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Half-gnome traits

Ability Score Increase. Your 
Intelligence score increases by 1. One other 
ability score of your choice increases by 1.  

 Age. Half-gnomes mature at the same 
rate as humans, reaching adulthood around 
age 20. They live much longer than humans, 
often exceeding 180 years. 

 Alignment. Half-gnomes tend toward 
good alignments, but any alignment is 
possible among half-gnomes, depending on 
the culture in which they were raised.

 Size. As a half-gnome, your size is 
Small. You stand between 4 and 4 and a half 
feet tall, and weigh between 50 and 70 lbs.  

 Speed. Your base walking speed is 25 
feet. 

 Darkvision. Thanks to your gnome 
heritage, you can see in dim light within 60 
feet of you as if it were bright light, and in 
darkness as if it were dim light. You can’t 
discern color in darkness, only shades of gray. 

Gnome Ancestry. You have advantage 
on all Intelligence, Wisdom and Charisma 
saving throws against magic. 

 Languages. You can speak, read, and 
write Common and Gnomish.

Half-Gnome Subraces
Deep Gnome

As the child of a deep gnome, you carry 
your gnomish parent’s af�inity for hiding in 
rocks and caverns. Your skin tone likely holds 
the same grayish hue of your Svirfneblin 
parent.

Ability Score Increase. Your 
Constitution score increases by 1. 

Stone Camou�lage. You have advantage 
on Dexterity (Stealth) checks made to hide in 
rocky terrain.

Forest Gnome
As the child of a forest gnome, you are 

quick on your feet and naturally sneaky.

Ability Score Increase. Your Dexterity 
score increases by 1. 

Wild Upbringing. You gain pro�iciency 
in the Nature and Stealth skills.

Rock Gnome
As the child of a rock gnome, you have 

a knack for working with your hands and a 
hardy constitution.

Ability Score Increase. Your 
Constitution score increases by 1. 

 Toolsmith. You gain pro�iciency with 
three tool sets of your choice. 

Half-Goliath 
Characters born of the union of a 

human and a goliath tend to be large and 
strong like their goliath parent, though they 
typically have the slightly softer appearance 
and more vibrant skin tones drawn from their 
human heritage. 

Half-goliath traits

Ability Score Increase. Your Strength 
score increases by 1. Your Constitution score 
increases by one. Two other ability scores of 
your choice increase by 1.  

 Age. Half-goliaths mature, age, and die 
at the same rate as humans. 

 Alignment. Half-goliaths, like their 
goliath parents, have a very strong tendency 
toward lawful alignments, but any alignment 
is possible among half-goliaths, depending on 
the culture in which they were raised.
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Those kitsune who aspire to adventure 
are often motivated by intense curiosity. Many 
of these kitsune seek to discover the nature 
of the world. Others simply seek out new 
experiences and pleasures. 

Kitsune Traits 
Though kitsune are nothing if not 

individuals, your nature as a kitsune grants 
you the following traits, which are shared 
with all kitsune. 

Ability Score Increase. Your Dexterity 
score increases by 1. Your Charisma score 
increases by 2.  

Age. Kitsune reach adulthood in their 
late teens and can live for up to �ive centuries. 

Alignment. Kitsune tend toward 
Chaotic alignments. The vast majority of 
kitsune display a strong leaning toward Good, 
though many also prefer neutrality. Evil 
kitsune are incredibly rare. 

Size. Most kitsune in their natural 
form are around 5 feet tall. Kitsune tend to be 
relatively thin and have red or brown fur with 
white patches and accents. Kitsune are born 
with a tail. Upon reaching 50 years old (and 
every century thereafter) the kitsune sprouts 
an additional tail. As a kitsune, your size is 
Medium. 

Speed. Your base walking speed is 30 
feet. 

Languages. You can speak, read, and 
write Common.

Darkvision. You can see in dim light 
within 60 feet of you as if it were bright light, 
and in darkness as if it were dim light. You 
can’t discern color in darkness, only shades of 
gray. 

Grand Deception. Beginning at 1st 
level, you can cast disguise self once with this 
trait. This functions exactly as the spell of the 
same name, but the effect persists until the 
following sunrise or sunset, unless you elect 
to end it sooner. You regain the ability to use 
this trait upon completing a short or long rest.

Party Animal. You have advantage on 
all Constitution saving throws made to resist 
the effects of drugs, alcohol, or the poisoned 
condition. 

Sly Talker. You have advantage on 
all Charisma (Deception) and Charisma 
(Persuasion) checks. 

