, or bird song could 
be heard clearly or not at all.

5 When you are victorious in battle, an audible phenomenon 
manifests in the world around you. The phenomenon can 
be a thunderous boom, a mischievous and ominous giggle, 
a mad laughter, an angelic hymn, or something else that 
reflects the nature of your deity.

6 The touch of your hand on a willing creature causes 
the creature to clearly picture your deity for but a split 
second. The creature immediately forgets the image but is 
convinced that it has seen something divine.

The Epic Cleric
Level Cantrips Known Features

21 6 Divine Domain feature, Ability Score Improvement

22 6 Epic Spell Capacity

23 6 Channel Divinity (4/rest)

24 6 Destroy Undead (CR 5)

25 6 Divine Domain feature, Ability Score Improvement

26 7 Epic Spell Capacity

27 7 Empowered Channel Divinity

28 7 Divine Domain feature

29 7 Epic Spell Capacity, Ability Score Improvement

30 7 Apotheosis, Destroy Undead (CR 6)

Epic Cleric
Player’s Handbook

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Divine Domain feature
Your chosen domain grants you features at 21st, 25th and 
28th level.
Arcana Domain
Sword Coast Adventurer’s Guide

Channel Arcana
Beginning at 21st level, your Channel Divinity: Arcane 
Abjuration has its range increased to 60 feet, and the 
maximum Challenge Rating for banishment increases to 
5.
Mighty Spellcasting
At 25th level, you add your Wisdom modifier twice to the 
damage you deal with any cleric cantrip, rather than once.
Weave Distortion
Starting at 28th level, you are always under the effect of 
the detect magic spell.
 In addition, you can twist and bend the Weave around 
you. Using a bonus action, you gain resistance to all mag-
ical damage until the start of your next turn. 
 You can use this feature a number of times equal to your 
Wisdom modifier. You regain all expended charges once 
you finish a long rest.
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Death Domain
Dungeon Master’s Guide

Channel Death
Starting at 21st level, the damage from your Channel 
Divinity: Touch of Death spreads to all creatures of your 
choice within 10 feet of you.
Improved Divine Strike
Beginning at 25th level, your Divine Strike damage in-
creases to 3d8.
Death Throes
When you reach 28th level, when you deal necrotic dam-
age to a creature, the creature’s maximum hit points is 
reduced by the same amount.

Forge Domain
Xanathar’s Guide to Everything

Channel Artisanry
Starting at 21st level, you can use your Channel Divinity: 
Artisan’s Blessing to create magical objects and your cre-
ation can have a value up to 1,000 gp.
Improved Divine Strike
Beginning at 25th level, your Divine Strike damage in-
creases to 3d8.
Blessing of the Great Forge
Beginning at 28th level, you can use your Blessing of the 
Forge feature to imbue magical objects, and the bonus in-
creases to +3 if you use it on a nonmagical object.

Grave Domain
Xanathar’s Guide to Everything

Grave Channeling
Starting at 21st level, when you use your Channel Divin-
ity: Path to the Grave, the curse no longer ends after the 
target is hit.
Mighty Spellcasting
At 25th level, you add your Wisdom modifier twice to the 
damage you deal with any cleric cantrip, rather than once.
Sanctum of Souls
Beginning at 28th level, when you would be reduced to 0 
hit points, you instead regain a number of hit points equal 
to half your hit point maximum. Once you use this feature, 
you can’t use it again until you finish a long rest. 

Knowledge Domain
Player’s Handbook

Channel Knowledge
Starting at 21st level, you can empower others with your 
Channel Divinity: Knowledge of the Ages.
Mighty Spellcasting
At 25th level, you add your Wisdom modifier twice to the 
damage you deal with any cleric cantrip, rather than once.
Magical Knowhow
Your deep insight into the workings of magic, lets you 
thwart offensive spells against you more effectively. Begin-
ning at 28th level, you have advantage on saving throws 
against spells that target you.

Life Domain
Player’s Handbook

Channel Life
Starting at 21st level, your Channel Divinity: Preserve 
Life can restore a creature back to its hit point maximum.
Life Infused Strikes
Beginning at 25th level, when you hit a creature with a 
weapon attack, you regain lost hit points equal to the ra-
diant damage done.

Armor of Life
Beginning at 28th level, whenever you receive healing, 
you gain the same amount of hit points as temporary hit 
points, up to a maximum of half your cleric level.

Light Domain
Player’s Handbook

Channel the Light
Starting at 21st level, the radius of your Channel Divinity: 
Radiance of the Dawn increases to 60 feet and its damage 
is increased to 4d10 + your Cleric level.
Mighty Spellcasting
At 25th level, you add your Wisdom modifier twice to the 
damage you deal with any cleric cantrip, rather than once.
Armor of Light
Starting at 28th level, you can use a bonus action to con-
jure forth radiant light that envelops you like a suit of di-
vine armor for 1 minute. For the duration, you shine bright 
light in a 30-foot radius and dim light for an additional 30 
feet. The light is magical. A creature has disadvantage on 
attack rolls against you unless it is immune to the blinded 
condition. A creature that is vulnerable to radiant damage 
can’t target you with attacks or spells while it is within the 
light. 
 Once you use this feature, you must finish a long rest 
before you can do so again.

Nature Domain
Player’s Handbook

Channel Nature
Starting at 21st level, the radius of your Channel 
Divinity: Charm Animals and Plants has its radius 
increased to 60 feet, and it’s duration increased to 5 
minutes.
Improved Divine Strike
Beginning at 25th level, your Divine Strike damage in-
creases to 3d8.
Bond with Nature
At 28th level, you learn three druid spells of your choice 
of 6th level or lower. These spells count as cleric spells 
for you, are always prepared, and don’t count toward your 
maximum number of prepared spells.

Shamanism Domain
Heroes of the Orient: Player’s and DM’s Companion

Channel Spirit Sight
Starting at 21st level, the range of your Channel Divinity: 
Spirit Sight increases to 300 feet.
Spirit Roots
Beginning at 25th level, you can cast etherealness and 
speak with dead at will.
Spirit’s Blessing
At 28th level, your chosen spirit bestows upon you a bless-
ing.
 Ancestral Spirit. If you fail to maintain concentration 
on a spell, you can instead choose to succeed. Once you 
use this feature, you can’t do so again until you finish a 
long rest.
 Animal Spirit. You can use your action and expend one 
cleric spell slot to focus your awareness on the region 
around you. For 1 minute per level of the spell slot you ex-
pend, you can sense whether the following types of crea-
tures are present within 1 mile of you: aberrations, celes-
tials, dragons, elementals, fey, fiends, and undead. This 
feature doesn’t reveal the creatures’ location or number.
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 Demonic Spirit. You can cast eyebite at will, without ex-
pending a spell slot.
 Primordial Spirit.  You can cast misty step at will, with-
out expending a spell slot.

Shugenja Domain
Heroes of the Orient: Player’s and DM’s Companion

Destroy Elementals and Fiends
Starting at 21st level, when an elemental or fiend fails its 
saving throw against your Turn Elementals and Fiends 
feature, the creature is instantly destroyed if its challenge 
rating is at or below 5.
Elemental Scrying
Also starting at 21st level, when you detect an element 
with your sense elements feature, you can cast a ritual 
that lets you see through the element for up to 10 min-
utes. You retain your normal vision when you do so, but 
you cannot see further than the 300 feet your sense ele-
ments lets you detect. While seeing through an element, 
you lose your own senses and you are unaware of your 
own surroundings. 
 You can end the effect as a bonus action. The effect also 
ends early, if you take damage or drop unconscious.
Mighty Spellcasting
At 25th level, you add your Wisdom modifier twice to the 
damage you deal with any cleric cantrip, rather than once.
Improved Elemental Personification
At 28th level, you gain another feature depending on the 
Elemental Affinity you chose at 2nd level.
 Air. You can use your Mislead feature any number of 
times.
 Earth. The range of your Shaking the Foundations fea-
ture is doubled.
 Fire. The range of your Eruption feature increases to 10 
feet and the damage increases to 2d10 fire damage.
 Water.  Your Elemental Metabolism feature restores you 
to your maximum hit points and cures you of any effect 
that reduces your hit point maximum

Tempest Domain
Player’s Handbook

Channel the Tempest
Beginning at 21st level, your Channel Divinity: Destruc-
tive Wrath also makes your attack hit up to two additional 
targets within 5 feet of the original target.
Improved Divine Strike
Beginning at 25th level, your Divine Strike damage in-
creases to 3d8.
Molecular Absorption
Starting at 28th level, you become resistant to thunder 
and lightning damage. 

Trickery Domain
Player’s Handbook

Channel Trickery
Beginning at 21st level, your Channel Divinity: Cloak of 
Shadows can be activated using a bonus action, rather 
than an action.
Improved Divine Strike
Beginning at 25th level, your Divine Strike damage in-
creases to 3d8.
Elusive
Beginning at 28th level, you are so evasive that attackers 
rarely gain the upper hand against you. No attack roll has 
advantage against you while you aren’t incapacitated.

War Domain
Player’s Handbook

Channel War
Beginning at 21st level, your Channel Divinity: Guided 
Strike affects all of your attacks on that turn.
Improved Divine Strike
Beginning at 28th level, your Divine Strike damage in-
creases to 3d8.
Holy Armor
Starting at 28th level, you can use a bonus action to mag-
ically don a spectral armor for 1 minute. For the duration, 
your AC increases by 2. In addition, when you are hit by 
an attack or targeted by a spell, you can roll 3d8 as a re-
action and add them to your AC or saving throw. When 
you do so, you can’t use your Divine Strike feature on your 
next turn.
 Once you use this feature, you must finish a long rest 
before you can do so again.

Epic Spell Capacity
Beginning at 22nd level, you gain an additional 6th and 7th 
level spell slot, at 26th level you gain another 8th and 9th 
level spell slot, and at 29th level you gain a 10th, 11th and 
12th level spell slot. 
Channel Divinity
Beginning at 23rd level, you can use your Channel Divinity 
four times between rests.
Destroy Undead
Starting at 24th level, when an undead fails its saving throw 
against your Turn Undead feature, the creature is instantly 
destroyed if its challenge rating is at or below 5. At 30th lev-
el, the threshold increases to a challenge rating at or below 
6.
Empowered Channel Divinity
Beginning at 27th level, enemies have disadvantage on sav-
ing throws against any of your Channel Divinity effects that 
require them to make one.
Apotheosis
Starting at 30th level, your connection to the divine lets you 
assume an apotheosized form. As an action, you transform 
into a being of pure energy appropriate to your Divine Do-
main, magically healing you up to your hit point maximum. 
While in this form, your melee weapon attacks deal an ad-
ditional 2d8 damage of the same type as your Divine Strike 
feature, or radiant damage if you lack that feature. In ad-
dition, you can cast any spell you know, whether you have 
it prepared or not, and you gain truesight out to a range of 
120 feet. 
 While in this form, as a bonus action, you can magically 
teleport, along with any equipment you are wearing or car-
rying, up to 120 feet to an unoccupied space that you can 
see, 
 Your apotheosized form lasts a number of rounds equal to 
your Wisdom modifier. Once you use this feature, you must 
finish a long rest before you can do so again.
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The Epic Druid
Level Cantrips Known Features

21 5 Mindfulness (1), Wild Shape Improvement, Ability Score Increase

22 5 Epic Spell Capacity

23 5 Druid Circle feature

24 5 Primeval Gift

25 5 Mindfulness (2), Wild Shape Improvement, Ability Score Improvement

26 6 Epic Spell Capacity

27 6 Druid Circle feature, Wild Shape Improvement

28 6 Essence of the Wild

29 6 Epic Spell Capacity, Ability Score Improvement

30 6 Archdruid Elder, Wild Shape Improvement

Epic Druid
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your druid. 
Mark of the Wilds
Being so in touch with the natural forces of the world has 
caused those forces to leave their mark on you, either influ-
encing your physical appearance or causing nature itself to 
react differently towards you.

Mark of the Wilds Effect
d6 Effect

1 A light breeze surrounds you, reflecting your current mood 
as a bitter cold breeze, a midsummer breeze, or anything 
in between.

2 Your skin is tough to the touch like bark.

3 Small pointy antlers grow from your head. As you gain 
levels, the antlers grow in size.

4 Wild beasts of all shapes and sizes greet you by bowing 
their heads.

5 Thorny vines grow out of your body, curling around your 
limbs, though they don’t hamper your movement in any 
way.

6 Your eyes glow with a luminescent, green tinge.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Mindfulness
At 21st level, the number of spells you can prepare increas-
es by 2. At 25th level, it increases by 2 once more.
Epic Spell Capacity
Beginning at 22nd level, you gain an additional 6th and 7th 
level spell slot, at 26th level you gain another 8th and 9th 
level spell slot, and at 29th level you gain a 10th, 11th and 
12th level spell slot. 

Beast Shapes
Level Max. CR  Limitations  Example

21st 2 - Polar Bear

25th 3 - Killer Whale

27th 4 - Elephant

30th 5 - Giant Crocodile
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Druid Circle feature
Your chosen circle grants you features at 23rd and 27th lev-
el.
Circle of Chaos
Heroes of the Orient: Player’s and DM’s Companion

Improved Chaotic Recovery
Starting at 23th level, when you would recover spell slots 
equal to your druid level from your chaotic recovery fea-
ture, you instead regain all your expended spell slots.
Controlled Chaos
At 27th level, you gain a modicum of control over the surg-
es of your wild magic. Whenever you roll on the Wild Mag-
ic Surge table, you can roll twice and use either number.

Circle of Dreams
Xanathar’s Guide to Everything

Enriched Balm
Beginning at 23rd level, your pool of fey energy is imbued 
with even greater power. The d6s from your Balm of the 
Summer Court feature become d8s.
Summer Court Arch Physician
Starting at 27th level, your pool of fey energy begins to 
flow more naturally. You regain all expended dice from 
your Balm of the Summer Court feature when you finish 
a short or long rest.

Circle of Elementalism
Heroes of the Orient: Player’s and DM’s Companion

Elemental Companion Improvement
Beginning at 23rd level, when you use your find famil-
iar spell to summon a mephit, you instead summon 3 
mephits of the same kind, with whom you share your 
thoughts.
Elemental Carnage
Starting at 27th level, your damaging spells bypass resis-
tances against acid, cold, fire, and lightning damage.

Circle of the Fey Touched
Heroes of the Orient: Player’s and DM’s Companion

Improved Heart Sight
Beginning at 23rd level, the range of your heart sight fea-
ture is increased to 120 feet.
Eyes of the Archfey
Starting at 27th level, you automatically see through any 
illusions created by a 6th level spell or lower, and you have 
advantage to see through illusions of 7th level or higher. 
Additionally, you automatically sense if a creature you can 
see is charmed, though you can’t discern who or what a 
creature was charmed by.

Circle of the Land
Player’s Handbook

Improved Natural Recovery
Beginning at 23rd level, the spell slots recoverable 
through your Natural Recovery feature can be of any level.
Magical Secrets
Starting at 27th level, your innate wisdom has absorbed 
enough knowledge from observing other spell casters 
cast their magic, that you have learned to replicate some 
of their spells. Choose two spells from any class. A spell 
you choose must be of a level you can cast. The chosen 
spells count as druid spells for you.

Circle of the Moon
Player’s Handbook

Moon Ward
Beginning at 23rd level, you can’t be charmed or fright-
ened by beasts or monstrosities, and you are immune to 
poison and disease.

Monstrous Wild Shape
Starting at 27th level, your Wild Shape feature enables 
you to take the form of monstrosities you have seen, such 
as a gorgon or chimera. The monstrous shape you as-
sume must Medium or Large in size and can’t be bipedal. 
Other restrictions of your Wild Shape feature still apply.

Circle of the Shepherd
Xanathar’s Guide to Everything

Grand Summoner
Beginning at 23rd level, beasts and fey that you conjure 
are have a strengthened bond with your magics. Any 
beast or fey summoned or created by a spell that you cast 
gains the following benefits.
• Your spells that restore hit points always restore the 
maximum value when targeting the creature.
• The creature has resistance to all damage while it is 
within range of your Spirit Totem.
Spiritual Unity
Starting at 27th level, your Spirit Totem has the effect of 
all three spirits simultaneously.

Primeval Gift
At 24th level, you choose one of the following primeval gifts 
and gain its features.
 Druidic Versatility. If you cast at least one spell without 
being transformed, you double your movement on your next 
turn if you use your Wild Shape feature before the end of 
your next turn. 
 Furthermore, if you end your Wild Shape and cast a spell 
on the same turn, the spell is empowered. If the spell re-
quires an attack roll you make the attack with advantage. If 
the spell requires one or more creatures to make a saving 
throw, the creature or creatures have disadvantage on that 
saving throw.
 Floral Wild Shape. You can use your Wild Shape feature  
to magically assume the shape of a plant creature that you 
have seen before. Other restrictions of your Wild Shape fea-
ture still apply.
 Mindfulness. The number of spells you can prepare in-
creases by 2.
 One with Nature. You are always under the effect of the 
freedom of movement and tree stride spells.
 Regeneration. You stop aging and you regain 10 hit 
points at the end of each minute. In addition, any lost limbs 
regenerate when you finish a short or long rest. If you have 
a severed part and hold it to the stump, the limb instantly 
knits to the stump.
Essence of the Wild
At 28th level, you become immune to effects that would re-
duce your Ability Scores or cause you to be unable to regain 
hit points, and you can’t be possessed unwillingly.
Archdruid Elder
At 30th level, you can choose a second option from your 
Primeval Gift feature. 
 In addition, you learn to magically adopt a spell into your 
very being: an elder spell. Whenever you finish a long rest 
you can choose a druid spell of 6th level or lower that re-
quires concentration and has a range of self to be your elder 
spell. The spell remains your elder spell until you choose a 
new elder spell at the end of a long rest. 
 You don’t have to concentrate on your chosen elder spell 
and it remains active so long as you are conscious, but it can 
still end early through other means. You can deactivate or 
reactivate the effect of your elder spell as a bonus action on 
your turn.  
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The Epic Fighter
Level Features

21 Superior Second Wind (1d12), Ability Score Improvement

22 Agoge

23 Extra Attack (4)

24 Pincer Maneuver

25 Superior Second Wind (1d20), Ability Score Improvement

26 Truly Indomitable

27 Martial Archetype feature

28 Extra Attack (5)

29 Action Surge (three uses), Ability Score Improvement

30 Warfare, Death Save Advantage

Epic Fighter
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your fighter. 
Weapon Vehemence
Now a warrior that has mastered the use of all gear and 
weapons of war, you have truly reached the pinnacle of mar-
tial skill with one type of weapon in particular. Using that 
weapon, you can display near supernatural feats. 

Weapon Vehemence Effect
d6 Effect

1 Armor. While wearing armor, you move with the same 
grace as an unarmored monk, seemingly dancing as you 
shrug off blows. A sight to behold.

2 Blades. When wielding a blade such as an axe, a dagger, 
a spear, or a sword, your stabs or swings cause the blade 
to almost cut the very air, creating an audible effect best 
described as mesmerizing music.

3 Blunt Weapons. When wielding a blunt weapon such as a 
club, hammer, or flail, you can create minor but still audible 
tremors by smashing your weapon into the ground.

4 Projectile Weapons. When wielding a ranged weapon such 
as a bow or crossbow, you can create a small, supersonic 
boom when you fire a projectile from the weapon.

5 Shields. Hitting a shield you have equipped with a weapon 
you are wielding, you can create rhythmical martial or 
marching music as if playing a drum.

6 Thrown Weapons. Using two free hands, you can juggle up 
to ten thrown weapons at a time without risk of dropping 
any of the weapons.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th level, 
you can increase one ability score of your choice by 2, or you 
can increase two ability scores of your choice by 1. Contrary 
to earlier levels, you can now improve your ability scores up 
to 24 using this feature. 
Superior Second Wind
Beginning at 21st level, your Second Wind ability lets you 
regain hit points equal to 1d12 + your Constitution modifier 
+ your fighter level. At 25th level this increases to 1d20 + 
your Constitution modifier + your fighter level. 
Agoge
Starting at 22nd level, your rigorous and methodical train-
ing, has made you capable of shrugging off strenuous activi-
ty that would exhaust anybody else, as well as made you pro-
ficient with another skill. Choose one skill from Acrobatics, 
Animal Handling, Athletics, History, Insight, Intimidation, 
Perception, and Survival.
 In addition, when gaining one level of exhaustion, you can 
choose to not gain the exhaustion. Once you use this fea-
ture, you must finish a long rest before you can use it again.
Extra Attack
Beginning at 23rd level, you can attack five times whenever 
you take the Attack action on your turn. At 28th level, the 
number of attacks increases to six.
Pincer Maneuver
Starting at 24th level, when an enemy scores a critical hit 
against you with a melee weapon, you can use your reaction 
to turn it into a normal hit, and you can immediately make 
a melee weapon attack against the attacker as part of the 
same reaction. You have advantage on this attack unless the 
triggering attack was made with advantage.  
 You can use this feature a number of times equal to your 
Intelligence modifier (minimum of 1). You regain all expend-
ed charges when you finish a long rest.
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Truly Indomitable
Beginning at 26th level, you are no longer forced to use 
the new roll upon using the Indomitable feature, but can 
instead roll an additional time by expending more charges 
of your Indomitable feature.
Martial Archetype feature
Upon reaching 27th level, you gain a feature depending on 
your Martial Archetype.
Arcane Archer
Xanathar’s Guide to Everything

Arcane Assailant
Starting at 27th level, you can use your Arcane Shot 
feature five times between rests and you learn all Arcane 
Shot Options.

Battle Master
Player’s Handbook

Warlord
Starting at 27th level, you learn three additional maneu-
vers, and gain two additional Superiority Dice.

Bushi
Heroes of the Orient: Player’s and DM’s Companion

Improved Combat Savant
When you reach 27th level, your Combat Savant feature 
recharges after a short or long rest.

Cavalier
Xanathar’s Guide to Everything

Resolute
Starting at 27th level, you regain all expended uses of 
your Unwavering Mark feature when you finish a short 
or long rest.

Champion
Player’s Handbook

Surgical Precision
Starting at 27th level, your weapon attacks score a critical 
hit on a roll of 17-20.

Eldritch Knight
Player’s Handbook

Superior War Magic
Starting at 27th level, you gain an additional 4th level 
spell slot and a single 5th level spell slot. 
 In addition, when you take the Attack action, you can 
use your bonus action to cast a spell of 3rd level or lower 
that has a casting time of 1 Action.

Gunslinger
Gunslinger Martial Archetype For Fighters

Expert Gunman
Starting at 27th level, when you misfire you can spend 
one grit point to instead reroll the attack. In addition, you 
no longer need one free hand in order to reload.

Hogo-sha
Heroes of the Orient: Player’s and DM’s Companion

Improved Guardian’s Bond
When you reach 27th level, you can choose up to 3 crea-
tures with your guardian’s bond feature, rather than just 
1 creature.

Purple Dragon Knight
Sword Coast Adventurer’s Guide

Vanguard
Starting at 27th level, you can extend the use of your Pin-
cer Maneuver to your allies. When you use your Pincer 
Maneuver ability, you can choose an ally within 60 feet of 
you that is also in danger of receiving a hit. If that creature 
can see or hear you, the first critical hit against it before 
the end of its next turn, will be reduced to a normal hit. 

Samurai
Xanathar’s Guide to Everything

Steadfast Spirit
Starting at 27th level, the number of temporary hit points 
you gain from your Fighting Spirit increases to 20 and 
you regain all expended uses when you finish a short or 
long rest.

Satsugai
Heroes of the Orient: Player’s and DM’s Companion

Improved Wyvern’s Ferocity
When you reach 27th level, your Wyvern’s Ferocity feature 
recharges after a short or long rest.  

Witch Hunter
Heroes of the Orient: Player’s and DM’s Companion

Improved Bane of Evil
When you reach 27th level, you can roll three additional 
weapon damage dice from your bane of evil feature.

Action Surge
Beginning at 29th level, you gain an additional use of Action 
Surge between rests.
Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level any death saving throws you 
make are made with advantage. 
Warfare
Upon reaching 30th level, you can become an avatar of war-
fare as a bonus action, increasing either your commanding, 
defensive, offensive, or tactical potential immensely. Each 
turn for three consecutive turns, you gain certain bonuses, 
depending on the type of warfare you have chosen. Each 
type of warfare utilizes Warfare Dice and Warfare Points. 
 When a type of warfare lets you add your Warfare Dice to 
a gameplay element, roll the number of Warfare Dice avail-
able to you and add the total number rolled. Warfare Points 
add a flat number to some gameplay element. The Warfare 
table shows how many Warfare Dice and Warfare Points 
you have on each turn for the duration.
 Commanding. You and allies within 60 feet of you who 
can hear and see you, gain temporary hit points equal to 
your Warfare Dice at the end of your turns and gain a bonus 
to their walking speed equal to your Warfare Points. 
 Defensive. You add your Warfare Dice to all saving 
throws. In addition, at the end of each of your turns you 
gain temporary hit points equal to your Warfare Points. 
 Offensive. You add half your Warfare Dice to the damage 
of all weapon attacks, and your movement speed increases 
by an amount equal to your Warfare Points. 
 Tactical. You add your Warfare Dice to Strength (Athlet-
ics) checks and you can shove creatures that are up to two 
sizes larger than you. In addition, damage from opportunity 
attacks against you are reduced by an amount equal to your 
Warfare Points.
  Once you use this feature, you must finish a long rest 
before you can use it again.

Warfare
Turn Warfare Dice Warfare Points

1 3d6 30

2 2d6 20

3 1d6 10
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The Epic Kensai
Level Ki Features

21 21 Martial Discipline feature, Ability Score Improvement

22 22 Clash Improvement (4 dice)

23 23 Grace Improvement

24 24 Weapon Bond Improvement (d6)

25 25 Martial Discipline feature, Ability Score Improvement

26 26 Clash Improvement (5 dice)

27 27 Weapon Bond Improvement (d8)

28 28 Extra Attack (2)

29 29 Martial Discipline feature, Ability Score Improvement

30 30 Epic Maneuver, Death Save Advantage

Epic Kensai
Heroes of the Orient: Player’s and DM’s Companion

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your kensai. Use the epic fight-
er’s Weapon Vehemence or the epic monk’s Intrinsic Tran-
scendence to do so.
Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Martial Discipline feature
Your chosen discipline grants you features at 21st, 25th and 
29th level.
Blademaster
Heroes of the Orient: Player’s and DM’s Companion

Improved Inner Peace
Beginning at 21st level, you can no longer be surprised at 
the start of combat.
Blink Master
Starting at 25th level, the range of your Blinkstrike fea-
ture increases to 60 feet.
Kai Master
Beginning at 29th level, your Kai feature can be used 
twice between rests.

Master of the Unseen Hand
Heroes of the Orient: Player’s and DM’s Companion

Improved Unseen Hand
Beginning at 21st level, the range of your Unseen Hand 
feature increases to 80 feet.
Master Telekinetic
Starting at 25th level, you gain 2 additional Telekinetic 
Charges.
Hurl
Beginning at 29th level, the range of your Fling feature 
increases to 150 feet.

Samurai
Heroes of the Orient: Player’s and DM’s Companion

Strengthened Stances
Beginning at 21st level, you can strengthen an additional 
stance.
Clash Mastery
Starting at 25th level, as long as you wield a bonded 
weapon that is held in two hands, your Clash dice become 
d10s.
Improved Stance Mastery
At 29th level, you can have two empowered stances active 
simultaneously.

Shinobi
Heroes of the Orient: Player’s and DM’s Companion

There and Back Again
Beginning at 21st level, you can cast the  misty step spell 
at will, without expending a spell slot or Ki points.
Light and Shadow
Starting at 25th level, the benefits you gain from your At 
Home in the Shadows feature affects you even while you 
aren’t in dim light or darkness.
Maneuver Mastery
At 29th level, any Shadow Maneuvers and Ninpo Maneu-
vers you know cost 1 less Ki point to initiate, to a mini-
mum of 1.

Soulknife
Heroes of the Orient: Unearthed Kensai

At The Ready
Beginning at 21st level, using your reaction you can throw 
your mindblade at a hostile creature when it moves within 
30 feet of you.
Hadronic Beam
Starting at 25st level, your mindblade attacks can release 
powerful shocks of psychic energies into your target. 
When you make a successful attack with your mindblade, 
you can use your bonus action to halve the target’s speed 
until the start of your next turn. If you do so, the target 
also has disadvantage on saving throws to maintain Con-
centration against the damage from your attack.
Astral Strike
Beginning at 29th level, once on each of your turns by ex-
pending 4 Ki points when you hit a creature with your 
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mindblade, you can force the target to make a Wisdom 
saving throw against your maneuver save DC. If the crea-
ture fails its saving throw, your mindblade deals 1d20 
damage, rather than 1d12.
 Additionally, if a creature fails its saving throw while 
tethered to a silver cord as with the astral projection spell 
or other means, your mindblade can cut the cord.

Spellfire Incanter
Heroes of the Orient: Unearthed Kensai

Improved Spellfire Blade
Beginning at 21st level, when your bonded weapon is af-
fected by your Spellfire Blade feature, your attacks with 
your bonded weapon no longer require an attack roll. 
Instead, the target must make a Dexterity saving throw 
against your maneuver save DC. On a failed save, the tar-
get takes the attack’s normal damage and suffers any ad-
ditional effects. On a successful save, the target takes half 
damage from the attack, but suffers no additional effects 
that would normally be imposed on a hit.
Additional Maneuvers
Starting at 25th level, you can learn two additional ma-
neuvers.
Unintelligible Annulment
Beginning at 29th level, by expending 10 Ki points as a 
reaction when a hostile creature within 30 feet recharg-
es an ability, you expend the charge forcefully before the 
creature can use the ability.
 When you use this feature you can’t use it again until you 
finish a long rest.

Vindicator
Heroes of the Orient: Player’s and DM’s Companion

Spiritual Enlightenment
At 21st level, you can choose a single 5th level cleric spell 
from among the abjuration, conjuration, divination, and 
enchantment schools. You can cast the spell only as a 
5th level spell by expending 1 Ki point. Once you cast the 
spell, you can’t cast it again in this manner until you finish 
a long rest.
Channel Divinity Improvement
Beginning at 25th level, you can use your Channel Divini-
ty twice between rests.
Additional Maneuvers
At 29th level, you learn two additional maneuvers from 
among those available to you.

Zerth Elocater
Heroes of the Orient: Unearthed Kensai

Light Step
Beginning at 21st level, your zerth teachings allow you 
to permanently alter your density and weight to improve 
your mobility. Using a bonus action, until the end of your 
turn your walking speed increases by 10 feet and you only  
need to spend 5 feet of movement to stand up from prone. 
Zerth Reaction
Starting at 25th level, your deep control of time and space 
allow you to react faster to danger. 
 You have advantage on Dexterity saving throws against 
effects that you can see, such as traps and spells. To gain 
this benefit, you can’t be blinded, deafened, or incapacitat-
ed.
Master Elocater
Beginning at 29th level, you can use your True Elocation 
feature any number of times between rests, though its Ki 
cost increases by 1 with each use. The Ki cost resets to its 
original cost when you finish a short or long rest.

Villainous Class Option: Ravager
Heroes of the Orient: Player’s and DM’s Companion

Improved Despair
Beginning at 21st level, the damage from your Despair 
feature increases to 4d6.
Dreadful Gaze
Starting at 25th level, the Ki cost of the effects from your 
Eyes of Dread feature are reduced to 1 Ki point.
Master Ravager
At 29th level, creatures always have disadvantage against 
your Ravage feature and its Ki cost is reduced to 6 ki.

Clash Improvement
Beginning at 22nd level, you gain 4 dice from your Clash 
feature. Once you reach 26th level, this bonus increases to 
5 dice. 
Grace Improvement
Beginning at 23rd level, you can no longer suffer disadvan-
tage on attack rolls using your bonded weapon.
Weapon Bond Improvement
Starting at 24th level, you can add a d6 to all attack rolls 
made with your bonded weapon, rather than a d4. This bo-
nus increases to a d8 at 27th level.
Extra Attack
Beginning at 28th level, you can attack three times whenev-
er you take the Attack action on your turn. 
Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level any death saving throws you 
make are made with advantage. 
Epic Maneuvers
Once you reach 30th level, you learn an epic maneuver from 
among those listed below.

Clash Smash
As you slam your bonded weapon into the ground, spiritu-
al energies radiate in all directions.
Cost: 10 Ki
As an action you slam your bonded weapon into the 
ground. Each creature of your choice within 60 feet of 
you must succeed on a Constitution saving throw or take 
force damage equal to your Clash damage and become 
stunned for 1 minute. A creature can repeat the saving 
throw at the end of each of its turns, ending the effect on 
itself on a success. 
Spiritual Disassembly
You point your bonded weapon at a target and channel 
enormous amounts of spiritual energies at a single point.
Cost: 15 Ki
As an action you channel spiritual energies through your 
bonded weapon at a creature that you can see within 5 
feet of you. The creature takes force damage equal to your 
Clash damage, and must succeed on a Constitution sav-
ing throw or suffer extra force damage equal to half its 
remaining hit points. 
Spirit River
Spiritual energies flow through your bonded weapon, re-
invigorating you.
Cost: 15 Ki
As an action you channel spiritual energies from your 
bonded weapon into yourself. You restore yourself to your 
hit point maximum, and cure yourself of all diseases, 
curses, and poisons.
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The Epic Monk
Level Martial Arts Ki Unarmored Movement Features

21 1d10 21 + 30 ft. Grand Master (1), Ability Score Improvement

22 1d10 22 + 30 ft. Danger Sense

23 1d12 23 + 30 ft. A Thousand Fists (1)

24 1d12 24 + 35 ft. Be Like Water (1)

25 1d12 25 + 35 ft. Grand Master (2), Ability Score Improvement

26 1d12 26 + 35 ft. Be Like Water (2)

27 1d12 27 + 35 ft. Monastic Tradition feature

28 1d12 28 + 40 ft. A Thousand Fists (2)

29 1d12 or 2d6 29 + 40 ft. Mind and Body, Ability Score Improvement

30 1d12 or 2d6 30 + 40 ft. Nirvana, Death Save Advantage

Epic Monk
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your monk. 
Intrinsic Transcendence
Your asceticism and rigorous training has caused your mor-
tal body to naturally transcend, causing a supernatural and 
deeply spiritual effect to take root within you. 

Intrinsic Transcendence  Effect
d6 Effect

1 When you clench your fists, pebbles and other minuscule 
objects that weigh one ounce or less within 5 feet of you 
begin to levitate up to an inch above the ground.

2 When you speak, all other sounds seem distant and dulled 
down.

3 Unless you suffer from the blinded condition, you retain 
your regular vision when you close your eyes or blindfold 
yourself.

4 Whenever you spend Ki, you are briefly surrounded by 
swirling, spiritual energies.

5 When in direct sunlight, your skin glows with a light, 
golden hue.

6 When in unarmed combat, it seems like an extra pair 
of arms and legs, consisting entirely of spiritual energy, 
periodically emerge from you to deliver you blows.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Grand Master
You’ve become a grand master of your style, capable of 
learning and performing feats normally reserved to styles 
other than your own. Upon reaching 21st level, you learn 
one 6th level feature from another monastic tradition of 
your choice. At 25th level, you again learn one 6th level fea-

ture from another monastic tradition of your choice.
Danger Sense
At 22nd level, you gain an uncanny sense of when things 
nearby aren’t as they should be, giving you an edge when 
you dodge away from danger. You have advantage on Dex-
terity saving throws against effects that you can see, such as 
traps and spells. To gain this benefit, you can’t be blinded, 
deafened or incapacitated.
A Thousand Fists
Starting at 23rd level, whenever you use your Flurry of 
Blows or a similar archetype feature such as Radiant Sun 
Bolt, you can make three attacks as a bonus action, rather 
than two. Upon reaching 28th level, this bonus increases to 
four attacks.
Be Like Water
Beginning at 24th level, whenever a Large or smaller crea-
ture within your reach misses you with an attack or fails 
to grapple you, you can use your reaction to automatically 
grapple it instead. By expending 1 Ki point, you can knock 
the creature prone or shove it up to 10 feet as part of the 
same reaction.
 Starting when you reach 26th level, whenever a creature 
hits you with a melee attack, you can use your reaction to 
take only half damage from the attack, and immediately 
make a single melee attack against them as part of the same 
reaction. 
Monastic Tradition feature
Upon reaching 27th level, you gain a feature depending on 
your Monastic Tradition.
Way of the Ancient Symbols
Heroes of the Orient: Player’s and DM’s Companion

Tattoo Mastery
Starting at 27th level, you gain two additional tattoos.

Way of the Drunken Master
Xanathar’s Guide to Everything

Drunken Money
At 27th level, you gain immunity to the grappled condition. 
In addition, whenever a Huge or smaller creature within 5 
feet of you attempts to grapple you, you can expend one Ki 
point as a reaction to knock the creature prone.
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Way of the Four Elements
Player’s Handbook

Elemental Affinity
Beginning at 27th level, you learn to cast scorching ray 
for the cost of 1 Ki point, lightning bolt for the cost of 2 Ki 
points, fire shield for the cost of 3 Ki points and conjure 
elemental for the cost of 4 Ki points.

Way of the Kensei
Xanathar’s Guide to Everything

Weapon Master
Starting at 27th level, as an action you can target any 
number of creatures within 30 feet of you that you can 
see, spending 1 Ki point for each target chosen. Make 
a weapon attack and an unarmed strike with advantage 
against each target. You then teleport to an unoccupied 
space you can see within 5 feet of one of the targets you 
hit or missed.

Way of the Long Death
Sword Coast Adventurer’s Guide

Touch of the Long Death
Beginning at 27th level, for the cost of 1 Ki point you can 
use your Touch of Death feature when an ally reduces a 
creature within 5 feet of you to 0 hit points. 
 Additionally, whenever you use your Touch of Death fea-
ture after you have reduced a creature within 5 feet of you 
to 0 hit points, you gain healing equal to the amount of 
temporary hit points gained.

Way of the Open Hand
Player’s Handbook

One Finger Death Punch
You have learned the feared One Finger Death Punch 
technique. Beginning at 27th level, you can use an action 
to make a One Finger Death Punch, targeting a creature 
that you can see within 5 feet of you. 
 Using this feature, your attack is guaranteed to connect 
as a critical hit and applies all effects of your Open Hand 
Technique, Stunning Strike and Quivering Palm features. 
 Once you use this feature, you must finish a long rest 
before you can use it again.

Way of Purity
Heroes of the Orient: Player’s and DM’s Companion

Locking Gaze
Starting at 27th level, you learn how to utilize the ancient 
locking gaze, transforming your eyes into will shattering 
orbs of radiant light. Choose a single creature within 30 
feet of you that you can see, which can also see you. You 
try to seize the target’s mind by making a Wisdom (in-
sight) check contested by the target’s Wisdom (insight) or 
Intelligence (investigation) check (the target chooses the 
ability to use).
 If you succeed, the target becomes paralyzed for 1 min-
ute. You can release the target whenever you like (no ac-
tion required).
 A creature paralyzed in this way can use its action to es-
cape. To do so, it must succeed on a Wisdom (insight) or 
Intelligence (investigation) check contested by your Wis-
dom (insight) check.

Way of the Righteous Fury
Heroes of the Orient: Player’s and DM’s Companion

Deep Frenzy
Starting at 27th level, you can use your Ki Frenzy three 
times between rests.

Way of Shadow
Player’s Handbook

Master Opportunist
Starting at 27th level, when you would normally be able 
to make a melee attack using your Opportunist feature, 
you may instead use your Flurry of Blows for the cost of 
1 Ki point.

Way of the Sun Soul
Sword Coast Adventurer’s Guide & Xanathar’s Guide to Everything

Corneal Burn
Upon reaching 27th level, your Sun Shield can reach 
brightness only surpassed by the sun itself. When your 
Sun Shield is up, for the cost of 2 Ki points per round hos-
tile creature have disadvantage on any attack rolls against 
you. Furthermore, any hostile creatures within 10 feet of 
you must succeed a Constitution saving throw or suffer a 
corneal burn, effectively blinding them. They can repeat 
the saving throw at the end of each of their turns, ending 
the effect on a success, and becoming immune to your 
Corneal Burn feature for 24 hours. 

 This feature is usable for a number of rounds equal to 
your Wisdom modifier. You regain all expended charges 
when you finish a long rest.
Mind and Body
Starting at 29th level, all healing effects on you are in-
creased by an amount equal to your Wisdom modifier. 
When receiving a healing effect, you can increase this bo-
nus to twice your Wisdom modifier by expending 1 Ki point 
as a reaction. 
Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level any death saving throws you 
make are made with advantage. 
Nirvana
Beginning at 30th level, when you are forced to make a sav-
ing throw by a hostile creature, you regain 1 expended Ki 
point if you succeed on the saving throw. In addition, if you 
fail a saving throw, you can expend 10 Ki points as a reac-
tion to succeed instead, but you don’t regain any expended 
Ki points for succeeding in this manner.

Martial Arts Dice
Upon reaching 29th level, you can decide whether to use 1d12 or 2d6, as seen in 
the Martial Arts column of the Epic Monk table, whenever you use a feature that uses 
your martial arts dice. This represents your mastery over different types of martial arts.
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The Epic Paladin
Level Features

21 Improved Lay on Hands (1), Ability Score Improvement

22 Extended Spell Capacity, Improved Divine Health

23 Superior Divine Smite (1)

24 Righteous Demeanor, Divine Soul

25 Improved Lay on Hands (2), Ability Score Improvement

26 Extended Spell Capacity

27 Sacred Oath feature

28 Extra Attack (2)

29 Glory, Ability Score Improvement

30 Exemplar, Death Save Advantage

Epic Paladin
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your paladin. 
Gift of Exaltation
You have gained great renown throughout the lands as a di-
vine warrior and a true paragon of your oath. For your many 
great deeds, you have been gifted a remarkable object, ei-
ther by a regent, a holy order, directly from your deity, or 
perhaps the common folk have gathered all of their wealth 
in order to procure this object for you. This much is certain: 
carrying it with you, it will signal who you are and inspire 
awe in those around you. 

Gift of Exaltation
d6 Gift

1 Book. Your crest or holy symbol is etched into the cover. 
Inside, each page is gilded paper, written on them are 
stories of your many adventures. Faint, melancholy music 
is heard when you open the book.

2 Sword Hilt. Beautifully crafted from adamantine, overlaid 
with white gold, and your crest or holy symbol engraved, 
this hilt can be have a blade fastened within. When you 
hold a sword made from the hilt and a blade, the blade 
hums with vibrations as if cutting the very air.

3 Gemstone. A fist-sized gem in the shape of your crest or 
holy symbol. Its type and color is whatever best reflects 
your oath, and it radiates with divine light. A blacksmith 
can fasten the gem into your armor, helmet, shield, or 
weapon.

4 Hammer. A ceremonial light hammer crafted from the 
finest silver. The grip is made to resemble you standing 
proudly in your armor.

5 Relic. An object of great historical or religious importance. 
It could be the crown of a legendary ruler, a bone from a 
dead saint, a weapon that was used to slay a creature of 
legend, or similar. 

6 Sash. A white, gossamer sash. Along the edges are runes in 
golden or silver stitching telling of your exploits.  

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Improved Lay on Hands
Starting at 21st level, your Lay on Hands can cure curses. 
Upon reaching 25th level, when you use your Lay on Hands 
to heal, you also grant the healed character temporary hit 
points equal to half the number of hit points restored.
Extended Spell Capacity
Beginning at 22nd level, you gain an additional 5th level 
spell slot. At 26th level you gain a 6th and 7th level spell 
slot and you gain access to additional spells as shown in the 
Paladin Expanded Spell List sidebar below. 

Paladin Expanded Spell List
6th Level
True Seeing (divination)
Word of Recall (conjuration)

7th Level
Divine Word (evocation)
Resurrection (necromancy)

Improved Divine Health
By 22nd level, your divinity grants you immunity to curses.
Superior Divine Smite
Beginning at 23rd level, the damage from your Improved 
Divine Smite feature increases to 3d8 radiant damage. 
Righteous Demeanor
Starting at 24th level, your divine spirit grants you advan-
tage on Charisma checks. You can use this feature a num-
ber of times equal to your Charisma modifier. You regain all 
expended charges when you finish a long rest.
Divine Soul
At 24th level, your Divine Sense is always active, you can’t 
be surprised by fiends and undead, and you always know 
when you hear a lie. In addition, you can use your Channel 
Divinity feature twice between rests.
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Sacred Oath Feature
Upon reaching 27th level, you gain a feature depending on 
your Sacred Oath.
Oath of the Ancients
Player’s Handbook

Improved Nature’s Wrath
Beginning at 27th level, your Channel Divinity: Nature’s 
Wrath can be cast as a bonus action and the target crea-
ture has disadvantage on saving throws against it.

Oath of Conquest
Xanathar’s Guide to Everything

Improved Conquering Presence
Beginning at 27th level, your Channel Divinity: Conquer-
ing Presence increases to 60 feet and the initial saving 
throw is made with disadvantage.

Oath of the Crown
Sword Coast Adventurer’s Guide

Improved Turn the Tide
Beginning at 27th level, your Channel Divinity: Turn the 
Tide can affect allies even if they have more than half their 
hit points and its heal is increased to 3d6 + your Charis-
ma Modifier.

Oath of Devotion
Player’s Handbook

Improved Sacred Weapon
Beginning at 27th level, your Channel Divinity: Sacred 
Weapon also lets you add your Charisma modifier to dam-
age rolls with the imbued weapon.

Oath of Redemption
Xanathar’s Guide to Everything

Improved Rebuke the Violent
Beginning at 27th level, the saving throw against your 
Channel Divinity: Rebuke the Violent is made with disad-
vantage.

Oath of the Stalwart Defender
Heroes of the Orient: Player’s and DM’s Companion

Improved Sacred Defense
Starting at 27th level, your Channel Divinity: Sacred De-
fense also grants a +1 AC bonus to all affected allies.

Oath of Vengeance
Player’s Handbook

Improved Vow of Enmity
Beginning at 27th level, your Channel Divinity: Vow of 
Enmity can be moved to a new target using a bonus ac-
tion up to 1 minute after the original target creature is 
reduced to 0 hit points. 

Extra Attack
Beginning at 28th level, you can attack three times whenev-
er you take the Attack action on your turn. 
Glory
By 29th level, you learn two cleric spell of your choice. The 
spells must be of a level for which you have spell slots. You 
always have these spells prepared and they count as paladin 
spells for you. 
Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level any death saving throws you 
make are made with advantage. 
Exemplar
Starting at 30th level, your connection to the divine lets you 
assume the form of an Exemplar. As a bonus action, you 
transform into a form appropriate to your Sacred Oath. For 
example, you could consist of pure radiant light or an an-
cient angelic defender of nature. Once you transform, your 
size becomes Large, you magically heal up to your hit point 
maximum, you can’t be restrained by any means, and your 
melee weapon attacks deal an additional 18 (4d8) magical 
weapon damage.
 Your Exemplar form lasts a number of rounds equal to 
your Charisma modifier. Once you use this feature, you 
must finish a long rest before you can do so again. 

Oathbreaker
An Oathbreaker Paladin follows the same progression as all oth-
er paladins with the following modifications: the Improved Lay on 
Hands feature is replaced by the Vampiric Grasp feature and the 
Glory feature is replaced by the Inglorious feature.

Vampiric Grasp
Starting at 21st level, you can use your Lay on Hands feature to 
inflict harm upon others, dealing half the amount of damage you 
would otherwise heal for. Upon reaching 25th level, when you use 
your Lay on Hands ability to inflict damage, you also heal yourself 
for twice the damage dealt.

Oathbreaker Feature
As an Oathbreaker you gain a feature at 27th level.

Improved Control Undead
Beginning at 27st level, your Channel Divinity: Control Undead 
can target a number of undead creatures equal to your Charisma 
modifier.

Inglorious
By 29th level, you gain resistance to bludgeoning, piercing, and 
slashing damage from nonmagical weapons. Additionally, whenev-
er you are struck by a melee attack, you can use your reaction to 
erupt in necrotic flame, dealing the amount of damage suffered to 
all creatures within 10 feet of you as necrotic damage. A creature 
engulfed in these flames is allowed a Dexterity saving throw against 
your paladin spell save DC, taking half damage on a successful save.
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The Epic Ranger
Level Features Spells Known

21 Master Explorer (1), Ability Score Increase 11

22 Extended Spell Capacity, Strider 12

23 Deadly Foe Slayer (1) 12

24 Favored Enemy Improvement 13

25 Master Explorer (2), Ability Score Increase 13

26 Extended Spell Capacity 14

27 Ranger Archetype feature 14

28 Extra Attack (2) 15

29 Deadly Foe Slayer (2), Ability Score Increase 15

30 Apex Predator, Death Save Advantage 16

Epic Ranger
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your ranger. 
Planar Soul
You have formed a bond with he wilds that echoes beyond 
planar boundaries. You have become connected to one 
plane in particular which radiates from within you.

Planar Soul
d6 Plane

1 Echo Plane. Your soul is bound to either the Feywild or the 
Shadowfell. If your soul is bound to the Feywild, you radiate 
with a gleam of beauty and awe. If your soul is bound to 
the Shadowfell, small, thin wisps of black smoke rise from 
you, only visible in the clearest daylight.

2 Transitive Plane. Your soul might be bound to the Astral 
Plane, causing you to move with unnatural grace, almost 
gliding across the ground. Your soul might instead be 
bound to the Ethereal Plane, causing you to become 
slightly transparent when you move.

3 Inner Plane. Your soul is bound to one of the Inner Planes, 
causing your eyes to be a window to either the Plane of Air, 
the Plane of Earth, the Plane of Fire, or the Plane of Water.