Nekomata
The nekomata are a race of catlike 

humanoids. Patient and swift, the nekomata 
are unparalleled hunters. Though quite 
capable killers, nekomata hunt only for food 
and are loath to use violence for any other 
means. Some nekomata hunters have been 
known to follow their prey for days, awaiting 
the perfect moment to strike with ef�icient 
mercy. The nekomata also employ various 
rituals to give thanks to the spirits of the 
beasts they consume, believing that refusing 
to do so brings ill fortune upon the land. 

Nekomata who take up the adventuring 
life tend to do so out of a desire to relieve the 
suffering of those they deem less fortunate 
than themselves. 

Nekomata Traits 
Due to the feline aspects of your nature, 

your nekomata character has these traits. 

Ability Score Increase. Your Dexterity 
score increases by 2 and your Charisma score 
increases by 1. 
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Tengu
The tengu fancy themselves as spiritual 

guides and leaders. Many of them serve as 
monks, spending their lives at temples and 
monasteries. Those who shun the sedentary 
life instead attach themselves to bands of 
adventurers, offering to act as a guide and 
protector, hoping to share their personal 
philosophies with all they encounter. 

Tengu Traits 
Tengu are fey creatures from another 

realm, which is re�lected in the following 
traits. 

Ability Score Increase. Your Charisma 
score increases by 2 and your Wisdom score 
increases by 1. 

Age. Tengu reach adulthood in their 
late teens and can live up to 300 years. 

Alignment. Tengu tend to prefer 
neutrality, striving for balance in the world.

Size. Tengu are shape changers and 
therefore can assume a number of forms. 
However, in their natural state, tengu are 
typically very slender and most stand about 6 
feet tall. Your size is Medium. 

Speed. Your base walking speed is 30 
feet. 

Change Shape. Starting at 1st 
level, you can magically polymorph into a 
humanoid or beast that has a challenge rating 
of 1/4 or lower, or back into your true form. 
You revert to your true form if you die. Any 
equipment you are wearing or carrying is 
absorbed or borne by the new form (your 
choice). 

When you reach 5th level, you can 
assume forms up to challenge rating 1. At 
10th level, you can assume forms up to 
challenge rating 2. At 15th level, you can 
assume forms up to challenge rating 3. 

At 20th level you can assume forms up to 
challenge rating 4.

In a new form, the you retain your 
game statistics and ability to speak, but your 
AC, movement modes, Strength, Dexterity, 
and special senses are replaced by those of 
the new form, and you gain any statistics and 
capabilities (except class features, legendary 
actions, and lair actions) that the new form 
has but that you lack.

You may use this ability three times, 
and regain any expended uses of this ability 
when you complete a long rest.  

Fey Ancestry. You have advantage on 
saving throws against being charmed. 

Tsuchigumo
The tsuchigumo are an industrious 

species of cunning trappers. When making 
their homes in caves or forests, the 
tsuchigumo take full advantage of their ability 
to walk on walls and ceilings to construct 
homes and villages that creatures bound to 
the ground �ind unnavigable and disorienting. 
Through the use of their webbing, tsuchigumo 
collect prey animals with ease. With basic 
needs of food and shelter so easily met, the 
tsuchigumo often dedicate their abundant 
free time to pursuits such as art, engineering, 
and esoteric study. Those tsuchigumo whose 
yearning for knowledge or desire to express 
themselves cannot be satiated in their home 
villages take up the adventurer’s life with 
excitement and gusto. 

Tsuchigumo Traits 
Due to tsuchigumo heritage, your 

character is born with the following traits. 

Ability Score Increase. Your Dexterity 
score increases by 1 and your Wisdom score 
increases by 2. 
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Age. Tsuchigumo reach adulthood 
around age �ive and live forty to �ifty years. 

Alignment. Tsuchigumo tend toward 
lawful alignment. Though most tsuchigumo 
are exceptionally creative and insightful, their 
creativity stems from a �irm base of beliefs 
and sets of practices deemed to be the correct 
way to do things. This leads some to view the 
tsuchigumo as stubborn and short-sighted.

Size. Tsuchigumo vary widely in height 
and build, from barely 5 feet to nearly 7 feet 
tall. Regardless of your position in that range, 
your size is Medium. 

Speed. Your base walking speed is 30 
feet. You also have a climb speed of 30 feet. 

Languages. You can speak, read, and 
write Common.

Darkvision. You have superior vision 
in dark and dim conditions. You can see in 
dim light within 60 feet of you as if it were 
bright light, and in darkness as if it were dim 
light. You can’t discern color in darkness, only 
shades of gray. 