4 Lawful Outer Plane. If your soul is bound to Arcadia, 
you channel the power of the Storm Kings whenever 
you expend a spell slot, causing a few drops of rain fall 
from the sky within a few hundred feet of you, while the 
lightning splits the sky in a thunderous boom. If your soul 
is bound to Acheron, your skin gains a metallic hue and 
your spells that create visual effects are surrounded by a 
light,  rust-colored smoke. 

5 Chaotic Outer Plane. Your soul can be bound to Ysgard, 
causing your skin to change from icy cold to the touch to 
searing hot to the touch, depending on your current state 
of mind. In addition, you radiate with evocation magic. If 
your soul is instead bound to Pandemonium, distant cries 
of torment can be heard whenever you expend a spell slot.

Planar Soul
6 The Fugue Plane. Bound to the Fugue Plane, your soul 

briefly touches the soul of any creature that dies near you. 
Whenever a creature dies within 30 feet of you, a ghastly 
sigh is audible for all near you and your eyes become white 
voids as you see the soul leaving your current plane. 

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Master Explorer
Beginning at 21st level, while in your favored terrain, your 
group cannot become lost, even by magical means, and 
your entire group may move stealthily at a normal pace. 
Upon reaching 25th level, you may choose a fourth favored 
terrain, and you have advantage with Insight, Investigation, 
Nature and Survival checks while in any favored terrain of 
yours.
Extended Spell Capacity
Beginning at 22nd level, you gain an additional 5th level 
spell slot. At 26th level you gain a 6th and 7th level spell 
slot and you gain access to additional spells as shown in the 
Paladin Expanded Spell List sidebar below.
 

Ranger Expanded Spell List
6th Level
Find the Path (divination)
Primordial Ward (abjuration)

7th Level
Regenerate (transmutation)
Plane Shift (conjuration)

Strider
Upon reaching 22nd level, no magic can reduce your speed 
below its maximum and no solid terrain is considered diffi-
cult terrain for you.
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Deadly Foe Slayer
By 23rd level, your Foe Slayer ability lets you add your Wis-
dom modifier to attack rolls and damage rolls simultane-
ously. Upon reaching 29th level, your Foe Slayer feature is 
no longer limited to one attack each turn, granting its bene-
fit to all attacks against favored enemies.
Favored Enemy
At 24th level, you can choose an additional favored enemy. 
Ranger Archetype feature
Upon reaching 27th level, you gain a feature depending on 
your archetype.
Beast Master
Player’s Handbook

One with the Beast
Starting at 27th level, your beast companion can now 
be a Huge beast with a challenge rating of 10 or lower. 
Furthermore the beast gains +10 feet movement, and can 
add your Wisdom and proficiency modifiers to attack and 
damage rolls.

Gloom Stalker
Xanathar’s Guide to Everything

Master Ambusher
Upon reaching 27th level, at the start of your first turn of 
each combat, your walking speed increases by 20 feet un-
til the end of your turn, rather than 10 feet. In addition, if 
you take the Attack action on that turn, you can make two 
additional attacks, rather than one, and you add 2d8 extra 
weapon damage to both attacks on a hit. 

Horizon Walker
Xanathar’s Guide to Everything

Planar Champion
Starting at 27th level, the damage from your Planar War-
rior feature increases to 4d8.

Hunter
Player’s Handbook

Predatory Instincts
Upon reaching 27th level, choose another feature from 
the Hunter’s Prey, Defensive Tactics, and Superior Hunt-
er’s Defense features.

Ishi
Heroes of the Orient: Player’s and DM’s Companion

Superior Battle Tactics Improvement
Starting at 27th level, you can use your superior battle 
tactics feature a number of times equal to your Wisdom 
modifier between rests.

Monster Slayer
Xanathar’s Guide to Everything

Supernatural Slayer
Beginning at 27th level, the damage from your Slayer’s 
Prey feature increases to 2d6 and the saving throw bonus 
from your Supernatural Defense feature increases to 2d6.

Niten Master
Heroes of the Orient: Player’s and DM’s Companion

Niten Strike
Starting at 27th level, whenever you successfully hit a 
target with two separate melee weapons during a single 
turn, you can use your reaction to immediately make a 
melee weapon attack with advantage, using either of your 
equipped weapons. If the attack hits, roll damage as if you 
had hit with both your equipped weapons.

Extra Attack
Beginning at 28th level, you can attack three times whenev-
er you take the Attack action on your turn. 

Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level any death saving throws you 
make are made with advantage. 
Apex Predator
You have become widely known for slaying certain types of 
creatures. Your renown is so widespread, that your favored 
enemies are easily overcome with fear at the mere sight of 
you - something you take advantage of with vicious fervor. 
 Beginning at 30th level, you gain the following benefits 
which also apply to your beast companion if you have one.
 Inescapable Terror. The first time a favored enemy is 
attacked by you, it must succeed a Wisdom saving throw 
against your ranger spell save DC or become frightened by 
you for a number of rounds equal to your Wisdom modifier. 
An affected creature can repeat the saving throw at the end 
of each of its turns, ending the effect on a success. 
 Slayer’s Will. You have advantage on saving throws 
against spells cast by a favored enemy. 
 Steady Strikes. Your weapon attacks that target a favored 
enemy can’t be made with disadvantage. 
 Vicious Fervor. Once per round if you reduce a favored 
enemy to 0 hit points on your turn while it is frightened of 
you, roll a d6. On a roll of 5 or higher, you can take an ad-
ditional turn in combat immediately after you end your cur-
rent turn. After rolling, you can expend a 5th level spell slot 
or higher, to instead gain an additional turn on a roll of 4 or 
higher.
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The Epic Rogue
Level Sneak Attack Features

21 11d6 Adaptable, Ability Score Improvement

22 11d6 Advantageous Dodge

23 12d6 Superior Initiative

24 12d6 Tricks of the Trade

25 13d6 Trap Sense, Ability Score Improvement

26 13d6 Steadfast Persona

27 14d6 Roguish Archetype feature

28 14d6 Improved Reliable Talent

29 15d6 Sneaky Opportunist, Ability Score Improvement

30 15d6 Anatomical Insight, Death Save Advantage

Epic Rogue
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your rogue. 
Fate’s Benison
Whether supernatural or coincidence, fate seems to favor 
you. Work with your DM to find a suitable benison for your 
rogue.

Fate's Benison
d6 Effect

1 Light isn’t reflected from you like from other creatures, 
causing your intricate features to be slightly blurred and 
making you harder to identify.

2 Lady Luck favors you and you seem to always land on your 
feet. For example, when gambling, at worst you break even, 
when walking in a random direction, you always seem to 
pick a direction that brings you closer to your goal.

3 When you land a killing blow, fate manifests a peculiarity. 
For example, the fatal wound could somehow always 
appear in a particular shape, or the slain creature could 
always remain standing (while dead) for an additional 
round before falling to the ground.

4 If a creature that doesn’t know you well learns of your 
name and doesn’t write it down, it Inexplicably forgets the 
name after 24 hours.

5 Your speech and movements are masked by supernatural 
means. Hardly noticing it yourself, you adopt local dialects 
and mannerisms, making it impossible to discern where 
you grew up or to pick you out from a crowd.

6 Your deeds aren’t attributed to you, but rather to 
a legendary rogue - a persona of almost mythical 
proportions. This persona is known by a mystical name 
such as “the Silence” or “the Sudden Blade”. If you can 
convince another that you are this legendary rogue, you 
may be able to reap the benefits (or become a target). 
Otherwise, any illicit act you commit that doesn’t have 
witnesses who can identify you are attributed to that 
persona.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th level, 
you can increase one ability score of your choice by 2, or you 
can increase two ability scores of your choice by 1. Contrary 
to earlier levels, you can now improve your ability scores up 
to 24 using this feature. 
Adaptable
Beginning at 21st level, you can no longer suffer disadvan-
tage on any rolls, although disadvantage still negates any 
advantage you might have.
Advantageous Dodge
You have learned to not only avoid incoming blows and pro-
jectiles, but to use them against your enemies. Beginning at 
22nd level, when an enemy misses you with a weapon at-
tack, you can use your reaction to force the dodged attack to 
hit another creature within 5 feet of you if that attack would 
hit it. 
Superior Initiative
Starting at 23rd level, you can add your proficiency bonus 
to initiative rolls.
Tricks of the Trade
Beginning at 24th level, if you are hit by an attack that deals 
more damage than your character level, you can use your re-
action to switch places with a willing creature within 10 feet 
of you, and let them take the damage instead. This damage 
can’t be reduced or prevented in any way.
 Once you use this feature, you must finish a short or long 
rest before you can do so again.
Trap Sense
Starting at 25th level, you automatically detect all nonmag-
ical traps within 10 feet of you, as long as you don’t take the 
Dash action or travel at a fast pace.
Steadfast Persona
Starting at 26th level, your force of will becomes much 
stronger. You gain proficiency in Charisma saving throws.
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Roguish Archetype feature
Upon reaching 27th level, you gain a feature depending on 
your archetype.
Arcane Trickster
Player’s Handbook

Master of Magical Ambush
Starting at 27th level, you gain an additional 4th level 
spell slot and a single 5th level spell slot.
 In addition, you can add your Sneak Attack damage to 
spell attacks. The remaining rules for Sneak Attack still 
apply.

Assassin
Player’s Handbook

Master of Sudden Death
Beginning at 27th level, when a creature is surprised and 
affected by your Death Strike feature, it automatically 
fails on its saving throw unless it is a deity. 
 In addition, if you kill a creature using your Death Strike 
feature, you regain your action for the turn. If you use that 
action to make an attack, you can apply your Sneak At-
tack as normal but you can’t use your Death Strike feature 
for this second attack.

Inquisitive
Xanathar’s Guide to Everything

Master of Analysis
Starting at 27th level, you make all Wisdom checks with 
advantage and your passive Perception increases by 5. 
In addition, the extra damage you gain from your Eye for 
Weakness feature increases to 5d6.

Mastermind
Sword Coast Adventurer’s Guide & Xanathar’s Guide to Everything

Master of Lore and Insight
Beginning at 27th level, you have advantage on History, 
Insight, Investigation, and Religion checks. Furthermore, 
your Master of Intrigue and Insightful Manipulator fea-
tures no longer require you to spend a minute in prepa-
ration.

Scout
Xanathar’s Guide to Everything

Master of Hit and Run Tactics
Starting at 27th level, when you use your Skirmisher fea-
ture to move, you can make a single melee weapon attack 
against the triggering creature as part of the same reac-
tion.

Shadow Spy
Heroes of the Orient: Player’s and DM’s Companion

Master of Subtlety
Beginning at 27th level, the flying speed you gain from 
your Wind Runner feature increases to 60 feet. In addi-
tion, your footsteps never make a sound, granting you ad-
vantage on Dexterity (Stealth) checks.

Skirmisher
Heroes of the Orient: Player’s and DM’s Companion

Master of First Strikes
Starting at 27th level, you can no longer be surprised, and 
you can always take your special turn from your Ambus-
cade feature.

Swashbuckler
Sword Coast Adventurer’s Guide & Xanathar’s Guide to Everything

Master of Risk and Reward
Upon reaching 27th level, you can use your Master Du-
elist feature a number of times equal to your Dexterity 
modifier between rests.

Thief
Player’s Handbook

Master of Stealth
Beginning at 27th level, you have advantage on a Dex-
terity (Stealth) check regardless of how much you move 
during the same turn.
 In addition, if you hide in darkness, you cannot be ob-
served by a creature unless it has blindsight, truesight, 
tremorsense, or you choose to reveal yourself to it.

Improved Reliable Talent
Starting at 28th level, your chosen skills are far closer to 
perfection than could be expected from any mortal. When 
you make an ability check that lets you add your proficiency 
bonus, you can treat a d20 roll of 14 or lower as a 15. 
Sneaky Opportunist
Starting at 29th level, any attacks of opportunity you make, 
quality as sneak attacks as long as you don’t have disadvan-
tage on the attack roll. 
 In addition, you cant use your reaction to make an attack 
of opportunity when a hostile creature enters your reach.
Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level, any death saving throws you 
make are made with advantage. 
Anatomical Insight
Your understanding of universal anatomy lets you deal su-
perior damage, whenever you are able to strike at an ene-
my’s weak spot, and grants you a better understanding of 
any creature’s physiology. 
 Beginning at 30th level, when you score a critical hit, you 
can use the highest number possible for each die instead of 
rolling. In addition, you gain advantage on Medicine checks.
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The Epic Shogun
Level Features Command Dice

21 Strategic Discipline feature, Ability Score Improvement 9

22 Martial Law Improvement (3 dice) 9

23 Battle Cry Improvement (1) 9

24 Bountiful Rest Improvement 9

25 Strategic Discipline feature, Ability Score Improvement 10

26 Martial Law Improvement (4 dice) 10

27 Battle Cry Improvement (2) 10

28 Extra Attack (2) 11

29 Martial Discipline feature, Ability Score Improvement 11

30 Shock and Awe, Death Save Advantage 12

Epic Shogun
Heroes of the Orient: Player’s and DM’s Companion

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your shogun.
Discipline Syzygy
Wherever there is life, there is battle. Wherever there is 
battle, there is a commander. You believe this to be true 
throughout the vast galaxies and across planar boundaries. 
Inspired by the namesake animal of your chosen battle tac-
tics, you draw upon the wisdom of eons past, hidden among 
the stars.

Discipline Syzygy Effect
d6 Effect

1 When a creature gains temporary hit points from one of 
your shogun features, the creature is surrounded by an 
aurora in the shape of your discipline animal.

2 The stars in the night sky seem to glow brighter whenever 
you expend a Command Die.

3 When you rest beneath the night sky, you can find omens 
about the next day within the stars.

4 Your watchful companion has magically transformed. It 
resembles countless tiny stars connected by lines of light 
in a void contained within its former shape.

5 When you or your companions within 60 feet of you use 
the Dash action, a faint light trails behind you like a falling 
star.

6 While in moonlight or starlight, your silhouette is outlined 
by radiant light.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 

Strategic Discipline feature
Your chosen discipline grants you features at 21st, 25th and 
29th level.
Crawdad Discipline
Heroes of the Orient: Player’s and DM’s Companion

Improved Decree of Iron
Beginning at 21st level, the temporary hit point bonus 
from your decree of iron increases to twice your Charis-
ma modifier.
Bolstered Defenses
Starting at 25th level, your AC increases by 1.
Heroic Command
Starting at 29th level, when you use your beacon feature, 
the affected creature can reroll your Command Die, tak-
ing the higher of the two rolls.

Heron Discipline
Heroes of the Orient: Player’s and DM’s Companion

Improved Decree of Swiftness
Beginning at 21st level, the movement speed bonus 
granted by your decree of swiftness increases to +20 
feet.
Improved Wings of the Heron
Starting at 25th level, your wings of the heron can hold 
you aloft between turns.
Improved Unhindered Herd
Beginning at 29th level, you can affect any number of crea-
tures within range with your unhindered herd feature, ex-
pending a Command Die for each affected creature.

Pegasus Discipline
Heroes of the Orient: Player’s and DM’s Companion

Improved Decree of Initiative
Beginning at 21st level, the initiative bonus granted by 
your decree of initiative increases to twice your charisma 
modifier.
Superior Animal Whisperer
Starting at 25th level, you have advantage with Charisma 
(animal handling) checks.
Magic Resistance
At 29th level, you gain advantage on saving throws against 
spells.
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Phoenix Discipline
Heroes of the Orient: Player’s and DM’s Companion

Improved Decree of the Warrior
Beginning at 21st level, the extra damage from your de-
cree of the mystic feature increases to a d6.
Benign Flames of Life
Starting at 25th level, when you use your flames of life 
feature, and the die roll is an uneven number, you don’t 
expend a hit die, but still provide healing as if you did.
Improved Flames of Life
At 29th level, the healing from your flames of life feature 
increases by an amount equal to your Charisma modifier.

Spider Discipline
Heroes of the Orient: Player’s and DM’s Companion

Spider Sense
Beginning at 21st level, you gain advantage on Dexterity 
saving throws.
Fighting Dirty Improvement
Starting at 25th level, the extra damage from your fight-
ing dirty feature increases to 4d6 poison damage.
Improved Trickster’s Advance
Beginning at 29th level, you can affect any number of crea-
tures within range with your trickster’s advance feature, 
expending a Command Die for each affected creature.

Tiger Discipline
Heroes of the Orient: Player’s and DM’s Companion

Bestial Onslaught
Beginning at 21st level, the range of your bestial aggres-
sion is increased to 10 feet.
Improved Decree of the Warrior
Starting at 25th level, the extra damage 
from your decree of the warrior feature 
increases to a d6.
Shatter Armor
At 29th level, the armor reduction from 
your Break Armor feature increases to 3.

Wyvern Discipline
Heroes of the Orient: Player’s and DM’s Companion

Antediluvian Commands
Beginning at 21st level, your Command Dice turn into 
d12’s.
Draconic Focus
Starting at 25th level, you gain an addi-
tional Command Die.
Improved Master and 
Commander
At 29th level, whenever 
you roll a Command 
Die, you can roll the die 
three times and take ei-
ther result.

Martial Law 
Improvement
Beginning at 22nd level, when you roll for initiative 
and have no Command Dice remaining, you re-
gain 3 Command Dice.
 At 26th level this bonus increases 
to 4 Command Dice. 

Battle Cry Improvement
Beginning at 23rd level, the range of your battle cry feature 
is increased to 60 feet. 
 Starting at 27th level, a creature can be affected by your 
Battle Cry feature even if it is immune to the charmed con-
dition or if it can see you but can’t hear you. 
Bountiful Rest Improvement
Beginning at 24th level, your bountiful rest feature also af-
fects all allied creatures within 30 feet.
Extra Attack
Beginning at 28th level, you can attack three times whenev-
er you take the Attack action on your turn. 
Death Save Advantage
Your battle hardened physicality has made you very difficult 
to kill. Starting at 30th level, any death saving throws you 
make are made with advantage. 
Shock and Awe
Beginning at 30th level, when you use the Attack action on 
your turn and make all attacks against a single target, the 
target has disadvantage on the next saving throw it makes 
before the start of its next turn.
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The Epic Sorcerer
Level Cantrips Known Sorcery Points Spells Known Features

21 6 21 16 Sorcerous Origin feature, Ability Score Improvement

22 6 22 17 Epic Spell Capacity

23 6 23 17 Flexible Casting Mastery (1)

24 6 24 18 Intensify Spell

25 6 25 19 Sorcerous Origin feature, Ability Score Improvement

26 7 26 20 Epic Spell Capacity

27 7 27 21 Flexible Casting Mastery (2)

28 7 28 22 Sorcerous Origin feature

29 7 29 23 Epic Spell Capacity, Ability Score Improvement

30 7 30 24 Weave Conduit

Epic Sorcerer
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your sorcerer. 
Weave Symbiosis
When you cast spells you don’t just draw on the Weave, but 
imprint a tiny part of yourself into the Weave as well. This 
symbiosis causes the Weave to create marvelous effects on 
the world around you.

Weave Effect
d6 Effect

1 When you supply verbal components for a spell, creatures 
within 60 feet of you can hear the component as a mental 
echo in their own voice.

2 When you use a spell slot to cast a spell, time seems to 
stop for a second as the spell manifests.

3 Your eyes glow with whatever color best represents the 
last spell you cast.

4 Lightning splits the sky and a thunderous boom assaults 
the ears of all nearby whenever you cast a damaging spell.

5 The air around you seems to shimmer for several minutes 
after casting a spell and your blood sparkles with a radiant 
gleam.

6 When you cast a spell, you and minuscule objects (such 
as gravel) that aren’t being worn or carried within 30 feet 
of you lift from the ground, floating a few inches above it. 
When the casting is complete, you and all affected objects 
gently float back down.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
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Sorcerous Origin feature
Your Sorcerous Origin grants you features at 21st, 25th and 
28th level.
Divine Soul
Xanathar’s Guide to Everything

Frequent Recovery
Beginning at 21st level, you can use your Unearthly Re-
covery feature once between short or long rests, rather 
than once between long rests. 
Sacred Amplification
Starting at 25th level, your Empowered Healing feature 
sets any number of dice to their highest value instead of 
rerolling them.
Divine Spark
Beginning at 28th level, your Favored by the Gods feature 
can be used any number of times between rests.

Draconic Bloodline
Player’s Handbook

Dragon Scales
At 21st level, when you aren’t wearing armor, your AC 
equals 15 + your Dexterity modifier, and you gain perma-
nent resistance to the damage type associated with your 
draconic ancestry.
Half-Dragon
Your draconic ancestry shows itself more and more. Be-
ginning at 25th level, your draconic wings grow in size, 
granting you a flying speed equal to twice your current 
speed, and hostile creatures have disadvantage against 
your Draconic Presence feature.
Prismatic Morph
You have learned to manipulate and warp your own molec-
ular structure, becoming capable of mimicking a broader 
ancestry. At 28th level, choose a second Dragon Ancestor 
and gain all of the benefits associated with it. You do not 
loose the benefits of your original Dragon Ancestor.

Shadow Magic
Xanathar’s Guide to Everything

Strength from Beyond
Beginning at 21st level, you automatically succeed on the 
Charisma saving throw when using your Strength of the 
Grave feature.
Greater Hound of Ill Omen
Starting at 25th level, the hound you create with your 
Hound of Ill Omen feature changes. The hound now uses  
a winter wolf ’s statistics, with the following changes:
• It appears with a number of temporary hit points equal 
to your sorcerer level.
• It can move through other creatures and objects as if 
they were difficult terrain. The hound takes 5 force dam-
age if it ends its turn inside an object.
• At the start of its turn, the hound automatically knows 
its target’s location. If the target was hidden, it is no lon-
ger hidden from the hound.
• It loses the Snow Camouflage trait, but has advantage 
on Dexterity (Stealth) checks in dim light or darkness.
• Its Cold Breath action must be centered on its target.
Umbral Font
Beginning at 28th level, the Sorcery Point cost to activate 
your Umbral Form feature is reduced to 3. In addition, 
while in Umbral Form, you have a flying speed equal to 
your walking speed so long as you are in dim light or dark-
ness.

Storm Sorcery
Sword Coast Adventurer’s Guide & Xanathar’s Guide to Everything

Storm Escape
Beginning at 21st level, when your Storm’s Fury feature 
fails to push an attacker away from you, you can, as part 
of the same reaction, fly up to 20 feet without provoking 
opportunity attacks.
Storm Soul
Your Wind Soul feature becomes empowered, allowing 
you to grant greater power to your allies. Starting at 25th 
level, as a bonus action, and without reducing your own 
speed, you can choose a number of creatures equal to 3 
+ your Charisma modifier. The chosen creatures gain a 
magical flying speed of 60 feet for 1 hour. 
 Once you empower 1 or more creatures in this way, you 
can’t do so again until you finish a short or long rest. 
Storm Mastery
At 28th level, whenever you start casting a spell of 1st 
level or higher that deals lightning or thunder damage, 
stormy magic erupts from you and causes creatures of 
your choice that you can see within 10 feet of you to take 
lightning or thunder damage (choose each time this abili-
ty activates) equal to your sorcerer level. 

Void Magic
Heroes of the Orient: Player’s and DM’s Companion

Spell Resistance
Starting at 21st level, you have advantage on saving 
throws against spells.
Be the Void
Beginning at 25th level, when you use your sense void 
feature you can interact with your surroundings as if you 
were physically present. You can talk to a creature, pick 
up an item, or cast a spell. If you speak to a creature or 
cast a spell at a creature, it becomes aware of who and 
where you are. If you pick up an item, it will be in your 
hand when your consciousness returns to your body.
Targeted Void Suppression
Starting at 28th level, you can choose which creatures 
within your void suppression become affected by it.

Wild Magic
Player’s Handbook

Forced Chaos
You have learned to manipulate the forces of chance and 
chaos more consistently. Beginning at 21st level, for the 
cost of 3 sorcery points, you may utilize your Tides of Cha-
os feature, even if you normally wouldn’t be able to.
Chaos Sorcery
Wild magic surges come naturally to you, enabling you to 
manipulate your surges for more favorable effects. Start-
ing at 25th level, whenever you roll on the Wild Magic 
Surge table, you may adjust your rolls by 1 in either direc-
tion for every 1 sorcery point you spend.
Chaos Mastery
You have learned to draw even more power from your 
wild magic surges, mastering the art beyond the logically 
possible. Beginning at 28th level, whenever you roll twice 
on the Wild Magic Surge table, you may choose to use 
either or both rolls.

Epic Spell Capacity
Beginning at 22nd level, you gain an additional 6th and 7th 
level spell slot, at 26th level you gain another 8th and 9th 
level spell slot, and at 29th level you gain a 10th, 11th and 
12th level spell slot. 
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Flexible Casting Mastery
Starting at 23rd level, your Flexible Casting feature allows 
you to create spell slots of 6th level for the cost of 11 Sor-
cery Points, and 7th level for the cost of 12 Sorcery Points.
 Upon reaching 27th level, you truly master the art of flexi-
ble casting. You convert sorcery points into spell slots more 
efficiently and can create spell slots of 8th and 9th level, as 
shown in the Creating Spell Slots After 27th Level table.

Creating Spell Slots After 27th Level
Spell Slot Level Sorcery Point Cost

1st 2

2nd 3

3rd 5

4th 6

5th 7

6th 9

7th 10

8th 11

9th 13

Intensify Spell
Beginning at 24th level, you gain the ability to intensify your 
offensive spells. Using this feature, all variable, numeric ef-
fects of a spell are maximized, then doubled. An intensified 
spell deals twice maximum damage, cures twice the maxi-

mum number of hit points, affects twice the maximum num-
ber of targets, and so forth, as appropriate. Saving throws 
and opposed rolls are not affected. An intensified spell uses 
up all spell slots of the spell’s actual level, but a minimum of 
three, and once you use this feature, you immediately gain 
one level of exhaustion. 
 For example, you could cast the fireball spell using all of 
your 5th level spell slots (but a minimum of three), to deal 
120 fire damage in a 40-foot radius, rather than 10d6 fire 
damage in a 20-foot radius if you had used just a single 5th 
level spell slot.
 An intensified spell can’t be interrupted by spells or ef-
fects such as the counterspell spell.
 Once you use this feature, you must finish a short or long 
rest before you can do so again.
Weave Conduit
Tapping into the Weave comes as easily to you as flicking a 
finger. With some effort, you can cause the Weave spill forth 
from within you, manifesting as violent arcane energy that 
crackles outwards from you in all directions.
 Starting at 30th level, by spending 5 sorcery points (no 
action required), you can become a weave conduit until the 
start of your next turn. For the duration, you are no longer 
limited to casting only one spell on your turns and each 
creature that starts or ends its turn within 5 feet of you 
takes 2d12 force damage and is pushed 15 feet away from 
you in a straight line. In addition, you can use all Metam-
agic options, including ones you haven’t learned, and you 
can empower a single spell with any number of Metamagic 
options. 
 You can extend the duration on a subsequent turn by ex-
pending 3 additional sorcery points at the start of that turn.

Variant: Spell Points with Intensify Spell
If you play with the Spell Points variant rule, you can’t intensify a 
spell higher than 5th level. Once you reach 26th level, this restric-
tion increases to 7th level.
 Casting an intensified spell with the Spell Points variant rule 
costs three times the number of spell points the spell would other-
wise cost.
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The Epic Warlock

Level
Cantrips 
Known

Spells 
Known

Spell 
Slots

Slot 
Level

Invocations 
Known Features

21 4 16 4 5th 9 Pact Boon Improvement (1), Ability Score Improvement

22 4 17 4 5th 9 Dark Bargain, Mystic Arcanum (7th level)

23 5 17 5 5th 9 Otherworldly Patron feature

24 5 18 5 5th 10 Otherworldly Persona

25 5 19 5 5th 10 Pact Boon Improvement (2), Ability Score Improvement

26 5 20 5 5th 10 Mystic Arcanum (8th level)

27 5 21 5 5th 11 Otherworldly Patron feature

28 5 22 5 6th 11 Recondite Arcanum

29 5 23 5 6th 11 Mystic Arcanum (9th level), Ability Score Improvement

30 5 24 6 6th 12 Eldritch Signs

Epic Warlock
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your warlock. 
Eerie Vibe
The otherworldly nature of your magic has rubbed off on 
your very soul, tainting it in some manner that causes you to 
give off an eerie vibe. Choose an eerie vibe or determine one 
at random, but consider how it will affect those around you.
Eerie Vibes

d6 Vibe
1 Flames flicker when you stand near them and the breath of 

others becomes visible vapor when they stand near you, as if 
they were in extreme cold.

2 Your stare gives humanoids the creeps.
3 Others feel as if they’re in the presence of greatness when 

standing within 5 feet of you.
4 Others avoid eye contact with you, as if something horrible 

is staring out at them from behind your eyes.
5 When first you walk into a room, it is completely filled with 

silence for but a split second.
6 Sometimes it seems as if your shadow moves differently 

than you do.

Ability Score Improvement
When you reach 21st level, and again at 25th and 29th lev-
el, you can increase one ability score of your choice by 2, 
or you can increase two ability scores of your choice by 1. 
Contrary to earlier levels, you can now improve your ability 
scores up to 24 using this feature. 
Pact Boon Improvement
At 21st level, and again at 25th level, your pact boon is em-
powered.
Pact of the Blade
Player’s Handbook

Otherworldly Parry
Beginning at 21st level, whenever a hostile creature hits 
you with a melee weapon attack while you are wielding 
your pact weapon, you may use your reaction to halve the 
incoming damage.

Darkest Cut
Starting at 25th level, you may make an additional attack 
with your pact weapon as a bonus action. If the attack 
hits, the affected creature can’t make opportunity attacks 
against you until the start of your next turn.
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Pact of the Chain
Player’s Handbook

Health Link
Starting at 21st level, when your familiar takes damage 
while within 120 feet of you, you can use your reaction 
to take the damage instead. Similarly, if you take damage 
while your familiar is within 120 feet of you, you can use 
your reaction to let your familiar take the damage instead. 
This damage can’t be reduced or prevented in any way.
Chain Mastery
Beginning at 25th level, as long as your familiar is alive, 
you gain all of its features (but not its actions) passively.

Pact of the Immaterial
Heroes of the Orient: Player’s and DM’s Companion

Bodiless Flight
Starting at 21st level, while you are incorporeal you have 
a flying speed equal to your walking speed.
Incorporeal Deterrence
Beginning at 25th level, you have resistance to all damage 
except psychic while incorporeal.

Pact of the Invoker
Heroes of the Orient: Player’s and DM’s Companion

Bonus Invocation
At 21st level, you learn an additional eldritch invocation. 
This eldritch invocations doesn’t count towards your max-
imum of invocations known
Strange Invoker
Beginning at 25th level, you can ignore prerequisites oth-
er than level requirements when choosing your invoca-
tions.

Pact of the Tome
Player’s Handbook

Tome Resilience
Starting at 21st level, as a reaction you may cast pro-
tection from energy or stoneskin without expending a 
spell slot or material components, and without having to 
concentrate on the spell. The spell lasts for a number of 
rounds equal to your Charisma modifier (minimum of 1). 
 Once you have used this feature, you can’t do so again 
until you finish a short or long rest.
Magical Secret
At 25th level, choose a spell from any class. A spell you 
choose must be of 5th level or lower. The chosen spell 
counts as a warlock spell for you.

Otherworldly Patron feature
Your patron grants you features at 23rd and 27th level.
The Archfey
Player’s Handbook

Fey Vision
Starting at 23rd level, your eyes are blessed by powerful 
fey magic, giving you vision as only the most powerful fey 
have. You gain Fey Vision out to a range of 60 feet. Each 
object or creature within range is outlined in a blue, green, 
or violet light (your choice). Your Fey Vision outlines even 
hidden or invisible creatures, allowing you to see them, as 
well as creatures on the Ethereal Plane, but it doesn’t let 
you discern a shapeshifter’s true shape.
Invisible Passage
Beginning at 27th level, you can turn invisible using an 
action. The invisibility lasts until you attack or cast a spell 
or until your concentration ends (as if concentrating on a 
spell). While invisible, you leave no physical evidence of 
your passage, and you can be tracked only through magic. 
Any equipment you wear or carry, along with your familiar 
if you have one, is invisible with you.
 Once you use this feature, you must finish a short or 
long rest before you can do so again.

The Celestial
Xanathar’s Guide to Everything

Lustrous Healing
Starting at 23rd level, your pool of celestial energy is im-
bued with immense power. The d6s from your Healing 
Light feature become d8s. In addition, you can target up 
to three targets simultaneously as part of the same bonus 
action when you use your Healing Light feature, spending 
dice as normal for each target.
Treacherous Radiance
Beginning at 27th level, when you target a creature with 
your Healing Light feature, you can choose to deal radiant 
damage instead of healing the target.

The Fiend
Player’s Handbook

Fiendish Aura
Your skin has begun to radiate a fiendish aura, making 
man and beast alike tremble in fear of you. 
 Beginning at 23rd level, unless you are incapacitated, 
whenever a hostile creature starts its turn within 10 feet 
of you, it must succeed a Wisdom saving throw or become 
frightened of you until the beginning of your next turn. On 
a successful saving throw, the creature becomes immune 
to your Fiendish Aura for 24 hours. Fiends are immune to 
your fiendish aura.
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Mist Form
Starting at 27th level, as an action or a reaction to being 
hit by a melee attack, you can transform into a toxic mist. 
Any equipment you are wearing or carrying is also trans-
formed. You revert back to your true form if you die, or if 
you use a bonus action to end the effect.
 While in mist form you are incapacitated and can’t 
speak. You have a flying speed of 30 feet, can hover, and 
can pass through any space that isn’t airtight. You have 
advantage on Strength, Dexterity, and Constitution saving 
throws, and you are immune to nonmagical damage.
 While in mist form you can enter a creature’s space and 
stop there. Each time that creature starts its turn with you 
in its space, the creature must succeed on a Constitution 
saving throw or be poisoned until the start of its next turn. 
While poisoned in this way, the target is incapacitated.
 Once you use this feature, you must finish a short or 
long rest before you can do so again.

The Great Old One
Player’s Handbook

Eyes of the Void
Beginning at 23rd level, as a bonus action, you may call 
upon eldritch horrors in the void through your patron, 
who can keep a watchful eye on a creature of your choos-
ing. While the target creature is observed in this way, you 
know it’s precise location, what it says, and you have a de-
tailed description of the surroundings within 30 feet of it. 
The effect lasts for 1 minute or until you end it as a bonus 
action. Unless the target is a deity, it doesn’t know that it 
is being observed.
 The target doesn’t have to be on the same plane of exis-
tence as you.
 Once you use this feature, you can’t use it again until you 
finish a short or long rest.
Eldritch Denial
There is no escaping your horrible judgment. Starting at 
27th level, when a creature within 60 feet of you tries to 
teleport, you can forcefully prevent them from doing so by 
using your reaction. 
 You can use this feature a number of times equal to 
your Charisma modifier. You regain all expended charges 
when you finish a long rest.

The Great Phoenix
Heroes of the Orient: Player’s and DM’s Companion

Magic Resistance
Starting at 23rd level, you gain advantage on saving 
throws against spells and other magical effects.
Rise from the Ashes
Beginning at 27th level, if you die, you disintegrates into 
ash. 24 hours after your death, you will return to life as if 
affected by the true resurrection spell, unless your ashes 
are interred within the elemental plane of water or target-
ed by the dispel magic spell using a 7th level spell slot or 
higher.

The Great Sylvan
Heroes of the Orient: Player’s and DM’s Companion

Sylvan Shapechange
Starting at 23rd level, using an action, you can transform 
into a white tiger. You can stay in this form for a number 
of hours equal to half your warlock level. You then revert 
to your normal form. You revert to your normal form ear-
lier by using an action on your turn. You automatically 
revert if you fall unconscious, drop to 0 hit points, or die.
  While transformed, the rules for the druid’s Wild 
Shape feature also apply to you.

 Once you use this feature, you must finish a long rest 
before you can do so again. 
 In addition, unless you wish to be affected, you automat-
ically succeed on saving throws against spells and effects 
that would alter your form.
Grand Architect
Beginning at 27th level, you can cast the animal shapes, 
divine word and mirage arcane spells by expending a war-
lock spell slot. Once you use this feature to cast either 
spell, you must finish a long rest before you can do so 
again. 

The Great Turtle
Heroes of the Orient: Player’s and DM’s Companion

Inner Radiance
Starting at 23rd level, you can expend a warlock spell slot 
to regain a number of hit points equal to your warlock 
level. 
Epic Water Form
Beginning at 27th level, by expending a warlock spell slot 
when you use your Water Form feature, you can trans-
form into a marid rather than a water elemental. 

The Great Wyrm
Heroes of the Orient: Player’s and DM’s Companion

Atmospheric Command
Starting at 23rd level, you can cast the control weather 
spell without expending a spell slot. Once you use this 
feature, you must finish a long rest before you can do so 
again. 
Atmospheric Destruction
Beginning at 27th level, you can cast the storm of ven-
geance and tsunami spells by expending a warlock spell 
slot. Once you use this feature to cast either spell, you 
must finish a long rest before you can do so again.

The Hexblade
Xanathar’s Guide to Everything

Hexblade’s Curse Improvement
A creature that you have cursed with your Hexblade’s 
Curse perceives you as an omen of death. Starting at 23rd 
level, until your Hexblade’s Curse ends, you gain the fol-
lowing additional benefits:
• You can’t become frightened of the cursed target.
• Any attack roll you make against the cursed target is 
made with advantage.
• You always know the location of the cursed target.
Anathema
Beginning at 27th level, when a creature that isn’t cursed 
by your Hexblade’s Curse scores a critical hit on you, it 
becomes cursed by your Hexblade’s Curse, regardless of 
you already having a cursed target. In addition, if a cursed 
target scores a critical hit on you, it instead becomes a 
normal hit.

Seishin Mystic
Heroes of the Orient: Player’s and DM’s Companion

Happo Zanshin
The spirit within grants you preternatural reaction aware-
ness of danger, as it can now take a reaction of its own, 
and stays alert even when you’re not. Starting at 23rd lev-
el, you can take two reactions every round, and you can-
not be surprised whether sleeping or awake.
Riddle of Invulnerability
The spirit within you can now completely absorb minor 
blows. Beginning at 27th level, whenever you take 10 
damage or less you don’t suffer any damage.
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The Undying
Sword Coast Adventurer’s Guide

Spontaneous Resurrection
Beginning at 23rd level, when you die, you can return to 
life at the start of your next turn as a free action. You ap-
pear in the closest unoccupied space of where you died. 
You must spend between one and ten hit dice, which grant 
you hit points upon your resurrection. You are freed of any 
temporary effects existing at the time of your death, but 
permanent conditions remain. 
 If you have no hit dice remaining, you cannot resurrect 
in this manner.
Undying Enmity
You narrow your eyes, and even minor deities know how 
it feels to be prey. Beginning at 27th level, you may roll a 
total of 3d20’s for an attack roll and take the highest. This 
feature is usable even if you would have disadvantage on 
the roll.
 Once you use this feature, you must finish a short or 
long rest before you can do so again.

Dark Bargain
Beginning at 22nd level, whenever you finish a long rest, 
you can sacrifice a number of hit dice in order to bolster 
your life force. For every 5 hit dice you sacrifice, you gain 25 
temporary hit points. Sacrificed hit dice are expended as if 
used to regain hit points during a short rest.
Otherworldly Persona
Your patron has had its due influence on you, and your force 
of will has been warped and empowered beyond normal 
limitations. 
 At 24th level, your Charisma score increases by 2, and 
your maximum Charisma is now 26.
Mystic Arcanum
At 22nd level, you can choose an additional 7th-level spell 
from the warlock spell list as an arcanum. The arcanum you 
choose can’t be a spell you already know as an arcanum.
 You can cast your arcanum spell once without expending 
a spell slot. You must finish a long rest before you can do so 
again.
 At higher levels, you gain more warlock spells of 
your choice that can be cast in this way: one 8th-lev-
el spell at 26th level, and one 9th-level spell at 29th 
level. You regain all uses of your Mystic Arcanum 
when you finish a long rest.
Recondite Arcanum 
As your eldritch might increases, your patron allows 
you to exchange one magical secret for another. At 28th 
level, you can replace your 6th-level arcanum spell with a 
7th-level arcanum spell.
Eldritch Signs
You have learned to call on your patron’s power directly, by 
drawing strange and otherworldly signs in the air, that only 
your patron and you could possibly fathom. 
 At 30th level, by expending two warlock spell slots as an 
action, you can cast the same spell three times as part of 
the same action. The spell cast must be a spell you learned 
from your Pact Magic feature and it must have a casting 
time of 1 Action. You can target the same creature with all 
three castings or target multiple enemies. Once you use this 
feature, you can’t use it again until you finish a long rest.
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Epic Eldritch Invocations
Antediluvian Evil
Prerequisite: 24th level
If you are slain by a humanoid creature, your soul inhabits 
it and corrupts its interior and exterior over the following 
days. After 2d4 days, unless the creature has been cleansed 
by a Greater Restoration or Wish spell, the creature’s will is 
gone and you have fully manifested underneath its skin. You 
can pass as your host for 24 hours before its skin comes off 
completely and you look like your old self. Your alignment 
changes to evil if you use this invocation but can be restored 
with a greater restoration spell or similar magic.
Chains of the Void
Prerequisite: 27th level, Voice of the Chain Master invoca-
tion
You and your familiar share a connection through the void. 
As a bonus action, you can instantly teleport to your famil-
iar, make it teleport to you, or switch places with it, so long 
as you are within 60 feet of each other.
Concussive Crackle
Prerequisite: 30th level
When you hit a target with a cantrip or a melee weapon 
attack, you can use a bonus action to envelop the target in 
crackling lightning. When you do, the target must succeed 
a Constitution saving throw against your warlock spell save 
DC or become paralyzed until the end of its next turn.
Dominating Presence
Prerequisite: 24th level
You make all Charisma checks with advantage.
Eldritch Phalanx
Prerequisite: 24th level, Eldritch Blast cantrip
Any creature you successfully hit with eldritch blast makes 
ranged spell attacks that target you with disadvantage until 
the start of your next turn.
Eldritch Realignment
Prerequisite: 21st level, Eldritch Blast cantrip
You can target objects and structures with your eldritch 
blast cantrip.
Ever-Burning Essence
Prerequisite: 30th level
You can cast the fire shield spell at will, without expending 
a spell slot. 
Ever-Flowing Waters
Prerequisite: 27th level
Each turn you spend drinking freshwater, you regain 1d10 
hit points. In addition, if you die, submerging your body in 
water keeps your body protected from decay and can’t be-
come undead. You automatically spring back to life with 1 
hit point if you stay submerged for 8 consecutive hours.
Font of Divinity
Prerequisite: 21st level
When you deal fire or radiant damage to a creature, you 
gain temporary hit points equal to half the damage done.
Hungering Blade
Prerequisite: 28th level, Thirsting Blade invocation
You can attack with your pact weapon three times, instead 
of twice, whenever you take the Attack action on your turn.
Light of a Dying Star
Prerequisite: 27th level
You can cast antimagic field once using a warlock spell slot, 
causing the effected area to be filled with bright light. You 
can’t do so again until you finish a short or long rest.

Mantle of Star Dust
Prerequisite: 21st level
You can cast gaseous form on yourself at will, without ex-
pending a spell slot. When cast in this way, your misty form 
sparkles in bright and dim light.
Ocanthian Perambulation
Prerequisite: 27th level
You can cast blade barrier once using a warlock spell slot, 
conjuring countless razor-sharp shards of black ice from 
Ocanthus, rather than magical blades. You can’t do so again 
until you finish a long rest.
Otherworldly Resolve
Prerequisite: 24th level
You can’t be incapacitated unless petrified.
Sanguine Testament
Prerequisite: 21st level
You can cast grease at will, without expending a spell slot. 
You can do so a number of times equal to your Charisma 
modifier, regaining all expended charges when you finish a 
short or long rest. The grease’s smell and color is identical 
to your patron’s blood or other fluid that reflects your 
patron’s nature.
Rain of Castigation
Prerequisite: 24th level, Thirsting Blade invocation
You can cast conjure volley once centered on yourself, using 
a warlock spell slot. When doing so, you take no damage 
from the spell and your pact weapon acts as the material 
component for the spell, instantly reappearing in your hand 
after casting the spell. You can’t do so again until you finish 
a short or long rest.
Sacrificial Blade
Prerequisite: 21st level, Thirsting Blade invocation
When you gain temporary hit points, you gain twice the 
amount you normally would.
Sovereign of Hexes
Prerequisite: 21st level
You can cast hex at will as a 1st-level spell, without 
expending a spell slot.
Spellbook of Ancient Secrets
Prerequisite: 27th level, Book of Ancient Secrets invocation
You can inscribe spells in your Book of Shadows, much like 
a Wizard would in his spellbook. A spell inscribed in this 
manner can’t be higher than 5th level. You can inscribe a 
number of spells equal to your Charisma modifier. You can 
cast these spells using your Pact Magic feature while you 
have the book on you, and they count as warlock spells for 
you. 
 You can delete a previously inscribed spell by spending 
1 hour meditating while you hold the book, which can be 
done during a short or long rest.
The Ultimate Gift
Prerequisite: 30th level
You gain immortality and can only die if slain, in which 
case you can choose to manifest again after 1d4 days. You 
can only manifest yourself again in this manner once every 
three months. In addition, you stop aging, you can’t be mag-
ically aged, and you can’t suffer from exhaustion.
Undying Will
Prerequisite: 24th level
Any nonmagical damage you take is reduced by an amount 
equal to your Charisma modifier.
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The Epic Wizard
Level Cantrips Known Features

21 6 Arcane Tradition feature, Ability Score Increase

22 6 Epic Spell Capacity

23 6 Study Focus

24 6 Deep Memory

25 6 Arcane Tradition feature, Ability Score Increase

26 7 Epic Spell Capacity

27 7 Prismatic Juggle

28 7 Arcane Tradition feature

29 7 Epic Spell Capacity, Ability Score Increase

30 8 Archmage

Epic Wizard
Player’s Handbook

Epic Flavor
Before starting an epic game, you might want to consider 
adding some epic flavor to your wizard. Use the epic sorcer-
er’s Weave Symbiosis to do so.
Ability Score Improvement
When you reach 21st level, and again at 25th and 29th level, 
you can increase one ability score of your choice by 2, or you 
can increase two ability scores of your choice by 1. Contrary 
to earlier levels, you can now improve your ability scores up 
to 24 using this feature. 
Arcane Tradition Feature
At 21st, 25th level, and 28th level, you gain features based 
on your arcane tradition.
Bladesinging
Sword Coast Adventurer’s Guide

Bladesinger’s Cunning
Beginning at 21st level, any weapon you wield can be 
used as an arcane focus, and you can perform the somat-
ic components of a spell, even if you wield a weapon in 
each hand.
Song of Power
Starting at 25th level, once per turn when you hit with a 
melee weapon attack while your Bladesong is active, you 
can expend one wizard spell slot to deal additional weap-
on damage to the target. The damage equals four times 
the spell slot’s level.
Extra Attack
Starting at 28th level, you can attack three times, instead 
of once, whenever you take the Attack action on your turn.

School of Abjuration
Player’s Handbook

Arcane Armor
Beginning at 21st level, your AC equals 16 + your Dexter-
ity modifier while you aren’t wearing armor. This effect is 
suppressed while you are inside an antimagic zone. 
Abjurer’s Cunning
Beginning at 25th level, whenever you cast an abjuration 
spell, it gains all effects as if it was cast with a spell slot 
one level higher, up to a maximum of 9th level. 

Arcane Block
Starting at 28th level, you become permanently affected 
by the nondetection and protection from evil and good 
spells.

School of Conjuration
Player’s Handbook

Faithful Companion
Starting at 21st level, you can cast the Mordenkainen’s 
faithful hound spell at will without expending a spell slot. 
You can end the spell early as a bonus action. The spell 
also ends early if you cast the spell again with this feature.
Conjurer’s Cunning
Beginning at 25th level, whenever you cast a conjuration 
spell, it gains all effects as if it was cast with a spell slot 
one level higher, up to a maximum of 9th level.
Mastering the Circle
At 28th level, you can cast the teleportation circle spell 
as an action, without spending material components. Any 
circles you create in this manner are permanent. You may 
destroy any of your own circles using an action, as long as 
you are on the same plane of existence.
 In addition, you can destroy any other teleportation cir-
cles you find by touching the circle and using an action.

School of Divination
Player’s Handbook

Divining Sight
Beginning at 21st level, you gain truesight out to a range 
of 30 feet.
Diviner’s Cunning
Beginning at 25th level, whenever you cast a divination 
spell, it gains all effects as if it was cast with a spell slot 
one level higher, up to a maximum of 9th level. 
Lore Master
Starting at 28th level, you become permanently affected 
by the legend lore spell.
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School of Enchantment
Player’s Handbook

Master Enchanter
Starting at 21st level, you can cast the Geas spell without 
spending a spell slot. When cast in this way, the spell has 
a duration of 1 hour.
Enchanter’s Cunning
Beginning at 25th level, whenever you cast an enchant-
ment spell, it gains all effects as if it was cast with a spell 
slot one level higher, up to a maximum of 9th level. 
Enchanted Magic
Starting at 28th level, creatures have disadvantage on sav-
ing throws against your enchantment spells.

School of Evocation
Player’s Handbook

Prismatic Shield
Starting at 21st level, you can surround yourself with 
flames of multiple colors, shedding bright light in a 10-
foot radius and dim light for an additional 10 feet. You 
can create this shield, or dismiss it using a bonus action.
 While active the flames grant you resistance to cold, fire 
and lightning damage. In addition, whenever a creature 
within 5 feet of you hits you with a melee attack, the shield 
erupts with flame. The attacker takes 2d6 fire damage, 
2d6 cold damage, and 2d6 lightning damage.
Evoker’s Cunning
Beginning at 25th level, whenever you cast an evocation 
spell, it gains all effects as if it was cast with a spell slot 
one level higher, up to a maximum of 9th level. 
Headmaster
Starting at 28th level, you can add your proficiency bonus 
to the damage roll of any ranged spell attack you perform 
using a wizard evocation spell.