Spider Climb. You can climb dif�icult 
surfaces, including upside down on ceilings, 
without needing to make an ability check. 

Spinnerets.  Starting at 1st level, you 
can cast the web spell as a 2nd level spell 
(regardless of your actual level) once with 
this trait. You regain the ability to do so when 
you complete a short or long rest. Wisdom is 
your spellcasting ability for this spell. 

Web Sense. While in contact with a 
web, you know the exact location of any other 
creature in contact with the same web.

Web Walker.  You may ignore 
movement restrictions caused by webbing.  

Subraces
Dwarf: Muck Dwarves 
(Sargh)

The muck dwarves (or sargh, as they 
are called by their duergar cousins) are a 
small, unfortunate band of dwarves that were 
mutated into a slimy parody of the dwarven 
form. Hailing from Kernguarn, a small duergar 
village on the Northeast border of Araumycos, 
these dwarves lived relatively quiet lives as 
miners until the events of the Fetid Wedding 
(see Out of the Abyss) reverberated into their 
homes, twisting them into the wretches they 
are today. 

As Jubilex fought against a band 
of intrepid adventurers within the heart 
of Araumycos, a mining expedition from 
Kernguarn was gathering ore in a faerzress 
suffused cavern within the domain of 
Araumycos. When Jubilex fell, in a �inal 
attempt to retain a foothold in the Material 
Plane, he tried to disperse his essence into the 
faerzress. While the Faceless Lord’s efforts 
were futile, a small fraction of his tainted 
might escaped into the faerzress. Hungry for 
�lesh and desperate for form, this fraction of 
Jubilex’s being seeped through the faerzress, 
seeking �lesh to absorb and consume. 

When this corrupting, putrid force 
came upon the duergar miners, it attempted 
to absorb the gray dwarves, hoping to grant 
new form to Jubilex. However, traveling 
through the faerzress weakened this abyssal 
essence to the point that it was unable to 
overcome the minds of the duergar, even as 
it infected their �lesh. Rather than creating 
a vessel for Jubilex as the essence intended, 
it instead transformed the duergar into an 
accursed hybrid of dwarf and ooze. As their 
�lesh began to roil and gurgle with newfound 
viscosity, the duergar miners retreated back 
to their village to seek the ministrations of 
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Sunlight Sensitivity. You have 
disadvantage on all ability checks, saving 
throws and attack rolls made when you are in 
direct sunlight. 

Damage Vulnerability. You suffer from 
damage vulnerability against radiant damage.

Human: Inhuman 
Ancestry

This entry explores the idea of humans 
with celestial, infernal, elemental, and 
numerous other non-human traits in their 
bloodlines, presented through the system 
mechanic of subraces. In effect, each of the 
human variants below offers an opportunity 
to add a touch of the supernatural or non-
human �lavor to human characters, while 
keeping the basic essence of humanity intact. 
This variant human allows for customization 
through subrace options.

Ability Score Increase. Two ability 
scores of your choice increase by 1. 

 Age. Humans reach adulthood in their 
late teens and live less than a century. 

 Alignment. Humans tend toward no 
particular alignment. The best and the worst 
are found among them. 

 Size. Humans vary widely in height and 
build, from barely 5 feet to well over 6 feet 
tall. Regardless of your position in that range, 
your size is Medium.  

 Speed. Your base walking speed is 30 
feet. 

 Languages. You can speak, read, 
and write Common and one extra language 
of your choice. Humans typically learn 
the languages of other peoples they deal 
with, including obscure dialects. They are 
fond of sprinkling their speech with words 
borrowed from other tongues: Orc curses, 

Elvish musical expressions, Dwarvish military 
phrases, and so on. 

Human Subraces

This variant human is meant to 
represent the wide variety of diversity of 
bloodline which humans can ultimately 
end up with. Rather than having speci�ic 
race combinations drilled down to speci�ic 
combinations of blood, this variant instead 
treats each subrace heritage as a component 
of the character’s overall subrace. This allows 
for a greater customization of the human 
character, while preserving the individuality 
and uniqueness of each human. 

Humans taking the subrace variant 
may select two of the subrace heritages 
detailed below. 

Celestial Heritage
The celestial heritage package re�lects 

a character with celestial beings among 
their ancestors. This grants the character 
a strength of personality and resistance to 
certain types of damage.

Ability Score Increase. Your Charisma 
score increases by 1. 