School of Illusion
Player’s Handbook

Convincing Illusions
Starting at 21st level, your illusion spells that would fail 
physical inspection can now pass as real. For example, if 
you change the appearance of one of your allies, by mak-
ing him shorter, as with the seeming spell, and if a guard 
were to inspect his or her height, the guard would per-
ceive it as being so, even though your ally is physically 
taller.

Illusionist’s Cunning
Beginning at 25th level, whenever you cast an illusion 
spell, it gains all effects as if it was cast with a spell slot 
one level higher, up to a maximum of 9th level. 
Illusory Trickery
Starting at 28th level, you become permanently affected 
by Nystul’s magic aura, gaining both its effects. 
 Additionally, as a bonus action, you can invoke an illuso-
ry duplicate of yourself as if you had cast the mirror image 
spell. 
 Once you use this feature, you must finish a short or 
long rest before you can do so again.

School of Necromancy
Player’s Handbook

Aura of Death
Starting at 21st level, using a bonus action, you can cast 
circle of death on yourself as a 6th level spell, without ex-
pending a spell slot or material components. If cast in this 
way, the spell’s radius is reduced to 15 feet and you take 
no damage from the casting. 
 You can use this feature a number of times equal to your 
Intelligence modifier (minimum of 1). You regain all ex-
pended charges when you finish a long rest.
Necromancer’s Cunning
Beginning at 25th level, whenever you cast a necromancy 
spell, it gains all effects as if it was cast with a spell slot 
one level higher, up to a maximum of 9th level. 
Undying Nature
Beginning at 28th level, for every 10 years that pass, you 
age only 1 year, and you cannot be magically aged.
 In addition, if you drop to 0 hit points or die outright, 
you can drop to 1 hit point instead and gain temporary hit 
points equal to half your maximum hit points. 
 Once you use this feature, you must finish a long rest 
before you can do so again.

School of Transmutation
Player’s Handbook

Ethereal
Starting at 21st level, as a bonus action, you can cast ethe-
realness as a 9th level spell, without expending a spell 
slot.
 Once you use this feature, you must finish a short or 
long rest before you can do so again.
Transmuter’s Cunning
Beginning at 25th level, whenever you cast a trans-
mutation spell, it gains all effects as if it was cast with a 
spell slot one level higher, up to a maximum of 9th level. 
Master Transmuter’s Stone
Starting at 28th level, your Transmuter’s Stone gains all 
four effects simultaneously.
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War Mage
Xanathar’s Guide to Everything

Absorbing Shroud 
At 21st level, your Arcane Deflection becomes infused 
with abjuration magic. When you use your Arcane De-
flection feature, you can cause magical to envelop you, 
granting you temporary hit points equal to half your wiz-
ard level. 
Improved Arcane Deflection
Beginning at 25th level, your Arcane Deflection feature is 
improved, granting you a +4 bonus to AC and a +6 bonus 
to saving throws.
Arcane Repurposing
Starting at 28th level, when you succeed on a saving throw 
against a hostile spell, you gain one power surge, as you 
magically dismantle and repurpose the arcane energies.

Wu Jen
Heroes of the Orient: Player’s and DM’s Companion

Improved Elemental Mastery
Starting at 21st level, you gain another feature depending 
on the elemental mastery you chose at 2nd level.
 Earth. You have advantage on Constitution saving 
throws.
 Fire. Whenever you roll a hit die to regain lost hit points, 
you can roll each die twice and take either result.
 Metal. Any damage you take is reduced by 3.
 Water. Your hit point maximum cannot be reduced.
 Wood. You become permanently affected by the 
treestride spell.
Critical Cunning
Beginning at 25th level, your spell attacks score a critical 
hit on a roll of 18 - 20. 
Vigilant Spirit
Starting at 28th level, your initiative cannot be lower than 
10.

Epic Spell Capacity
Beginning at 22nd level, you gain an additional 6th and 7th 
level spell slot, at 26th level you gain another 8th and 9th 
level spell slot, and at 29th level you gain a 10th, 11th and 
12th level spell slot. 
Study Focus
You have mastered the art of maintaining concentration in 
the most dire of situations. At 23rd level, if you lose con-
centration on a spell because of a failed Constitution saving 
throw, you can use your reaction to maintain concentration. 
 Once you use this feature, you can’t use it again until you 
finish a short or long rest.

Deep Memory
Starting at 24th level, as a bonus action, you can exchange 
one spell you have prepared for one you don’t have pre-
pared. The new spell you prepare must be available to you 
in your spellbook. 
 You can use this feature twice. You regain all expended 
charges when you finish a long rest.
Prismatic Juggle
You have become expert at diversifying your spellcasting. 
 At 27th level, when you cast a spell of 1st level or higher, 
that isn’t of the same school as the previous spell you cast, 
you may cast the new spell as if casting it using a spell slot 
of one level higher. The two spells must have been cast with-
in one minute of each other.
Archmage
Your name is known far and wide, as your knowledge of 
the arcane is only rivaled by the gods themselves. Once you 
reach 30th level, you can conjure forth a Spellbook of the 
Ages, which can be opened only by you. Should the book 
be destroyed or lost, you can conjure it back into existence 
as a bonus action. You can also store the book safely in a 
demiplane or pull it back to you as a bonus action. The book 
disappears in a flash of elemental light if you die.
 The book magically holds all your known spells when you 
acquire it. Copying new spells into the book requires you 
to spend only 1 minute and 1 gp worth of fine inks for each 
level of the spell. In addition, preparing new spells with your 
Spellbook of the Ages takes only 1 minute regardless of 
how many spells you prepare or what their levels are.
 The book is a massive weightless tome that doubles as a 
spellcasting focus. While holding it, you gain a +1 bonus to 
Armor Class, saving throws, and spell attack rolls, and any 
spells you cast as a ritual are cast in half the usual time. 
 In addition, when you finish a long rest, you read and con-
template ancient writings in your Spellbook of the Ages, left 
there by master wizards who came before you. Choose one 
of the following benefits, which lasts until you next finish a 
long rest.
 Additional Signature Spells. You gain two signature 
spells (as with the Signature Spells feature).
 Blessing of the Archmages. You make Intelligence sav-
ing throws with advantage.
 Might of the Ages. When you target a creature with a 
spell that forces it to make a saving throw, you gain a +10 
bonus to your spell save DC. Once you use this feature, you 
can’t use it again until you finish a long rest.
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Race Subrace Level 25 Feature Source

Aarakocra - Increased Wing Strength. You can wear medium armor while using your Flight 
feature. Additionally, you can strike with your wings as an action, which deal 
1d10 bludgeoning damage and use Strength or Dexterity (your choice). You are 
proficient with your wing attack.

EEPC

Aasimar All Celestial Inheritance. You can use your Radiant Soul, Radiant Consumption, or 
Necrotic Shroud trait twice between rests.

VGtM

Dragonborn - Dragon’s Breath. Your Breath Weapon deals twice as much damage, and you can 
use it twice between rests.

PHB

Dwarf Gray Improved Duergar Resilience. You are immune to the charmed and paralyzed 
conditions.

SCAG

Dwarf Hill Improved Dwarven Toughness. Your hit point maximum increases by 25. PHB

Dwarf Mountain Dwarven Armor Mastery. You gain proficiency with heavy armor and your AC 
increases by 1 while wearing armor.

PHB

Dwarf Korobokuru Pest Exterminator. You always have advantage on attack rolls against goblinoids and 
goblinoids have disadvantage on attack rolls against you.

HotO

Elf Dark Drow Hut. You can cast Leomund’s tiny hut at will. Once you use this feature, you 
must finish a short or long rest before you can use it again.

PHB

Elf High High Magic. You learn one 1st level spell of your choice from the Wizard spell list 
which you can cast at will. Intelligence is your spellcasting ability for this spell. 

PHB

Elf Wood Elven Maneuverability. Your base speed increases by 10 feet. PHB

Firbolg - Green Magic. You can cast grasping vine and greater invisibility (targeting only 
yourself) using this trait. Wisdom is your spellcasting ability for these spells. Once 
you use this feature to cast a spell, you can’t use it again until you finish a short or 
long rest.

VGtM

Genasi Air Elementary. You are resistant to lightning damage, and you can cast the levitate 
spell once with this trait, requiring no components. You regain the ability to cast it 
in this way when you finish a long rest.

EEPC

Genasi Earth Elementary. You are resistant to poison damage, and you can cast the pass without 
trace spell once with this trait, requiring no components. You regain the ability to 
cast it in this way when you finish a long rest. 

EEPC

Genasi Fire Elementary. You can cast the fireball spell once as a 3rd level spell with this trait, 
requiring no components. You regain the ability to cast it in this way when you 
finish a short or long rest. 

EEPC

Genasi Water Elementary. You can cast the ice storm spell once as a 7th level spell with this trait, 
requiring no components. You regain the ability to cast it in this way when you 
finish a long rest. 

EEPC

Gnome Deep Deep Cunning. You don’t lose your advantage on Intelligence, Wisdom and 
Charisma saving throws when an effect imposes disadvantage on you.

SCAG

Gnome Forest Now You See Me. You can cast the invisibility spell at will. PHB

Gnome Rock Mechanical Wonder. Spending an hour and 100 gp worth of materials, you can 
build a toy that can identify objects, and locates hidden doors and traps. The toy 
has three charges and expends a charge whenever it identifies an object or locates 
a hidden door or trap. You can spend an hour and 30 gp during a short or long rest 
to recharge the toy, giving it back all expended charges.

PHB

Goliath - Mountain Roots. Your Stone’s Endurance increases to 2d12 and you can use it 
twice between rests.

EEPC and 
VGtM

Half-Elf - Of Two Worlds. You can choose your racial from either the human or one of the 
elven subraces in this table.

PHB

nce you reach 25th character level, you gain a 
feature depending on your race or subrace. The 
following tables describes the feature your race 
or subrace gains at 25th level.O
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Race Subrace Level 25 Feature Source

Halfling Ghostwise Voice from Beyond. You can use your Silent Speech feature to talk to any number 
of creatures simultaneously. In addition, when you communicate telepathically with 
a creature, you make Charisma (Deception) checks against it with advantage.

SCAG

Halfling Lightfoot Hide in Plain Sight. You can attempt to hide even while enemies are observing you 
and a creature a creature has disadvantage on Wisdom (Perception) checks made 
to spot you or discern your location unless it knows you are a halfling..

PHB

Halfling Stout Stout Toughness. You can’t be poisoned, you are immune against poison damage, 
and can’t be cursed.

PHB

Half-Orc - Brutal. You make Charisma (Intimidation) checks with advantage, and your 
Relentless Endurance feature regains its use after a completing a short or long rest.

PHB

Hakuma All Jigokuan Ancestry. Your Darkvision increases to 120 feet and magical darkness 
doesn’t impede your darkvision. In addition, you become immune to Taint effects.

HotO

Hengeyokai All Easy Shifting. You can shapechange into your animal form using a bonus action. HotO

Human - Adaptability. You gain proficiency with two skills of your choice and learn two 
additional languages.

PHB

Kenku - Art of Deception. You have advantage on checks to determine if a document or 
an object is forged, and to see through a creature’s charade when they attempt to 
deceive you or lie to you.

VGtM

Lizardfolk - Munchies. You can use your Hungry Jaws trait once on each of your turns, rather 
than once every short or long rest.

VGtM

Nezumi Cotton Unbreakable Self Esteem. You can’t be charmed or frightened. HotO

Nezumi Dusky Stealthy. You always have advantage on Dexterity (stealth) checks and can take the 
Hide action as a bonus action.

HotO

Nezumi Pale Tunneling Claws. Your burrow speed increases to 30 feet. HotO

Serafu All Serafic Blessing. You can cast the mislead spell once with this trait. You regain the 
ability to do so when you finish a short or long rest.

HotO

Spirit Folk Bamboo Animal Friend. You are permanently affected by the speak with animals spell and 
you can reroll failed Wisdom checks.

HotO

Spirit Folk Mountain Peak Performance. Mountainous and rocky terrain doesn’t count as difficult terrain 
for you and you gain a climbing speed equal to your walking speed.

HotO

Spirit Folk River Champion Swimmer. Your swim speed increases to 60 feet and you gain resistance 
to acid damage.

HotO

Tabaxi - Digitigrade Legs. Your walking speed increases by 5 feet and you cannot have 
disadvantage on Dexterity saving throws.

VGtM

Triton - Control Air and Water Improvement. You can cast a spell from your Control Air and 
Water trait once per short rest, rather than once per long rest. In addition, you can 
cast control water and control wind with your Control Air and Water trait.

VGtM

Tiefling - Infernal Ancestry. Your Darkvision increases to 120 feet, and you make Charisma 
saving throws with advantage.

PHB

Tortle - Mobile Shell Defense. While you Shell Defense feature is active, your AC bonus 
increases to +6 and you can roll across the ground, giving you a walking speed of 
30 feet that can’t increase. In addition, you only need to spend 5 feet of movement 
to stand up from prone.

TTP

Venara - Jungle Swiftness. Your walking and climbing speed increases by 15 feet. HotO
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Monstrous Races
Race Subrace Level 25 Feature Source

Bugbear - Surprise Attack Improvement. The damage from your Surprise Attack trait deals 4d6 
extra damage, rather than 2d6 extra damage. 

VGtM

Goblin - Escapist. When you take the Disengage action as a bonus action on your turn, you 
can also take the Hide action as part of the same bonus action.

VGtM

Hobgoblin - Martial Advantage. Once per turn, you can deal an extra 1d6 damage to a creature 
you hit with a weapon attack if that creature is within 5 feet of one of your allies that 
isn’t incapacitated.

VGtM

Hsing-sing - Reckless. At the start of your turn, you can gain advantage on all melee weapon 
attack rolls during that turn, but attack rolls against you have advantage until the 
start of your next turn.

MotO

Kappa - Circle Kick. You can perform a circle kick as an action. When you do, each creature 
within 5 feet of you must make a Dexterity saving throw (save DC = 8 + your 
Dexterity modifier + your proficiency bonus). On a failed save, a creature takes 
bludgeoning damage equal to 1d8 + your Dexterity modifier and lands prone.

MotO

Kobold - Urd Wings. You grow leathery wings, granting you a flying speed of 30 feet. VGtM

Orc - Raging Aggression. Whenever you use your Aggressive trait, you gain advantage on 
your next attack during the same turn, and you land a critical hit on a roll of 19 or 20 
with that attack.

VGtM

Taka-onna - Ballade of Jealousy. Using an action, you can force a creature within 30 feet of you 
to make an Intelligence saving throw (save DC = 8 + your Wisdom or Charisma 
modifier + your proficiency bonus). On a failed save, the target becomes cursed 
for 1 hour. While cursed, the target creature spends its turns unequipping as many 
objects as it can, starting with what it is holding, laying everything at its feet in an 
orderly fashion. It can’t move, talk, or do anything else while afflicted by this curse. 
The target can repeat the saving throw at the end of each of its turns, ending the 
effect on itself on a successful save. The curse also ends if you or your allies attack 
the creature. Once you use this feature, you can’t use it again until you finish a short 
or long rest.

MotO

Tengu All Riposte. When a creature misses you with a melee attack while within 5 feet of you, 
you can use your reaction to make a melee weapon attack against the attacker. If 
your attack hits, you deal an additional 2d8 weapon damage.

MotO

Tsuno 
Aberrant

- Rush. When you take the Dash action, you can gain twice as much movement. When 
you use this feature, you can’t use it again until you finish a short or long rest.

MotO

Twilight 
Naga Exile

All Sense Magic. You sense magic within 120 feet of you. This trait works like the 
detect magic spell but isn’t itself magical.

MotO

Wang-liang - Regeneration. You regain 10 lost hit points at the start of each of your turns if you 
have at least 1 hit point. If you take acid or fire damage, this trait doesn’t function at 
the start of your next turn.

MotO

Yuan-ti - Shapechange. You can use your action to polymorph into a Large snake, or back into 
your true form. Your statistics are the same in each form. Any equipment your are 
wearing or carrying is transformed with you. You revert to your normal form if you 
die.

VGtM

Sources
The races presented here come from a variety of publi-
cations as shown by the abbreviations in the Source col-
umn of the tables in this chapter. Here are descriptions 
for these abbreviations.
 PHB. Player’s Handbook.
 EEPC. Elemental Evil Player’s Companion.
 SCAG. Sword Coast Adventurer’s Guide.
 VGtM. Volo’s Guide to Monsters.
 TTP. The Tortle Package.
 HotO. Heroes of the Orient: Player’s and DM’s Com-
panion.
 MotO. Monsters of the Orient: Complete Bestiary.
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Part 3: Mythic Progression
he epic class progression in this book is meant 
to represent the limits that mortals can achieve 
in the multiverse of Dungeons & Dragons. These 
are humans, elves, and dwarves in their most 
perfect forms. However, the most legendary 
fighter the humanoid races has ever seen hon-

estly still has little chance against many epic monsters, let 
alone a deity. So what do you do, as a player or dungeon 
master, once you’ve killed everything you are able to kill? 
You could hang up your character sheets and roll a brand 
new one. But, you love these characters. You nursed them 
all the way to 30th level. You cheered alongside your friends 
after you pulled off that first daring raid of a goblin village. 
You nearly pulled your hair out when that beholder killed 
your entire party, only to discover that you were trapped in 
an illusion and were actually still alive. Oh the stories you 
could tell. These characters are family now. You can’t just 
put them out to pasture. There must be something else to 
do, something else to fight. There is, of course. The mon-
sters and gods exist, challenges far beyond what you have 
faced so far. But, while the intrigues and exploits of gods 
may make for fascinating story lines, you have no right to 
walk among them as weak you still are.
 Divine Ascension. Enter Mythic progression. Such power 
does not come easily, however, and not many are able to 
claim it. After all, how would you go about shedding your 
own mortality? And why would the gods willingly let mor-
tals dabble in their affairs? There are many questions, and 
even more obstacles to overcome. It is not unheard of for 
a wizard to take the relatively easy path and become a lich 
to achieve this goal, but there are other ways. This part is 
all up to the dungeon master, of course. Some characters 
may simply be part god from birth, a true demigod born of 
both divine and mortal parents. Because of this, they don’t 

possess the limits that mere mortals do and can continue 
to advance their skills. Other epic characters seek the fa-
vor of their god, they commit themselves as a servant and 
extension of their god’s will in perpetuity in exchange for a 
small blessing of their divine spark, which is often enough 
to grant them access to unimagined power. For others, the 
transformation comes when they discover ancient, forbid-
den secrets and perform the dark rituals of the old gods.
 Final Tier of Play. In any case, whatever path you choose, 
you will walk where only death waited for you before. But 
you must walk carefully now. Newly minted demigods at-
tract a lot of attention, and you had better be ready for what-
ever comes your way. As a dungeon master, you may wish 
to limit access to one or two tiers of the mythic abilities, 
based on the end goals and intentions of your campaign (or 
exclude them altogether). The first tier represents an exten-
sion of normal abilities past normal limitations, what some 
might consider superhuman strength, skill, or awareness. 
But, as you progress to tiers two and three the abilities turn 
more and more godlike in their scope and power. While 
these tiers can be used to represent growth in a character’s 
power from mortal to demigod to deity, it doesn’t necessari-
ly need to be so. Their use and inclusion into your campaign 
is entirely up to the dungeon master. A fully developed sys-
tem for creating deities, including divine ranks and powers, 
followers, portfolios, and knowledge of how to obtain that 
elusive divine essence isn’t included here. Those aspects of 
becoming and subsequently playing as a god are best car-
ried out with great storytelling, and tend to lose something 
when codified into pages of charts and numbers. Instead, 
think of mythic progression simply as a flexible system, one 
that can be incorporated by a clever dungeon master in any 
number of ways.

T
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Mythic Boons
A mythic boon is a special power available only to 30th level 
characters. Characters at that level gain such boons only if 
you want them to and only when you feel it’s appropriate. 
Epic boons are best awarded after the characters complete 
a major quest, or accomplish something else particularly 
notable. A character might gain a mythic boon after destroy-
ing an evil artifact, defeating a demigod, or halting an incur-
sion from the Outer Planes.
 Categories and Prerequisites. Boons are divided into 
three major categories: 1st-level, 2nd-level, and 3rd-level. 
1st-level boons are generally best described as superpow-
ers. 2nd-level boons rival the power of demigods. 3rd-level 
boons are truly godlike. Some boons also come with one 
or more prerequisites. These prerequisites help to ensure 
progression, class identity, and some semblance of balance. 
Some boons have a prerequisite of 20th level in a certain 
class. This doesn’t mean the boon is available at 20th level, 
but rather that at least 20 of your 30 levels must be in the 
specified class.
 Mythic Boons as Mythic Progression. Mythic boons 
can also be used as a form of advancement, a way to pro-
vide greater power to characters who have no more levels 
to gain. With this approach, consider awarding one epic 
boon to each character for every 300,000 XP he or she has 
reached 30th level.
 When using this approach, a character needs to select six 
1st-level boons before any 2nd-level boons can be selected. 
In a similar fashion, a character needs to select four 2nd-lev-
el boons before any 3rd-level boons can be selected. Once a 
level of boons has been unlocked, a character can gain any 
future boons from the unlocked level.
 Final Arbiter. You determine which epic boon a character 
gains. Ideally, the boon you pick is something the character 
would put to use in future adventures. You can allow a play-
er to select a boon for his or her character, subject to your 
approval.
 Roleplaying Boons. Whatever boon a character ends up 
with, consider its place in your story and world. Many of the 
boons are extraordinary and represent the gradual transfor-
mation of a character into something resembling a demigod 
or even a deity. The acquisition of a boon might visibly trans-
form a character. For example, the eyes of a character with 
the Boon of True Sight might glow when he or she feels 
strong emotion, and a character who has the Boon of High 
Magic might have faint motes of light glimmering around 
his or her head. Also, decide how the boon first appears. 
Does the boon appear spontaneously and mysteriously? Or 
does a being of cosmic power manifest to bestow it? The 
bestowal of a boon can itself be an exciting scene in an ad-
venture.
 The text of a boon addresses its user. Unless a boon says 
otherwise, a character can’t gain it more than once.
1st-Level Mythic Boons
Boon of Damage Resistance
You gain resistance to one type of damage, choosing be-
tween cold, fire, lightning, poison, and thunder.
Boon of Darkvision
You gain darkvision out to a range of 120 feet.
Boon of Eldritch Insight
Prerequisites: 20th level warlock
The number of eldritch invocations you can choose increas-
es by 1. You can select this boon multiple times.

Boon of Enhanced Divine Magic
Prerequisites: 20th level paladin
You gain a 6th level spell slot and can choose two spells of 
the same level from the cleric spell list. You learn the cho-
sen spells and they count as paladin spells for you. You can 
select this boon up to 4 times. Each time you do so, you gain 
a spell slot of one level higher than the last time and can 
choose two new cleric spells of the same level. 
Boon of Enhanced Nature Magic
Prerequisites: 20th level ranger
You gain a 6th level spell slot and can choose two spells of 
the same level from the druid spell list. You learn the cho-
sen spells and they count as ranger spells for you. You can 
select this boon up to 4 times. Each time you do so, you gain 
a spell slot of one level higher than the last time and can 
choose two new druid spells of the same level. 
Boon of Epic Fortitude
Your hit point maximum increases by 40.
Boon of Epic Resilience
Prerequisites: A Constitution score of 24 or higher.
You have resistance to bludgeoning, piercing, and slashing 
damage from nonmagical weapons.
Boon of Epic Spell Mastery
Choose one 1st-level sorcerer, warlock, or wizard spell that 
you can cast. You can now cast that spell at will at its lowest 
level without expending a spell slot.
Boon of Eschewed Materials
Prerequisites: The ability to cast spells of 5th level or high-
er
When providing material components for a spell, you can 
ignore 2,000 gp worth of materials. You can select this boon 
multiple times.
Boon of Extended Blindsight
Prerequisites: Blindsight out to a range of at least 5 feet
The range of your blindsight increases by 30 feet.
Boon of Fate
When another creature that you can see within 60 feet of 
you makes an ability check, an attack roll, or a saving throw, 
you can roll a d10 and apply the result as a bonus or penalty 
to the roll. Once you use this boon, you can’t use it again 
until you finish a short or long rest.
Boon of High Magic
Prerequisites: 20th level bard, cleric, druid, sorcerer, or 
wizard
You gain one 10th-level spell slot. You can select this boon 
multiple times. 
Boon of Linguistics
You can speak, read, and write all standard languages.
Boon of Immortality
You stop aging. You are immune to any effect that would age 
you, and you can’t die from old age.
Boon of Magic Detection
You are permanently affected by the detect magic spell with-
out having to concentrate on it. By using a bonus action on 
your turn, you can cause a brilliant aurora of swirling en-
ergy to surround one creature or object you detect in this 
manner, making it visible to all until the end of your next 
turn.
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Boon of Magical Secrets
Prerequisites: 20th level bard 
Choose two spells from any class. You learn the chosen 
spells and they count as bard spells for you. You can select 
this boon multiple times.
Boon of Otherworldly Reaction
Prerequisites: 20th level warlock
When you roll initiative, you gain a special turn that takes 
places before other creatures can act. On this turn, you can 
use your action to take either the Attack action or to cast a 
cantrip. 
 If more than one creature in an encounter has this fea-
ture, they all act in order of initiative, then the regular initia-
tive begins. If you would normally be surprised at the start 
of an encounter, you are not surprised but you do not gain 
this extra turn.
Boon of Perfect Health
You are immune to all diseases and poisons, and you have 
advantage on Constitution saving throws.
Boon of Quick Casting
Prerequisites: At least one 3rd level spell slot
Choose one of your spells of 1st through 3rd level that has 
a casting time of 1 action. That spell’s casting time is now 
1 bonus action for you. You can select this boon multiple 
times.
Boon of Savage Attacks
Prerequisites: Extra Attack
When you score a critical hit with a melee weapon attack, 
you can roll one of the weapon’s damage dice one additional 
time and add it to the extra damage of the critical hit. Once 
you do so, you can’t do so again until you finish a short or 
long rest.
Boon of Supreme Sorcery
Prerequisites: 20th level sorcerer
You learn two spells of your choice from the sorcerer spell 
list and your sorcery point maximum increases by 2. You 
can select this boon multiple times.
Boon of Speed
Prerequisites: Death Save Advantage
Your walking speed increases by 30 feet. In addition, you 
can use a bonus action to take the Dash or Disengage ac-
tion. Once you do so, you can’t do so again until you finish 
a short rest.
Boon of Undetectability
You gain a +5 bonus to Dexterity (Stealth) checks, and you 
can’t be detected or targeted by divination magic, including 
scrying sensors.
Boon of Unerring Skill
Prerequisites: 10th level bard or 15th level rogue
When you make a skill check, you can replace the number 
you roll with a 20. You can do so a number of times equal 
to your bard or rogue level divided by 10. You regain all ex-
pended charges when you finish a short or long rest.
Epic Ability Score Increase
Prerequisites: One or more ability scores of 24
One of your ability scores increases by 2 or two of your abil-
ity scores increase by one, up to a maximum of 26. You can 
select this boon multiple times.
Magic Item Savant
When you use a magic item to create an effect that expends 
more than one charge from the item, you expend one charge 
less than you would normally do.

2nd-Level Mythic Boons
Boon of Awareness
You can’t be surprised and unseen attackers don’t attack you 
with advantage.
Boon of Devil’s Sight
Prerequisites: Darkvision
Magical darkness doesn’t impede your darkvision.
Boon of Divine Aspiration
When you use a feature that you can normally only use once 
between short rests, you can choose regain your use of that 
feature. Once you use this feature, you can’t use it again un-
til you finish a long rest.
Boon of Eschewed Mythic Materials
Prerequisites: The ability to cast a mythic spell of 1st level 
or higher
When providing material components for a mythic spell, 
you can ignore 5,000 gp worth of materials. You can select 
this boon multiple times.
Boon of Higher Magic
Prerequisites: Boon of High Magic
You gain one 11th-level spell slot. You can select this boon 
multiple times.
Boon of Improved Extra Attack
Prerequisites: 20th level barbarian, fighter, kensai, pala-
din, ranger, or shogun
You make one additional attack when you take the attack 
action.
Boon of Improved Two-Weapon Fighting
Prerequisites: 10th level fighter, kensai, or ranger
When you use a bonus action to attack with a weapon while 
wielding two weapons, you can make one additional attack 
with that weapon.
Boon of Irresistible Charm
Your spells and effects that would normally leave a creature 
unaffected if it is immune to the charmed condition work 
normally on such creatures - with the exception of deities.
Boon of Irresistible Offense
Your weapon attacks bypass damage resistances.
Boon of Legendary Fortitude
Prerequisites: Boon of Epic Fortitude
Your hit point maximum increases by 40.
Boon of Legendary Spell Mastery
Choose one 2nd-level sorcerer, warlock, or wizard spell that 
you can cast. You can now cast that spell at will at its lowest 
level without expending a spell slot.
Boon of Legendary Resilience
Prerequisites: Boon of Epic Resilience
You have resistance to bludgeoning, piercing, and slashing 
damage.
Boon of Mythical Secrets
Prerequisites: 20th level bard 
Choose one 1st-level mythic spell from any class. You learn 
the chosen spell and it counts as a bard spell for you. You 
can select this boon multiple times.
Boon of Otherworldly Awareness
Prerequisites: Boon of Otherworldly Reaction
When you gain a special turn from your Boon of Otherworld-
ly Reaction, you are no longer restricted in what you can do 
on that turn. In addition, you can no longer be surprised.
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Boon of Pacts
Prerequisites: 20th level warlock
Your otherworldly patron bestows yet another gift upon you. 
You can select an additional Pact Boon.
Boon of Swift Casting
Prerequisites: At least one 5th level spell slot
Choose one of your spells of 4th through 5th level that has 
a casting time of 1 action. That spell’s casting time is now 
1 bonus action for you. You can select this boon multiple 
times.
Legendary Ability Score Increase
Prerequisites: One or more ability scores of 26
One of your ability scores increases by 2 or two of your abil-
ity scores increase by one, up to a maximum of 28. You can 
select this boon multiple times. This boon counts as a 1st 
level boon for barbarians.
Legendary Linguist
You can speak, read, and write all exotic languages that you 
are physically capable of speaking.
3rd-Level Mythic Boons
Boon of Damage Immunity
You gain immunity to one type of damage that you are resis-
tant to, choosing between cold, fire, lightning, poison, and 
thunder.
Boon of Deep Mythical Secrets
Prerequisites: 20th level bard 
Choose one 2nd-level mythic spell from any class. You learn 
the chosen spell and it counts as a bard spell for you. You 
can select this boon multiple times.
Boon of Deep Mysticism
Prerequisites: 20th level bard or warlock
You can select any one boon without fulfilling the prerequi-
sites. If you are a warlock and you choose a boon that grants 
you a spell slot, such as the Boon of High Magic, the spell 
slot instead counts as a mystic arcanum that allows you to 
cast any spell you know from your pact magic feature at the 
level of the spell slot granted.
Boon of Divine Ascension
When you use a feature that you can normally only use once 
between long rests, you can choose regain your use of that 
feature. Once you use this feature, you can’t use it again un-
til you finish a long rest.
Boon of Eldritch Might
Prerequisites: 20th level warlock
You gain one additional spell slot from your Pact Magic fea-
ture. 
Boon of Highest Magic
Prerequisites: Boon of Higher Magic
You gain one 12th-level spell slot. You can select this boon 
multiple times.
Boon of Irresistible Onslaught
Prerequisites: Extra Attack
You treat the damage immunities of any creature as dam-
age resistances. These resistances can’t be bypassed by any 
means.
Boon of Killing Blows
Prerequisites: Extra Attack, a Strength score of 24
When you land a critical hit with a melee weapon attack, 
the target must succeed a Constitution saving throw (save 
DC = 8 + your proficiency bonus + your Strength or Dex-
terity modifier) or be reduced to 0 hit points. This effect is 
magical.

Boon of Magic Resistance
You have advantage on saving throws against spells and oth-
er magical effects.
Boon of Mythic Fortitude
Prerequisites: Boon of Legendary Fortitude
Your hit point maximum increases by 40. 
Boon of Mythic Maneuvering
Prerequisites: One or more mythic maneuvers
When you expend one or more Mythic Dice to perform a 
mythic maneuver, you can set all expended Mythic Dice to 
their maximum value. Once you use this boon, you can’t use 
it again until you finish a long rest.
Boon of Mythic Spell Mastery
Choose one 3rd-level sorcerer, warlock, or wizard spell that 
you can cast. You can now cast that spell at its lowest level 
without expending a spell slot.
Boon of Rapid Casting
Prerequisites: At least one 7th level spell slot
Choose one of your spells of 6th through 7th level that has 
a casting time of 1 action. That spell’s casting time is now 
1 bonus action for you. You can select this boon multiple 
times.
Boon of Reactive Strikes
Prerequisites: Extra Attack
When you use your reaction to make an opportunity attack, 
roll a d20. On a roll of 10 or higher, you regain your reaction.
Boon of Skill Proficiency
You gain proficiency in all skills. This boon counts as a 1st 
level boon for bards and as a 2nd level boon for rogues.
Boon of Spell Deconstruction
Prerequisites: 30th level sorcerer
When you are targeted by a spell of 9th level or lower, you 
can use your reaction to expend a number of sorcery points 
equal to the spell’s level (0 sorcery points for cantrips). In-
stead of being affected by the spell, you gain temporary hit 
points equal to 5 x the spell’s level, and you gain regain ex-
pended spell slots with a total level equal to the spell’s level.
 Once you use this feature, you can’t use it again until you 
finish a short or long rest. 
Boon of Spell Reflection
Prerequisites: A Charisma score of 28 or higher
When you are targeted by a spell of 9th level or lower, you 
can use your reaction to attempt to force the spell back unto 
its caster through sheer force of will. Using your reaction 
when targeted by a spell but before you know if it hits or 
before making a saving throw, you make a Charisma check 
(DC = 15 + the spell’s level). On a successful check, the cast-
er becomes the new target of the spell. On a failed check, 
you are affected by the spell regardless of your AC and with-
out making a saving throw.
Boon of Truesight
Prerequisites: The ability to see in magical darkness
You have truesight out to a range of 60 feet.
Mythic Ability Score Increase
Prerequisites: One or more ability scores of 28
One of your ability scores increases by 2 or two of your abil-
ity scores increase by one, up to a maximum of 30. You can 
select this boon multiple times. This boon counts as a 2nd 
level boon for barbarians of 20th level or higher.
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Mythic Maneuvers
Mythic Maneuvers
Mythic maneuvers work much like mythic boons and are 
awarded in the same manner. However, where boons tend 
to be passive in nature, maneuvers are more active and 
their use comes with a cost.
 Maneuver Levels. When you select a maneuver, you gain 
a number of Mythic Dice equal to twice the maneuver’s lev-
el. For example, if you were to select a 2nd-level maneuver, 
you would also gain 4 Mythic Dice. Mythic dice are d20s. 
A Mythic Die is expended when you use it. Each maneuver 
describes how many Mythic Dice it costs to perform that 
maneuver, if any. You regain all of your expended Mythic 
Dice when you finish a short or long rest.
 Maneuver Save DC. Some maneuvers require one or 
more creatures to make a saving throw. Each such maneu-
ver explains how the save DC is calculated.
1st-Level Mythic Maneuvers
Arcing Strike
Prerequisites: A Strength score of 24 or higher
Saving Throw DC: 8 + your proficiency bonus + your 
Strength modifier
Cost: 1 Mythic Die
As an action, you swing your weapon in a wide arc around 
yourself. Each creature within your reach must make a Dex-
terity saving throw. On a failed save, a target takes weapon 
damage equal to your Strength modifier plus the expended 
Mythic Die, and if the target is Large or smaller, it is also 
pushed 5 feet backwards in a straight line from you.
Deep Pockets
Prerequisites: 20th level rogue
As an action, you can open a 2-foot cubed extra dimensional 
space and place an object inside. The gateway to this space 
then closes as soon as you remove your hand. The space 
exists for up to 1 hour, after which time the stored object ap-
pears at your feet directly in front of you. At any point before 
the time is up, you can choose to summon the object into 
your empty hand. You can choose to expend a Mythic Die 
when using this maneuver. If you do, you add the expended 
Mythic Die to the number of hours the space exists. 
 Once you use this feature, you must finish a short or long 
rest before you can use it again.
Epic Recovery
Prerequisites: Extra Attack
Cost: 1 Mythic Die
You can use a bonus action to regain a number of hit points 
equal to half your hit point maximum. In addition, you gain 
a number of temporary hit points equal to the Mythic Die 
or dice expended. Once you use this boon, you can’t use it 
again until you finish a short or long rest.
Flash Step
Prerequisites: A Dexterity score of 24 or higher
Cost: 1 Mythic Die
As a reaction when an enemy makes a melee attack against 
you, but before you know if the attack hits you or not, you 
can teleport a number of feet equal to half your walking 
speed to an unoccupied space that you can see. When you 
teleport away in this manner, the triggering attack misses 
you automatically and is wasted.  

Ground Slam
Prerequisites: A Strength score of 24 or higher
Saving Throw DC: 8 + your proficiency bonus + your 
Strength modifier
Cost: 1 Mythic Die
As an action, you smash your weapon into the ground. Each 
creature within 30 feet of you that can hear must make a 
Constitution saving throw, taking thunder damage equal 
twice your Strength score on a failed save, or half as much 
on a successful one. Large and smaller creatures that fail 
the saving throw are also knocked prone. 
 You add your expended Mythic Dice to the radius and the 
damage done.
Heroic Leap
Prerequisites: Proficiency with the Athletics skill, a 
Strength score of 22 or higher
Cost: 1 Mythic Die
Using a bonus action, you leap a number of feet up to your 
Strength score plus the expended Mythic Die in any direc-
tion. You don’t need a running start.
One Shot, Two Kills
Prerequisites: A Dexterity score of 24 or higher
Cost: 1 Mythic Die
Using a bonus action, you cause your ranged weapon at-
tacks to pierce through your target until the end of your 
turn. For the duration, when you hit a target with a ranged 
weapon attack and there is another target within range of 
your attack and directly behind the target, you can make 
an additional attack against that target. Your primary tar-
get takes damage as normal, and the secondary target takes 
damage equal to the expended Mythic Die with each hit.
Peroneal Strike
Prerequisites: Dexterity score of 24 or higher
Saving Throw DC: 8 + your proficiency bonus + your Dex-
terity modifier
Cost: 1 Mythic Die
When you hit a creature with a weapon attack, you can use 
your bonus action to land a peroneal strike. The target must 
succeed a Constitution saving throw or be stunned until the 
end of your next turn. If the target has less than 100 hit 
points, it fails the saving throw automatically. You add the 
expended Mythic Die to the damage done.
 Constructs, oozes, and undead automatically succeed on 
the saving throw.
Slice and Dice
Prerequisites: Dexterity score of 24 or higher
Cost: 1 Mythic Die
Using an action, you make a melee weapon attack against 
each target within range. You must use a weapon that has 
the finesse property. You add the expended Mythic Die to 
the damage done.
Well of Eternal Spring
Prerequisites: 20th level kensai or monk
Cost: 1 Mythic Die
Using an action, you regain all expended ki. Once you use 
this maneuver, you can’t use it again until you finish a long 
rest.
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2nd-Level Mythic Maneuvers
Distant Shot
Prerequisites: A Dexterity score of 24 or higher
Cost: 2 Mythic Dice
Using a bonus action, the next ranged weapon attack you 
make during your turn, can be fired at any target you can 
see, regardless of its range, and you don’t suffer disadvan-
tage on the shot. You add the expended Mythic Dice to the 
damage you deal. 
Dreadnought
Prerequisites: A Strength score of 26 or higher
Cost: 2 Mythic Dice
Using an action, your movement can’t be stopped by normal 
means until the end of your turn. You can move through the 
space of other creatures and through structures that aren’t 
made from an indestructible material.
 If you move through the space of a creature, the creature 
must make a Strength saving throw. On a failed save, the 
creature takes bludgeoning damage equal to your Strength 
score plus the expended Mythic Dice and lands prone. On 
a successful save, the creature takes half the damage and 
is pushed to an unoccupied space adjacent to its current 
space. A creature can only take this damage once on a turn.
 If you move through a structure, you deal 50 bludgeoning 
damage to it, break through it, and leave behind a hole in 
the structure equal to your size.

Far Dismissal
Prerequisites: A Strength score of 24 or higher
Saving Throw DC: 8 + your proficiency bonus + your 
Strength modifier
Cost: 2 Mythic Dice
When you hit a creature with a melee attack, you can use 
your reaction to attempt to grapple the creature before 
hurling it away. First, make a Strength (Athletics) check 
opposed by the creature’s Strength (Athletics) or Dexterity 
(Acrobatics) check. If you successfully grapple the target, it 
must make a Strength saving throw. On a failed save, your 
hurl the creature in a direction of your choosing. The dis-
tance the creature is hurled equals 5 x the expended Mythic 
Dice. The target takes fall damage for the distance thrown.
Flash Strike
Prerequisites: A Dexterity score of 26 or higher
Cost: 2 Mythic Dice
When a hostile creature ends its turn within a number of 
feet of you equal to your walking speed, you can use your re-
action to teleport a number of feet up to your walking speed 
to an unoccupied space adjacent to the creature. When tele-
porting in this manner, as part of the same reaction, you 
can choose to make a melee attack against the triggering 
creature after teleporting.
Invincibility
Cost: 1 Mythic Die
When you take damage from any source, you can reduce 
that damage to 0. Once you use this maneuver, you can’t use 
it again until you finish a short rest.
Legendary Recovery
Prerequisites: Epic Recovery
When you use your Epic Recovery, you can expend a total 
of two Mythic Dice to instead regain a number of hit points 
equal to your hit point maximum. 
Mighty Rage
Prerequisites: 20th level barbarian
Cost: 2 Mythic Dice
Using a bonus action while you rage, you gain a +4 bonus to 
your Strength score (up to a maximum of 34) until the end 
of your turn. In addition, the first melee weapon attack you 
make that uses Strength and hits a target on this turn, deals 
extra weapon damage equal to the expended Mythic Dice. 
Spontaneous Regeneration
Prerequisites: A Constitution score of 24 or higher
Cost: 2 Mythic Dice
Using a bonus action, your wounds begin to heal before 
your eyes. For 1 minute, you regain a number of hit points 
equal to the expended Mythic Dice at the start of each of 
your turns. If you take fire or radiant damage, your regen-
eration doesn’t function until the end of your next turn. If 
you take no fire or radiant damage while regenerating, any 
limbs you might have lost grow back after 1 minute.
3rd-Level Mythic Maneuvers
Change Shape
Cost: 3 Mythic Dice
You magically polymorph into a humanoid that has a chal-
lenge rating equal to or less than your own, or back into 
your true form. Any equipment you are wearing or carrying 
is absorbed or borne by the new form (your choice).
 In a new form, you retain all of your statistics and gain the 
features of the new form that you don’t have already (except 
class features, legendary actions, and lair actions).
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Change Size
Cost: 3 Mythic Dice
You magically change your size, choosing between Tiny, 
Small, Medium, Large, Huge, and Gargantuan (up to 40 ft. 
tall). Your statistics remain the same. Any equipment you 
are wearing or carrying transforms with you.
 While Tiny, your reach decreases by 5 feet. While Small, 
Medium, or Large your reach is as normal. While Huge, 
your reach increases by 5 feet, and while Gargantuan, your 
reach increases by 10 feet.  
Deadly Wounds
Prerequisites: 20th level rogue, a Dexterity score of 28 or 
higher
Skill Check DC: 8 + your proficiency bonus + your Dexter-
ity modifier
Cost: 3 Mythic Dice
Using a bonus action when you deal sneak attack damage 
with a melee weapon attack, you twist the blade to inflict a 
lingering wound upon your target. At the start of each of the 
target’s turns, it takes weapon damage equal to the expend-
ed Mythic Dice, until a creature uses an action to staunch 
the wound with a successful Wisdom (Medicine) check or 
until the target receives magical healing.
Fate Weaving
Prerequisites: 20th level bard or shogun, a Charisma score 
of 26 or higher
Cost: 3 Mythic Dice
When you or a creature within 60 feet of you is forced to 
make a saving throw, you can add one or more of the ex-
pended Mythic Dice to the roll. If the roll is successful, the 
creature that forced the saving throw takes psychic dam-
age equal to your Charisma score plus the Mythic Dice that 
weren’t added to the saving throw.
Gleam of Breaking
Prerequisites: 20th level cleric, a Wisdom score of 26 or 
higher
Cost: 3 Mythic Dice
Using an action, you target a creature that you can see 
within 60 feet. The target must make a Constitution saving 
throw. The save DC equals the total of the expended Mythic 
Dice. On a failed save, the target loses concentration and 
can’t concentrate on spells or other effects until the end of 
its next turn. If the target succeeds on its saving throw, it los-
es one charge of its Legendary Resistance trait if it possess-
es that trait, or takes radiant damage equal to the expended 
Mythic Dice if it doesn’t.
Legendary Smite
Prerequisites: 20th level paladin, a Strength or Charisma 
score of 26 or higher
Cost: 3 Mythic Dice
Using a bonus action, your weapon begins to gleam with 
divine energy. The next time you hit a creature with a melee 
weapon attack during this turn, the target takes additional 
radiant damage equal to the expended Mythic Dice, and the 
target must make a Charisma saving throw. On a failed save, 
the target loses one charge of its Legendary Resistance if it 
possesses that trait. If it doesn’t have the trait, or has no 
charges remaining, it takes twice the radiant damage.
Mighty Leap
Prerequisites: 20th level barbarian, a Strength score of 30
Saving Throw DC: 8 + your proficiency bonus + your 
Strength modifier
Cost: 3 Mythic Dice
You learn to lift of the ground in an awesome display of pow-

er. Using an action, you leap a number of miles up to half 
the Mythic Dice expended. Describe your leap by stating 
distance and direction, such as “11 miles to the north” or 
“5 miles straight up”.
 You can bring along objects as long as their weight doesn’t 
exceed what you can carry. You can also bring up to two 
creature of your size or smaller who is carrying gear up to 
its carrying capacity, or one creature up to one size larger 
than you. Any creatures you bring with you, must be grap-
pled by you when you make the leap. 
 While leaping, you travel at a speed of 1,000 feet each 
round (or 1 mile every 5 rounds). You can’t change trajec-
tory after taking off but you can drop objects and creatures 
you are holding. If you drop a creature, it can attempt to 
hang on to you by succeeding a Strength (Athletics) check 
against your opposed Strength (Athletics) or Dexterity (Ac-
robatics) check.
 If you hit a structure while leaping, you burst through it 
and deal 50 bludgeoning damage to the structure for each 
wall you pass through. If you hit a structure of an indestruc-
tible material, your leap is halted and you (and any crea-
tures you might be carrying) take fall damage for the dis-
tance traveled. 
 If you land in water, a 300-foot high and 50-foot thick cir-
cular wave extends from the point of impact and travels out-
wards in all directions. At the start of each of your turns af-
ter the wave appears, the wave, along with any creatures in 
it, moves 50 feet away from you. Any Huge or smaller crea-
ture inside the wave or whose space the wave enters when 
it moves must succeed on a Strength saving throw or take 
6d10 bludgeoning damage. A creature can take this dam-
age only once per round. At the end of the turn, the wave’s 
height is reduced by 50 feet, and the damage creatures take 
from the wave on subsequent rounds is reduced by 1d10. 
When the wave reaches 0 feet in height, the wave disperses.
 If you land on the ground, an intense tremor rips through 
the ground in a 100-foot-radius circle centered on you and 
shakes structures and creatures other than you and any 
creatures you carry in contact with the ground in that area.
 The ground in the area becomes difficult terrain. Each 
creature on the ground that is concentrating must make a 
Constitution saving throw. On a failed save, the creature’s 
concentration is broken.
 Each creature on the ground in the area must make a 
Dexterity saving throw. On a failed save, the creature is 
knocked prone.
 This maneuver can have additional effects depending on 
the terrain in the area, as determined by the DM.
 Fissures open throughout the affected area at the start 
of your next turn after you perform the maneuver. A total of 
1d6 such fissures open in locations chosen by the DM. Each 
is 1d10 x 10 feet deep, 10 feet wide, and extends from one 
edge of the affected area to the opposite side. A creature 
standing on a spot where a fissure opens must succeed on a 
Dexterity saving throw or fall in. A creature that successful-
ly saves moves with the fissure’s edge as it opens. A fissure 
that opens beneath a structure causes it to automatically 
collapse.
 The tremor deals 50 bludgeoning damage to any struc-
ture in contact with the ground in the affected area and at 
the start of each of your turns until effect ends. If a structure 
drops to 0 hit points, it collapses and potentially damages 
nearby creatures. A creature within half the distance of a 
structure’s height must make a Dexterity saving throw. On a 
failed save, the creature takes 5d6 bludgeoning damage, is 
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knocked prone, and is buried in the rubble, requiring a DC 
20 Strength (Athletics) check as an action to escape. The 
DM can adjust the DC higher or lower, depending on the na-
ture of the rubble. On a successful save, the creature takes 
half as much damage and doesn’t fall prone or become bur-
ied.
 The fissures and surrounding difficult terrain last for 1d4 
rounds.
 You and any creatures you might be carrying take no dam-
age from falling when landing on the ground or in a body of 
water after you leap in this manner.
Mythic Recovery
Prerequisites: Legendary Recovery
When you use your Epic Recovery, you can expend a total of 
three Mythic Dice to instead have your hit point maximum 
return to normal if it has been reduced regardless of how it 
was reduced. You then regain a number of hit points equal 
to your hit point maximum.
Mythic Wild Shape
Prerequisites: 20th level druid, a Wisdom score of 26 or 
higher
Cost: 3 Mythic Dice
Using an action, you transform into a type of creature that 
your Wild Shape allows. The maximum CR equals half the 
Mythic Dice expended. In addition, the creature you trans-
form into can be of any size. All other rules of your Wild 
Shape feature apply.
Mystic Assault
Prerequisites: 20th level kensai or monk, a Dexterity score 
of 26 or higher
Cost: 3 Mythic Dice 
Using a bonus action, your movement speed increases by a 
number of feet equal to the Mythic Dice expended. Until the 
end of your turn, you don’t provoke opportunity attacks and 
you can move through the spaces of other creatures, but 
you can’t end your turn in an occupied space. In addition, 
if you take the Attack action on this turn, you can make a 
melee attack against each creature you come within range 
of during this turn.
Oath of Slaying
Prerequisites: 20th level ranger or rogue, a Strength or 
Dexterity score of 26 or higher
Cost: 3 Mythic Dice
Using a bonus action, you swear to slay a creature that you 
can see. The oath lasts until the target dies or until seven 
days later. You can only have one such oath in place at a 
time. Roll the three Mythic Dice individually. The roll of the 
first Mythic Die grants you a bonus to all attack rolls against 
the target creature. The second Mythic Die grants you a bo-
nus to your weapon damage against the target creature. 
The third Mythic Die grants you a bonus to your AC against 
attacks from the target creature. Your target also gains no 
benefit from cover against your attacks except from full 
cover and you can’t suffer disadvantage with your attacks 
against the target.  
Projected Strike
Prerequisites: 20th level fighter, kensai, or ranger
Cost: 3 Mythic Dice
Using your action, you swiftly swing a melee weapon in a 
wide arc and a projected strike erupts from your weapon. 
Each creature in a 60-foot cone must make a Dexterity 
saving throw. A creature takes force damage equal to your 
weapon damage plus the expended Mythic Dice on a failed 
save or half as much on a successful one. 

Sunder Armor
Prerequisites: 20th level fighter, a Strength score of 28 or 
higher
Cost: 3 Mythic Dice
Using an action, you make a single weapon attack against 
a creature within range. If you hit the target, it takes addi-
tional weapon damage equal to the expended Mythic Dice, 
and has its AC reduced by an amount equal to the expended 
Mythic Dice divided by 3. The AC reduction lasts until the 
start of your next turn.
Swift Flash Step
Prerequisites: A Dexterity score of 24 or higher
Cost: 3 Mythic Dice
As a reaction when an enemy makes an attack against you, 
whether you are hit or not, you can teleport a number of feet 
equal to twice your walking speed to an unoccupied space 
that you can see. When you teleport away in this manner, 
the triggering attack misses you automatically and is wast-
ed. 
Whirling Devastation
Prerequisites: A Strength score of 26 or higher
Saving Throw DC: 8 + your proficiency bonus + your 
Strength modifier
Cost: 3 Mythic Dice
As an action, you begin to rotate swiftly, continuously 
swinging your weapon in a wide arc around yourself. While 
whirling around in this manner, you are incapacitated, 
your movement speed is halved, ranged weapon attacks 
are made against you with disadvantage, and the first time 
on a turn you move within reach of a creature or when a 
creature ends its turn within your reach, the creature must 
make a Dexterity saving throw. On a failed save, a target 
takes weapon damage equal to your Strength score plus the 
expended Mythic Dice. On a successful save, a target takes 
half the damage.
 You continue to whirl around for 3 rounds, until you end 
the effect (no action required), or until you drop uncon-
scious. 
Titanic Slam
Prerequisites: 20th level barbarian or monk
Saving Throw DC: 8 + your proficiency bonus + your 
Strength or Dexterity modifier
Cost: 3 Mythic Dice
Using your action you make a single powerful melee weap-
on attack or unarmed attack with advantage. On a hit, you 
deal additional damage with the attack equal to the expend-
ed Mythic Dice, and the target is hurled into the at air at 
an angle between 0 and 45 degrees. The target is moved 
backwards a number of feet depending on its size, as shown 
in the table below:
Size Distance
Tiny 1,000 feet
Small 500 feet
Medium 500 feet
Large 200 feet
Huge 100 feet
Gargantuan 50 feet

The target takes falling damage for the distance it was 
hurled and must succeed a Constitution saving throw or 
be stunned for 1 minute. The target can repeat the saving 
throw at the end of each of its turns, ending the effect on 
itself on a successful save.
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Mythic Spells

Bard Mythic Spells
1st Level 
Peripety (abjuration)
Purge Magic (abjuration)
Seyser’s Greatest Trick (enchantment)
Soul Scry (divination)
Spell Worm (enchantment)
2nd Level
All-See (divination)
Eidolon (enchantment)
Enslave (enchantment)
Eternal Freedom (abjuration)
3rd Level 
Genesis (transmutation)
Soul Dominion (enchantment)
Cleric Mythic Spells
1st Level
Delayed Healing Surge (evocation)
Peripety (abjuration)
Soul Scry (divination)
Vengeful Gaze (transmutation)
2nd Level
All-See (divination)
Eternal Freedom (abjuration)
Repulsion (abjuration)
Surge of Soothing (evocation)
3rd Level 
Boundless Radiance (evocation)
Contingent Resurrection (necromancy)
Genesis (transmutation)
Surge of Rejuvenation (evocation)

Druid Mythic Spells
1st Level 
Delayed Healing Surge (evocation)
Living Lightning (evocation)
Soul Scry (divination)
Verdigris Tsunami (conjuration)
2nd Level
All-See (divination)
Awaken Woods (transmutation)
Eternal Freedom (abjuration)
Raise Island (transmutation)
Repulsion (abjuration)
Surge of Soothing (evocation)
3rd Level 
Crown of Vermin (conjuration)
Genesis (transmutation)
Greater Reverse Gravity (transmutation)
Pestilence (necromancy)
Nova of Soothing (evocation)
Surge of Rejuvenation (evocation)
Sorcerer Mythic Spells
1st Level
Aegis (abjuration)
Conjure Dragon (conjuration)
Kinetic Control (abjuration)
Nail to the Sky (transmutation)
Purge Magic (abjuration)
Spell Spark (abjuration)
Spell Worm (enchantment)
2nd Level
Conjure Dragonflight (conjuration)
Eidolon (enchantment)
Eternal Freedom (abjuration)
Nova of Force (evocation)
3rd Level 
Genesis (transmutation)
Greater Reverse Gravity (transmutation)
Ruin (evocation)
Ultimate Wish (conjuration)

Warlock Mythic Spells
1st Level 
Circle of Incursion (conjuration) 
Odeon’s Quintessential Armor (abjura-
tion)
Purge Magic (abjuration)
Spell Worm (enchantment)
2nd Level
All-See (divination)
Antimagic Cage (abjuration)
Enslave (enchantment)
Nightmare Lord (transmutation)
3rd Level 
Genesis (transmutation)
Rift (evocation)
Ruin (evocation)
Soul Dominion (enchantment)
Wizard Mythic Spells
1st Level 
Aegis (abjuration)
Circle of Incursion (conjuration)
Conjure Dragon (conjuration)
Kinetic Control (abjuration)
Nail to the Sky (transmutation)
Purge Magic (abjuration)
Spell Spark (abjuration)
Tenser’s Floating Prison (abjuration)
Transport Area (conjuration)
2nd Level
All-See (divination)
Antimagic Cage (abjuration)
Conjure Dragonflight (conjuration)
Eidolon (enchantment)
Raise Island (transmutation)
Nova of Force (evocation)
3rd Level 
Genesis (transmutation)
Greater Reverse Gravity (transmutation)
Ruin (evocation)
Ultimate Wish (conjuration)
Wingrave’s Vindictive Vortex (evoca-
tion)

Mythic spells work much like mythic boons and are award-
ed in the same manner. 
 Spell Levels. Every mythic spell has a level from 1 to 3. A 
spell’s level is a general indicator of how powerful it is. For 
purposes of effects that are calculated based on spell levels 
(such as the counterspell spell), a 1st level mythic spell is 
equivalent of a 15th level spell, a 2nd level mythic spell is 
equivalent of a 17th level spell, and a 3rd level mythic spell 
is equivalent of a 19th level spell.
 Spells Known. When you’re eligible to learn a mythic 
spell, you can select it from your class’s Mythic Spell list. 
You must be at least 20th level in a class to select spells 
from its Mythic Spell list (and 30th character level). Once 
you have learned a spell, you know the spell and always 
have it fixed in your mind.

 You must learn four 1st level mythic spells before you can 
learn 2nd level mythic spells. In a similar fashion, you must 
learn at least four 2nd level mythic spells, before you can 
learn a 3rd level mythic spell.
 Spell Slots. When you learn a mythic spell you also gain a 
spell slot equal to the spells level. For example, if you learn 
the 2nd level mythic spell antimagic cage, you would also 
gain a 2nd level mythic spell slot. 
 When you cast a mythic spell, you expend a mythic slot 
of that spell’s level or higher, effectively “filling” a slot with 
the spell. Just as with regular spells, you can always cast 
a lower level mythic spell using a higher level mythic spell 
slot. You can’t, however, cast regular spells using your myth-
ic spell slots; they can only be used to cast mythic spells.
 Finishing a long rest restores any expended mythic spell 
slots.

Mythic Spell Lists
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Mythic Spell Descriptions
Aegis
1st-level mythic abjuration
Casting Time: 1 reaction, which you take when you are hit 
by an attack or targeted by a spell that deals force damage
Range: Self
Components: V, S
Duration: 1 round
An invisible barrier of magical force appears and protects 
you. Until the start of your next turn, you have a +10 bonus 
to AC, including against the triggering attack, and you are 
immune to force damage.
All-See
2nd-level mythic divination
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 48 hours
Describe or name a creature, object, or location as your 
target. You attempt to find your target, magically scanning 
through hundreds or even thousands of mental images. The 
time it takes you to locate your target depends on your fa-
miliarity with the target and the distance to it, as shown in 
the table below.
Familiarity 1 mile 10 miles 100 

miles
1000 
miles

> 1000 
miles

Very 
familiar Instantly 1 minute 10 

minutes 1 hour 4 hours

Familiar 1 minute 10 
minutes 1 hour 4 hours 8 hours

Seen 
casually

10 
minutes 1 hour 4 hours 8 hours 12 hours

Seen once 1 hour 4 hours 8 hours 12 hours 24 hours
Description 4 hours 8 hours 12 hours 24 hours 48 hours

 Once you have located your target, you sense the distance 
and most direct route to it. If the target is moving, you know 
the direction of its movement.
 If the target is on a different plane of existence than you, 
you spend the entire duration searching for the target but 
don’t learn anything in the end.
 When the spell ends, you stop perceiving in this manner.
 Familiarity. “Very familiar” is a creature or object you 
have had daily contact with for a long time, such as a sibling 
or your favorite weapon, or a location you have frequented 
daily such as an old home or a school you attended.
 “Familiar” is a creature or object you know very well, such 
as an uncle or a parent’s favorite hat, or a location you have 
frequented regularly, such as a lake near your childhood 
home.
 “Seen casually” is a creature, object, or location you have 
seen more than once. 
 “Seen once” is a creature, object, or location you have 
seen once, possibly by using magic.
 “Description” is a creature, object, or location you know 
through someone else’s description, perhaps from a draw-
ing, a text, or a map. If such a target is more than 1,000 
miles away from you, you sense the distance and most di-
rect route for but a second before the spell ends.

Antimagic Cage
2nd-level mythic abjuration
Casting Time: 1 action
Range: 100 feet
Components: V, S, M (a pinch of powdered iron and ruby 
dust worth 10,000 gp which the spell consumes) 
Duration: 1 hour
An immobile, invisible, cube-shaped prison composed of 
magical force springs into existence around an area you 
choose within range. The prison is a solid box.
 The prison can be up to 10 feet on a side, creating a sol-
id barrier that prevents any matter from passing through it 
and blocking any spells cast into or out of the area.
  When you cast the spell, any creature that is completely 
inside the cage’s area is trapped. Creatures only partially 
within the area, or those too large to fit inside the area, are 
pushed away from the center of the area until they are com-
pletely outside the area.
  The inside of the prison is divorced from the magical en-
ergy that suffuses the multiverse. Within the prison, spells 
can’t be cast, summoned creatures disappear, and even 
magic items become mundane.
 Spells and other magical effects, except those created by 
an artifact or a deity, are suppressed in the prison and can’t 
protrude into it. A slot expended to cast a suppressed spell 
is consumed. While an effect is suppressed, it doesn’t func-
tion, but the time it spends suppressed counts against its 
duration.
 Targeted Effects. Spells and other magical effects, such 
as magic missile and charm person, that target a creature 
or an object in the prison have no effect on that target.
 Areas of Magic. The area of another spell or magical ef-
fect, such as fireball, can’t extend into the prison. If the pris-
on overlaps an area of magic, the part of the area that is cov-
ered by the prison is suppressed. For example, the flames 
created by a wall of fire are suppressed within the prison, 
creating a gap in the wall if the overlap is large enough.
 Spells. Any active spell or other magical effect on a crea-
ture or an object in the prison is suppressed while the crea-
ture or object is in it.
 Magic Items. The properties and powers of magic items 
are suppressed in the prison. For example, a +1 long sword 
in the prison functions as a nonmagical long sword.
 Magical Travel. Teleportation and planar travel fail to 
work in the prison, whether the prison is the destination 
or the departure point for such magical travel. A portal to 
another location, world, or plane of existence, as well as an 
opening to an extradimensional space such as that created 
by the rope trick, temporarily closes while in the prison.
 Creatures and Objects. A creature or object summoned 
or created by magic temporarily winks out of existence in 
the prison. Such a creature instantly reappears once the 
space the creature occupied is no longer within the prison.
 If a captured creature tries to leave the cage by using 
teleportation or interplanar travel from an effect that isn’t 
a spell, it must first make a Charisma saving throw. On a 
success, the creature can use that effect to exit the cage. 
On a failure, the creature can’t exit the cage and remains 
imprisoned. The cage also extends into the Ethereal Plane, 
blocking ethereal travel.
 Spell and magical effects such as dispel magic and purge 
magic have no effect on the prison, and an antimagic field 
doesn’t suppress it.
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Awaken Woods
2nd-level mythic transmutation
Casting Time: 8 hours
Range: Touch
Components: V, S, M (an agate worth at least 20,000 gp, 
which the spell consumes)
Duration: Instantaneous
After spending the casting time tracing magical pathways 
within a precious gem stone, you plant it into the ground. 
Plants in a 100-foot radius centered on you with no Intel-
ligence score or an Intelligence of 3 or less, gain an Intelli-
gence of 10. All plants awakened in this manner also gain 
the ability to speak one language you know and gain the 
ability to move their limbs, roots, vines, creepers, and so 
forth. Lastly, awakened plants gain senses similar to a hu-
man’s. 
 Plants that have been awakened in this manner can’t trav-
el further than 1 mile from the space in which it was awak-
ened. If it does, it immediately returns to the state it was in 
before it was awakened.
 Your DM chooses statistics appropriate for all awakened 
plants, such as the statistics for awakened shrubs or awak-
ened trees.
 An awakened plant is charmed by you for 30 days or until 
you or your companions do anything harmful to it. When 
the charmed condition ends, the awakened plant chooses 
whether to remain friendly to you, based on how you treated 
it while it was charmed.
 At Higher Levels. When you cast this spell using a mythic 
spell slot of 3rd level, the spell affects plants within 1 mile.
Boundless Radiance
3rd-level mythic evocation
Casting Time: 1 action
Range: Self
Components: V, S, M (A reliquary worth at least 50,000 gp 
containing a sacred relic of legend)
Duration: Concentration, up to 1 minute
Divine radiance surrounds you, creating bright light in a 30-
foot radius around you and dim light for an additional 30 
feet. This light is sunlight. A fiend or undead that starts its 
turn in this light must succeed a Constitution saving throw 
or take 100 radiant damage and become blinded until the 
start of its next turn. In addition, you can’t be reduced below 
1 hit point for the duration.
 When the spell ends, the light washes outwards from you, 
illuminating a 1-mile radius area for a split second. A fiend 
or undead in the illuminated area must make the saving 
throw.
Circle of Incursion
1st-level mythic conjuration
Casting Time: 24 hours
Range: 60 feet
Components: V, S, M (rare chalks and inks infused with 
precious gems worth 5,000 gp, which the spell consumes)
Duration: 7 days
As you cast the spell, you draw a 60-foot-diameter circle on 
the ground inscribed with sigils that link your location to a 
location you know on any plane of existence. A shimmering 
portal opens within the circle you drew and remains open 
for 7 days. For the duration, an identical circle appears at 
your chosen destination. Any creature that enters either cir-
cle instantly appears within 5 feet of the other circle or in 
the nearest unoccupied space if that space is occupied. 
 While they exist, both circles count as permanent telepor-

tation circles, and allow incoming teleportation if a caster 
knows their sigil sequences.
Conjure Dragon
1st-level mythic conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (dragon scales worth at least 5,000 
gp which the spell consumes)
Duration: Concentration, up to 1 minute
You summon an adult chromatic or metallic dragon, which 
appears in an unoccupied space that you can see within 
range. The dragon disappears when it drops to 0 hit points 
or when the spell ends.
 The dragon is friendly to you and your companions for the 
duration. Roll initiative for the dragon, which has its own 
turns. It obeys any verbal commands that you issue to it (no 
action required by you). If you don’t issue any commands 
to the dragon, it defends itself from hostile creatures but 
otherwise takes no actions. 
 The dragon’s color is identical to the scales you provid-
ed as a material component for this spell. The DM has the 
dragon’s statistics.
Conjure Dragonflight
2nd-level mythic conjuration
Casting Time: 1 minute
Range: 300 feet
Components: V, S, M (dragon scales worth at least 50,000 
gp which the spell consumes and a brazier or container 
filled with a material dependent on the color of the dragon 
scales)
Duration: Concentration, up to 1 minute
You summon ten adult chromatic or metallic dragons, which 
appear in unoccupied spaces that you can see within range. 
The dragons disappear when they drops to 0 hit points or 
when the spell ends.
 The dragons are friendly to you and your companions for 
the duration. Roll initiative for the dragons, which have their 
own turns. They obey any verbal commands that you issue 
to them (no action required by you), but they can’t be given 
individual commands. If you don’t issue any commands to 
the dragons, they defend themselves and each other from 
hostile creatures but otherwise take no actions. 
 The additional materials needed are as follows:
Scale Color Additional Material

Black 1 gallon of acid

Blue 10 metal rods

Brass 5 lbs. of coal and a fire

Bronze 10 metal rods

Copper 1 gallon of acid

Gold 5 lbs. of coal and a fire

Green 1 gallon of poison harvested from plants

Red 5 lbs. of coal and a fire

Silver 5 lbs. of snow or ice

White 5 lbs. of snow or ice

 The color of the dragons is identical to the scales you pro-
vided as a material component for this spell. The DM has 
the statistics for the dragons.
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Contingent Resurrection
3rd-level mythic necromancy
Casting Time: 1 hour
Range: Touch
Components: V, S, M (diamonds worth at least 20,000 gp, 
which the spell consumes)
Duration: 24 hours
You touch a willing creature for the duration of the casting. 
For the duration of the spell, if the creature dies, it returns 
to life at the start of its next turn with all its hit points. If the 
soul isn’t free or willing, it is forcefully freed from whatever 
magic or prison is holding it back.
 This spell neutralizes any poisons and cures curses and 
diseases afflicting the creature when it died. 
 This spell also closes all mortal wounds and restores any 
missing body parts when it restored a creature to life.
 Coming back from the dead is an ordeal. The target takes 
a −4 penalty to all attack rolls, saving throws, and ability 
checks. Every time the target finishes a long rest, the penal-
ty is reduced by 1 until it disappears.
Crown of Vermin
3rd-level mythic conjuration
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 1 minute
Ten thousand insects appear from thin air and cover you 
as a second layer of skin, granting you 100 temporary hit 
points. Whenever you lose 1 temporary hit point, 100 of 
these insects die and disappear with a faint popping noise. 
While you have more than 50 temporary hit points remain-
ing, you have total cover against attacks and effects.
 If a creature hits you with a melee attack while you have 
temporary hit points remaining, the insects bite the attacker 
before dying, causing the attacker to take magical piercing 
damage equal to the number of temporary hit points you 
lost from the attack.

Delayed Healing Surge
1st-level mythic evocation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: 1 hour
You touch a willing creature, sending a surge of magical 
healing through its body that lies dormant. The healing 
surge is a pool of 100 hit points. For the duration, when 
the target takes damage it instantly regains a number of hit 
points equal to the damage taken but to a maximum of the 
remaining pool. When there are no more hit points in the 
pool, the spell ends. 
 Each time the target is healed by the pool, the spell also 
ends blindness, deafness, and any diseases affecting the tar-
get. 
 This spell has no effect on constructs or Undead.
 At Higher Levels. When you cast this spell using a mythic 
spell slot of 2nd level or higher, the pool of stored healing 
increases by 50 for each mythic spell slot above 1st. 
Eidolon
2nd-level mythic enchantment
Casting Time: 1 hour
Range: Touch
Components: V, S, M (a strand of hair, a nail, or some other 
physical token from your body)
Duration: 8 hours
You create an exact duplicate of yourself. For the duration, 
you and your duplicate can communicate telepathically with 
each other, and the duplicate obeys your telepathic com-
mands.  The duplicate has all of the same abilities, spells, 
and class features as you do. 
 For the duration of the spell, both you and the duplicate 
have disadvantage on ability checks, attack rolls, and saving 
throws, and the spell save DC for both of you is reduced by 
5. 
 The duplicate disappears when it drops to 0 hit points 
or when the spell ends. If you die while your duplicate yet 
lives, your consciousness is magically transferred to the du-
plicate, making its body your new body, after which the spell 
ends.
Enslave
2nd-level mythic enchantment
Casting Time: 1 action
Range: Touch
Components: V, S, M (an object the target remembers 
fondly from its childhood)
Duration: Instantaneous
You touch a creature that you can see. The target must suc-
ceed on a Wisdom saving throw or be magically charmed 
by you until you die or until you are on a different plane of 
existence from the target. The charmed target is under your 
control and can’t take reactions, and the you and the target 
can communicate telepathically with each other over any 
distance.
 Whenever the charmed target takes damage, the target 
can repeat the saving throw. On a success, the effect ends. 
No more than once every 24 hours, the target can also re-
peat the saving throw when it is at least 1 mile away from 
you.
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Eternal Freedom
2nd-level mythic abjuration
Casting Time: 1 action
Range: Self
Components: V, S, M (a broken chain link made of adaman-
tine and a bird feather)
Duration: Up to 24 hours
For the duration, your movement is unaffected by difficult 
terrain, and spells and other magical effects can neither re-
duce your speed nor cause you to be paralyzed or restrained.
 You can also spend 5 feet of movement to automatically 
escape from nonmagical restraints, such as manacles or a 
creature that has you grappled. Finally, being underwater 
imposes no penalties on your movement or attacks and you 
gain a flying speed equal to your walking speed
 The spell ends when you finish a long rest.
Genesis
3rd-level mythic transmutation
Casting Time: Special
Range: Special
Components: V, S
Duration: Special
You attempt to create your own plane within the Astral 
Plane. In order to create your plane, you must cast this spell 
each day for a year. If you miss a single day, you must start 
over. When you are finished, your plane is created.
 Your plane is of a size as you define, from a 1-mile radius 
area to an infinite space. You can name it however you like 
and can shape it in any way you want, though it must befit 
your alignment to which the plane becomes bound. 
 Once per day, while on your plane, you can cast this spell 
to try and shape an additional layer on your plane. In order 
to do so, you must cast this spell each day for 6 months. The 
second layer can be different from the first, and you decide 
how transportation is possible from one layer to another.
 Once your plane is willed into existence, you can always 
teleport to it using an action, or teleport back to the location 
you left, also by using an action.
 If you die, unless your body was destroyed, you reform 
within your plane 1 year after your death. 
 Your plane might eventually attract other inhabitants such 
as celestials, fiends, or even more exotic creatures, at your 
DM’s discretion.
Greater Reverse Gravity
3rd-level mythic transmutation
Casting Time: 1 action
Range: Special
Components: V, S
Duration: 1 hour
This spell reverses gravity in a 1-mile-radius, 1-mile high 
cylinder centered on you. All creatures and objects that ar-
en’t somehow anchored to the ground in the area fall up-
ward and reach the top of the area when you cast this spell. 
A creature can make a Dexterity saving throw to grab onto 
a fixed object it can reach, thus avoiding the fall.
 If some solid object (such as a ceiling) is encountered in 
this fall, falling objects and creatures strike it just as they 
would during a normal downward fall. If an object or crea-
ture reaches the top of the area without striking anything, it 
remains there, oscillating slightly, for the duration.
 At the end of the duration, affected objects and creatures 
fall back down.

Kinetic Control
1st-level mythic abjuration
Casting Time: 1 action
Range: Self
Components: V, S, M (a dry sponge)
Duration: Concentration, up to 1 minute
You create a magical barrier around yourself that absorbs 
kinetic energy. The barrier can absorb up to 100 points of 
damage, storing it within you for later use. The damage it 
absorbs can only be bludgeoning, force, piercing, or slash-
ing damage. The spell ends early if it absorbs the maximum 
amount of damage it can.
 Benign Discharge. For the duration of the spell, you 
can use an action to discharge the kinetic energy you have 
stored within you, targeting a creature or object within 5 
feet of you. The target takes force damage equal to the dam-
age your kinetic barrier has absorbed. The spell then ends.
 Malign Discharge. If the spell ends before you discharge 
the stored kinetic energy, you take force damage equal to 
the damage your kinetic barrier has absorbed and become 
stunned until the end of your next turn.
 At Higher Levels. When you cast this spell using a mythic 
spell slot of 2nd level or higher, the spell can absorb an addi-
tional 50 points of damage for each mythic spell slot above 
1st. 
Living Lightning
1st-level mythic evocation
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a small silver rod)
Duration: Concentration, up to 1 minute
You create a bolt of lightning that arcs toward a target of 
your choice that you can see within range. The target must 
make a Dexterity saving throw. The target takes 10d8 light-
ning damage on a failed save, or half as much damage on a 
successful one. As the lightning crackles around the target, 
the lightning forms into a living entity; a reflection of your 
will in the form of pure electrical energy.
 Statistics. The living lightning has the statistics of an air 
elemental but none of its actions. It also can’t move. The liv-
ing lightning is friendly to you and your companions for the 
duration. Roll initiative for the living lightning, which has its 
own turns. It doesn’t obey your commands but is anchored 
to your emotions. 
 A creature that starts its turn in the living lightning’s space 
takes 10d8 lightning damage. A creature that hits the living 
lightning with a melee weapon attack while within 5 feet of 
it, takes 5d8 lightning damage.
 Lightning Spawn. The living lightning can use its action 
only to cast the living lightning mythic spell, potentially cre-
ating more of its kind. The save DC of this casting of living 
lightning is the same as if you would cast it yourself.
 At Higher Levels. When you cast this spell using a myth-
ic spell slot of 2nd level, all lightning damage increases to 
d10s, and when you cast this spell using a mythic spell slot 
of 3rd level, all lightning damage increases to d12s.
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Nail to the Sky
1st-level mythic transmutation
Casting Time: 1 action
Range: 30 feet
Components: S
Duration: Instantaneous
You target a Huge or smaller creature within range, flick-
ing your finger upwards. The target must make a Dexterity 
saving throw to grab onto a fixed object it can reach, or be 
hurled straight upwards into orbit. While in orbit, a crea-
ture begins to suffocate and can’t move unless it has a flying 
speed.
 If this spell is cast on a plane that doesn’t have an orbit, 
the target is instead hurled 5 miles straight upwards. If 
some solid object (such as a ceiling) is encountered while 
the creature is flung upwards, the target takes falling dam-
age equal to the length it was hurled. It then falls back down 
unless it has means to stay aloft.
Nightmare Lord
2nd-level mythic conjuration
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Up to 1 minute
You contact a creature of pure nightmare, allowing it to 
use you as a means to enter the world. You disappear and 
a dream larva appears in your space. Roll initiative for the 
dream larva, which has its own turns. The dream larva is 
not friendly to your allies and acts in accordance with its 
own will. More often than not, dream larvae simply seek to 
spread as much malice as they can.
 For the duration of the spell, you are incapacitated and at 
the start of each of your turns, you take 4d8 psychic damage 
as you float aimlessly in the dream larva’s aberrant home 
world, witnessing cruel nightmares not meant for mortal 
eyes.
 If the dream larva is reduced to 0 hit points, it disappears 
back to whence it came and you reappear prone in its space. 
The spell then ends.
Odeon's Quintessential Armor
1st-level mythic abjuration
Casting Time: 1 action
Range: Self
Components: S, M (a fresh piece of brain from an intellect 
devourer which the spell consumes)
Duration: 1 minute
You squint your eyes as psychic energies envelop you. You 
gain 50 temporary hit points for the duration. If a creature 
hits you with a melee attack while you have these hit points, 
the creature must make a Wisdom saving throw. On a failed 
save, the attacker takes 50 psychic damage and becomes 
unable to breathe until it receives magical healing. On a suc-
cessful save, the attacker takes half the damage and doesn’t 
become unable to breathe.
 At Higher Levels. When you cast this spell using a myth-
ic spell slot of 2nd level or higher,  both the temporary hit 
points and the psychic damage increase by 50 for each 
mythic spell slot above 1st. 

Dream Larva
Large aberration (abomination), unaligned

Armor Class 23 (natural armor)
Hit Points 435 (30d10 + 270)
Speed 60 ft., fly 120 ft. (hover)

STR DEX CON INT WIS CHA
25 (+7) 14 (+2) 28 (+9) 13 (+1) 21 (+5) 25 (+7)

Saving Throws Int +9, Wis +13, Cha +15
Skills Athletics +15, Perception +13, Stealth +10 
Damage Resistances bludgeoning, piercing, and slashing from 
 nonmagical attacks 
Damage Immunities cold, fire, psychic
Condition Immunities charmed, exhaustion, frightened, paralyzed, 
 petrified, poisoned
Senses truesight 120 ft., passive Perception 23
Languages telepathy 120 feet
Challenge 26 (90,000 XP)

Immutable Form. The larva is immune to any spell or effect that 
would alter its form.
Innate Spellcasting. The larva’s innate spellcasting ability is Charis-
ma (spell save DC 23, +15 to hit with spell attacks). It can innately 
cast the following spells, requiring no components:
 At will: haste, prismatic spray, weird
Magic Weapons. The larva’s weapon attacks are magical.
Magic Resistance. The larva has advantage on saving throws against 
spells and other magical effects.
Nightmare Form. The larva’s true form is an intangible mass of 
worms and nightmare, but the larva is perceived in the form of 
whatever a creature finds most fearsome or horrible in the world. 
A creature that starts its turn within 30 feet of the larva and can 
see the larva must make a DC 23 Wisdom saving throw. On a failed 
save, the creature is frightened for 1 minute. At the end of each 
of the frightened creature’s turns, it must succeed on a Wisdom 
saving throw or take 4d10 psychic damage. On a successful save, 
the creature is no longer frightened and is immune to the larva’s 
Nightmare Form for the next 24 hours.
Tongue of Darkness. The larva can’t speak, but any creature that 
can understand a language can understand the larva’s telepathy. In 
addition, the larva understands all spoken languages. 

Actions
Multiattack. The larva makes one bite attack and four claw attacks. 
Alternatively, it makes two attacks with its Nightmare Blast.
Bite. Melee Weapon Attack: +15 to hit, reach 5 ft., one creature. Hit: 
29 (4d10 + 7) piercing damage. If the target is a creature, it must 
make a DC 23 Wisdom saving throw, or fall into a catatonic state for 
1 minute where it is assaulted by mind-wrecking nightmares. While 
in this catatonic state, a creature is unconscious and takes 18 (4d8) 
psychic damage at the start of each of its turns. The creature wakes 
up only if another creature takes an action to shake it awake. 
Claw. Melee Weapon Attack: +15 to hit, reach 5 ft., one target. Hit: 
25 (4d8 + 7) piercing damage plus 18 (4d8) psychic damage. 
Nightmare Blast. Ranged Spell Attack: +15 to hit, range 120 ft., one 
creature. Hit: 33 (4d12 + 7) psychic damage and the target must 
make a DC 23 Wisdom saving throw, or fall into a catatonic state for 
1 minute where it is assaulted by mind-wrecking nightmares. While 
in this catatonic state, a creature is unconscious and takes 18 (4d8) 
psychic damage at the start of each of its turns. The creature wakes 
up only if another creature takes an action to shake it awake.
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Nova of Force
2nd-level mythic evocation
Casting Time: 1 action
Range: Special
Components: V, S
Duration: Instantaneous
A massive nova of force bursts outwards from you and 
through all creatures, objects, structures within 1 mile. The 
nova can move around a creation of magical force, such 
as the wall created by the wall of force spell, but it can’t 
move through it. A creature within range takes 1d10 force 
damage. If a creature is Large or smaller, it is also knocked 
prone.
Nova of Soothing
3rd-level mythic evocation
Casting Time: 1 action
Range: Special
Components: V, S
Duration: Instantaneous
A massive nova of positive energy washes outwards from 
you and through all creatures within 1 mile. An affected 
creature regains hit points equal to half its hit point maxi-
mum. The spell also ends blindness, deafness, one level of 
exhaustion, and any diseases affecting the target. This spell 
has no effect on constructs or undead.
Peripety
1st-level mythic abjuration
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: 1 minute
You create a field of abjuration magic around the target. 
For the duration, when the target is hit by a ranged attack, 
the attack instead misses the target and is instead reflected 
back at the attacker unless the attacker is a deity. 
 Once three attacks have been forced to miss in this man-
ner, the spell ends.

 At Higher Levels. When you cast this spell using a mythic 
spell slot of 2nd level or higher, the spell can force two addi-
tional attacks to miss for each mythic spell slot above 1st. 
Pestilence
3rd-level mythic necromancy
Casting Time: 1 minute
Range: 1 mile
Components: V, S
Duration: Instantaneous
A wave of illness washes through the air inside a 1,000-foot 
cube within range. Each creature within the area must make 
a Constitution saving throw against disease or be infected 
with slimy doom for 30 days. The disease is not contagious.
 Since this spell induces a natural disease in its target, any 
effect that removes a disease or otherwise ameliorates a 
disease’s effects apply to it.
 A creature infected with slimy doom begins to bleed un-
controllably. The creature has disadvantage on Constitution 
checks and Constitution saving throws. In addition, when-
ever the creature takes damage, it is stunned until the end 
of its next turn.
 The area in which the disease was released begins to reek 
of rot and decay, and nonmagical plants in the area wither 
and die over the next 24 hours.
Purge Magic
1st-level mythic abjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous
You create a 15-foot-radius sphere centered on a point you 
choose within range. All spells of 1st mythic level or lower 
within the area immediately end. 
 At Higher Levels. When you cast this spell using a mythic 
spell slot of 2nd level, it also ends mythic spells of 2nd level, 
and when you cast this spell using a mythic spell slot of 3rd 
level, it also ends mythic spells of 3rd level or lower.
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Raise Island
2nd-level mythic transmutation
Casting Time: 1 hour
Range: Touch
Components: V, S
Duration: Instantaneous
While touching a body of water, you cause an island raise 
out of the water beneath your hand. The island can be san-
dy or rocky, as determined by the DM, but it is a barren pro-
trusion that is stable and remains in place permanently. The 
island’s size is 10 x 1d20 feet north to south and 10 x 1d20 
east to west.
 This spell can form an isthmus between two landmasses 
by continually raising new islands in connection with each 
other, in which case they will form to connect naturally.
 An island created in this manner can sink back into the 
sea if targeted by an earthquake spell or similar effect, at the 
DM’s discretion.
Repulsion
2nd-level mythic abjuration
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 1 hour
Choose a type of creature when you cast this spell other 
than your own type. For example, you could choose fey, gi-
ants, or undead. A shimmering barrier extends out from you 
in a 10- foot radius and moves with you, remaining centered 
on you and hedging out creatures of the type you chose. The 
barrier lasts for the duration.
 The barrier prevents an affected creature from passing or 
reaching through. An affected creature also can’t cast spells 
or make attacks with ranged or reach weapons through the 
barrier.
 If you move so that an affected creature is forced to pass 
through the barrier, the spell ends.
 Deities are unaffected by the spell.
Rift
3rd-level mythic evocation
Casting Time: 1 hour
Range: Sight
Components: V, S, M (a hoard of black gemstones worth at 
least 50,000 gp which the spell consumes)
Duration: 1 minute
You magically force open a rift in reality, creating a gateway 
from the Far Realm. The rift is a 100-foot radius sphere of 
magical darkness. From the rift appear multiple, massive 
tentacles. Anything in the sphere’s space is pulled into the 
Far Realm. 
 Each creature within 1 mile of the rift that isn’t in total 
cover must succeed a Strength saving throw or be magical-
ly moved 50 feet closer to it. Creatures within 100 feet of 
the rift have disadvantage on the saving throw. All objects 
within 1 mile of the rift that aren’t being worn or carried, 
regardless of their size, are sucked into the Far Realm. 
 A creature or object that is pulled into the Far Realm can 
only be brought back with a wish spell.
 The casting of the spell is visible as far as 5 miles away. 

Ruin
3rd-level mythic evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (an amethyst, a diamond, an emerald,  
a ruby, a sapphire, and a topaz, each worth at least 1,500 gp 
which the spell consumes)
Duration: Instantaneous
You target a creature within range, causing it’s body to tear 
itself apart at a molecular level. The target must make a 
Strength, Dexterity, Constitution, Intelligence, Wisdom, 
and Charisma saving throw. For each failed save, the target 
takes 20d10 force damage. If this damage reduces a crea-
ture to below 100 hit points, it is annihilated and can only 
be resurrected with a true resurrection or wish spell. 
 Constructs and oozes have disadvantage on all saving 
throws. 
Seyser's Greatest Trick
1st-level mythic enchantment
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 1 hour
Each creature within 120 feet of you that can see you must  
make a Wisdom saving throw. On a failed save, for the du-
ration of the spell a creature forgets that you exist and you 
become invisible to it. The effect ends for a creature, if you 
target it with an attack or a spell, or if you deal damage to it.
 At Higher Levels. When you cast this spell using a mythic 
spell slot of 2nd level, the duration increases to Concentra-
tion, up to 8 hours. When you cast this spell using a mythic 
spell slot of 3rd level, the duration increases to Concentra-
tion, up to 24 hours.
Soul Dominion
3rd-level mythic enchantment
Casting Time: 1 action
Range: Special
Components: V, S
Duration: Concentration, up to 1 hour
Choose a creature known to you as the target of this spell. 
The target must be on the same plane of existence as you 
and it can’t have a CR or level higher than yours. You at-
tempt to magically beguile the creature. It must succeed 
on a Wisdom saving throw or be charmed by you for the 
duration. 
 While the creature is charmed, you have a telepathic link 
with it as long as the two of you are on the same plane of 
existence. You can use this telepathic link to issue com-
mands to the creature while you are conscious (no action 
required), which it does its best to obey. You can specify a 
simple and general course of action, such as “Attack that 
creature,” “Run over there,” or “Fetch that object.” If the 
creature completes the order and doesn’t receive further di-
rection from you, it defends and preserves itself to the best 
of its ability. 
 You can use your action to take total and precise control 
of the target. Until the end of your next turn, the creature 
takes only the actions you choose, and doesn’t do anything 
that you don’t allow it to do.  During this time, you can also 
cause the creature to use a reaction, but this requires you to 
use your own reaction as well. 
 Each time the target takes damage, it can make a new 
Wisdom saving throw against the spell. If the saving throw 
succeeds, the spell ends. 
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Soul Scry
1st-level mythic divination
Casting Time: 1 action
Range: Special
Components: V, S, M (A focus worth at least 10,000 gp, 
such as a crystal ball, a silver mirror, or a font filled with 
holy water)
Duration: Concentration, up to 1 hour
Choose a creature known to you as the target of this spell. 
The target must be on the same plane of existence as you 
and it can’t have a CR or level higher than yours. The tar-
get must make a Wisdom saving throw. On a failed save, 
you can use your action to see through the target’s eyes and 
hear what it hears, and continue to do so until you use your 
action to return to your normal senses.
 While perceiving through the target’s senses, you gain 
the benefits of any special senses possessed by the target, 
though you are blinded and deafened to your own surround-
ings.
Spell Spark
1st-level mythic abjuration
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 1 hour
You create an invisible spark that takes hold within you. For 
the duration, the next time you become the target of a 9th 
level spell or lower, the spell has no effect on you as it is ab-
sorbed by the spark within you. This spell then ends.
 At Higher Levels. When you cast this spell using a mythic 
spell slot of 2nd level, it also absorbs the effects of mythic 
spells of 1st level, and when you cast this spell using a myth-
ic spell slot of 3rd level, it also absorbs mythic spells of 2nd 
level or lower.
Spell Worm
1st-level mythic enchantment
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute
You target a creature within range. The target must succeed 
a Wisdom saving throw. On a failed save, the target is infect-
ed by a spell worm; an intangible, mental construct within 
its mind. While affected, the target loses its highest level 
spell slot at the start of each of its turns, unless it spends 
uses its action mentally combating the worm and thus end-
ing the spell.
Surge of Rejuvenation
3rd-level mythic evocation
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: Instantaneous
Choose a creature that you can see within range. A mas-
sive surge of positive energy washes through the creature, 
causing it to return to its hit point maximum. The spell also 
ends blindness, deafness, all exhaustion, and any diseases 
or poisons affecting the target. This spell has no effect on 
constructs or undead.
Surge of Soothing
2nd-level mythic evocation
Casting Time: 1 action
Range: 60 feet

Components: V, S
Duration: Instantaneous
Choose a creature that you can see within range. A mas-
sive surge of positive energy washes through the creature, 
causing it to regain hit points equal to half its hit point max-
imum. The spell also ends blindness, deafness, one level of 
exhaustion, and any diseases affecting the target. This spell 
has no effect on constructs or undead.
Tenser's Floating Prison
1st-level mythic abjuration
Casting Time: 1 action
Range: 20 feet
Components: V, S, M (a drop of mercury and ruby dust 
worth 5,000 gp which the spell consumes) 
Duration: 1 hour
An invisible, cube-shaped prison composed of magical force 
springs into existence around an area you choose within 
range.
 The prison can be up to 10 feet on a side, creating a sol-
id barrier that prevents any matter from passing through it 
and blocking any spells cast into or out of the area.
  When you cast the spell, any creature that is completely 
inside the cage’s area is trapped. Creatures only partially 
within the area, or those too large to fit inside the area, are 
pushed away from the center of the area until they are com-
pletely outside the area.
 A creature inside the cage can’t leave it by nonmagical 
means. If the creature tries to use teleportation or interpla-
nar travel to leave the cage, it must first make a Charisma 
saving throw. On a success, the creature can use that magic 
to exit the cage. On a failure, the creature can’t exit the cage 
and wastes the use of the spell or effect. The cage also ex-
tends into the Ethereal Plane, blocking ethereal travel.
 After creation, the prison begins to hover 3 feet above 
the ground. It is immobile while you are within 20 feet of 
it. If you move more than 20 feet away from it, the prison 
follows you so that it remains within 20 feet of you. It can 
move across uneven terrain, up or down stairs, slopes and 
the like, but it can’t cross an elevation change of 10 feet or 
more. For example, the disk can’t move across a 10-foot-
deep pit, nor could it leave such a pit if it was created at the 
bottom.
 If you move more than 100 feet from the prison (typically 
because it can’t move around an obstacle to follow you), the 
spell ends.
 This spell can’t be dispelled by Dispel Magic or Purge 
Magic.
Transport Area
1st-level mythic conjuration
Casting Time: 8 hours
Range: Sight
Components: V, S
Duration: Instantaneous
You target an area that you can see, attempting to transport 
it to another area within the same plane of existence. The 
targeted area is a 30-foot tall, 30-foot radius cylinder. For 
each additional hour your spend on casting the spell beyond 
8 hours, you can increase the radius or the height of the 
cylinder by 30 feet. When you complete the spell, the area 
is transported to a location that you know within the same 
plane of existence. Creatures, objects, and structures in the 
area are transported with it.
 When the landmass appears at its destination, any crea-
ture that occupies a space in the area is ejected to the near-
est unoccupied space.
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Ultimate Wish
3rd-level mythic conjuration
Casting Time: 1 action
Range: Sight
Components: V, S
Duration: Instantaneous
Ultimate wish is the mightiest spell a creature can cast. By 
simply speaking aloud, you can alter the very foundations 
of reality in accord with your desires. The basic use of this 
spell is to duplicate any other spell of 1st or 2nd mythic lev-
el, or a 9th level spell or lower as if cast with a 12th level 
spell slot. You don’t need to meet any requirements in that 
spell, including costly components. The spell simply takes 
effect.
 Alternatively, you can create one of the following effects of 
your choice:

• You create one object of up to 100,000 gp in value that 
isn’t a magic item. The object can be no more than 1,000 
feet in any dimension, and it appears in an unoccupied 
space you can see on the ground.
• You allow any number of creatures that you can see to 
regain all hit points, and you end all effects on them de-
scribed in the greater restoration spell.
• You grant up to ten creatures the benefits of a long rest.
• You grant up to ten creatures you can see immunity to 
one spell school for 8 hours. For instance, you could make 
yourself and all your companions immune to evocation 
magic.
• You can turn back time by 1 minute. 

 You might be able to achieve something beyond the scope 
of the above examples. State your wish to the GM as pre-
cisely as possible. The GM has great latitude in ruling what 
occurs in such an instance; the greater the wish, the greater 
the likelihood that something goes wrong, just as with a 9th 
level wish spell. However, if you are not satisfied with the 
outcome of your wish, you can decide to unmake the effect 
but must do so immediately. 
 If you cast this spell to produce any effect other than dupli-
cating another spell, you can’t cast ultimate wish again for 
30 days. In addition, there is a 33 percent chance that you 
permanently lose one 3rd-level mythic spell slot.
Verdigris Tsunami
1st-level mythic conjuration
Casting Time: 1 minute
Range: Sight
Components: V, S
Duration: Concentration, up to 1 minute
A wall of leaves, roots, and vines springs into existence at 
a point you choose within range. You can make the wall up 
to 500 feet long, 500 feet high, and 50 feet thick. The wall 
lasts for the duration.
 When the wall appears, each creature within its area must 
make a Strength saving throw. On a failed save, a creature 
takes 10d10 bludgeoning damage, or half as much damage 
on a successful save. If the creature is Huge or smaller, it is 
trapped inside the wall.
 At the start of each of your turns after the wall appears, 
the wall, along with any creatures in it, moves 50 feet away 
from you. Any Huge or smaller creature inside the wall or 
whose space the wall enters when it moves must succeed 
on a Strength saving throw or take 9d10 bludgeoning dam-
age. A creature can take this damage only once per round. 
At the end of the turn, the wall’s height is reduced by 50 
feet, and the damage creatures take from the spell on sub-

sequent rounds is reduced by 1d10. When the wall reaches 
0 feet in height, the spell ends.
 A creature caught in the wall is grappled by it, but can 
move 5 feet within the wall with a successful Strength (Ath-
letics) or Dexterity (Acrobatics) check against your spell 
save DC. If it fails the check, it can’t move. A creature that 
moves out of the area falls to the ground.
Vengeful Gaze
1st-level mythic transmutation
Casting Time: 1 action
Range: Sight
Components: V, S
Duration: Instantaneous
You target a creature that you can see, attempting to smite 
it with divine retribution. The target must make a Wisdom 
saving throw. On a failed save, the target takes 10d10 + 100 
radiant damage. If this damage reduces the target to 0 hit 
points, it is disintegrated. 
 A disintegrated creature and everything it is wearing 
and carrying, except magic items, are reduced to a pile of 
fine gray dust. The creature can be restored to life only by 
means of a true resurrection or a wish spell.
 Deities automatically succeed on the saving throw.
 At Higher Levels. When you cast this spell using a mythic 
spell slot of 2nd level or higher, the spell’s damage increases 
by 5d10 + 50 for each mythic spell slot above 1st.
Wingrave's Vindictive Vortex
3rd-level mythic evocation
Casting Time: 1 action
Range: Self
Components: V, S, M (a piece of straw and a toothpick)
Duration: Concentration, up to 1 minute
A massive whirlwind, filled with thousands of tiny blades of 
magical force, begins to howl all around you. The whirlwind 
is a 20-foot-radius, 60-foot-high cylinder with a 10-foot radi-
us hollow center centered on you. Until the spell ends, the 
whirlwind moves with you, centered on you. The whirlwind 
sucks up any Medium or smaller objects that aren’t secured 
to anything and that aren’t worn or carried by anyone. 
 A creature must make a Dexterity saving throw the first 
time on a turn that it enters the whirlwind or that the whirl-
wind enters its space, including when the whirlwind first 
appears. A creature takes 10d10 bludgeoning damage and 
10d10 force damage on a failed save, or half as much dam-
age on a successful one. In addition, a Large or smaller 
creature that fails the save must succeed on a Strength sav-
ing throw or become restrained in the whirlwind until the 
spell ends. When a creature starts its turn restrained by the 
whirlwind, the creature is pulled 10 feet higher inside it, un-
less the creature is at the top. A restrained creature moves 
with the whirlwind and falls when the spell ends, unless the 
creature has some means to stay aloft.
 A restrained creature can use an action to make a Strength 
or Dexterity check against your spell save DC. If successful, 
the creature is no longer restrained by the whirlwind and is 
hurled 6d6 × 10 feet away from it in a random direction.
 The whirlwind imposes disadvantage on ranged weapon 
attack rolls out of or into the it. The whirlwind also extin-
guishes open flames, and disperses fog
 A creature that can fly by magical means that is caught 
in the whirlwind automatically succeeds its Strength or 
Dexterity check to escape the whirlwind, but is then hurled 
away as any other creature.
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