Celestial Resistance. You have 
resistance to necrotic damage and radiant 
damage. 

Draconic Heritage
The draconic heritage package re�lects 

a character with dragons among their 
ancestors. This grants the character a touch of 
magic and a strong personality.

Ability Score Increase. Your Charisma 
score increases by 1. 

A Touch of Magic. Choose a type of 
dragon you are descended from. You have 
access to a cantrip determined by the type 
of dragon blood in your veins, as determined 
by Table: Draconic Magic. Your spellcasting 
ability when using this cantrip is Charisma. 
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Ability Score Increase. Your Strength 
score increases by 1. 

Savage Attacks. 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. 

Tabaxi Heritage
The tabaxi heritage package re�lects a 

character with tabaxi among their ancestors. 
This grants the character agility and sharp 
senses. 

Ability Score Increase. Your Dexterity 
score increases by 1. 

Keen Senses. You have advantage on 
Wisdom (Perception) checks that rely on 
sight or hearing. 

Triton Heritage
The triton heritage package re�lects a 

character with tritons among their ancestors. 
This grants the character an af�inity for water. 

Ability Score Increase. Your 
Constitution score increases by 1. 

Limited Amphibiousness. Your triton 
heritage allows you to hold your breath 
underwater for far longer than the average 
human. When underwater the number of 
minutes you can hold your breath equals your 
Constitution score. This only functions if you 
are completely immersed in water. 

 Speed. You gain a swimming speed of 
30 feet.

Tiefl ing: Subrace of One
The concept of abyssal tie�lings, as well 

as rules for incorporating tie�lings of abyssal 
nature in your game were introduced in the 
Unearthed Arcana article, “That Old Black 
Magic,” which can be found for free at http://
dnd.wizards.com/articles/features/old-black-
magic 

The concept of minor variations 
within the tie�ling race was further explored 
in the Sword Coast Adventurer’s Guide, 
offering a collection of alternate traits and 
racial features for tie�lings, including several 
appearance variations, the Feral variant, 
Devil’s Tongue, Hell�ire and Winged. While 
these variations are referenced here for 
simplicity, to �ind full rules for each, see the 
Sword Coast Adventurer’s Guide.

This option is designed to allow players 
and gamemasters to craft unusual tie�ling 
bloodlines and unique manifestations of those 
who carry the blood of �iends. 

In this optional rule, all tie�lings 
begin from a basic starting point with racial 
features possessed by all tie�lings. Beyond 
that basic starting point, a number of subrace 
traits may be chosen, guided by the Tie�ling 
Variant Features table. 

Tie�ling Variant Features

Horns of Baphomet. Your horns 
are massive, wondrous to behold, and are 
developed to the point that they may be used 
as a weapon. You may use an action to make 
a melee attack with your horns. Your horns 
are considered to be a weapon and you are 
considered to be pro�icient with your horns. A 
successful gore attack with your horns deals 
1d8 points of piercing damage. 

Upon making a successful attack 
with your horns, you may spend a bonus 
action to knock your opponent prone. Once 
used, you may not use this feature to knock 
an opponent prone again until you have 
completed a short or long rest. 

When you select this trait, you may 
not select any of the following traits: Abyssal 
Arcana, Infernal Legacy, Winged, or Passing. 
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Shapechanger. You use your action 
to polymorph into a Large bear/humanoid 
hybrid or into a Large bear, or back into your 
true form, which is your base race. Your 
statistics, other than your size and AC, are the 
same in each form. Any equipment you are 
wearing or carrying isn’t transformed. You 
revert to your true form if you die.

Keen Smell. You have advantage on 
Wisdom (Perception) checks that rely on 
smell. 

Bite (Bear or Hybrid Form Only). You 
gain a bite attack while in your bear or hybrid 
forms, that functions as a melee weapon 
attack with a reach of 5 ft., dealing 2d10 
piercing damage. 

Claw (Bear or Hybrid Form Only). 
You gain a claw attack while in your bear 
or hybrid forms, that functions as a melee 
weapon attack with a reach of 5 ft., dealing 
2d8 slashing damage.

Damage Vulnerability: You have 
vulnerability to bludgeoning, piercing, and 
slashing damage from attacks made with 
silvered weapons.

Wereboar
Your lycanthropy gives you the ability 

to transform into a boar. 

Ability Score Increase. Your 
Constitution score increases by 1.

Shapechanger. You use your action 
to polymorph into a boar/humanoid hybrid 
or into a boar, or back into your true form, 
which is your base race. Your statistics, other 
than your AC, are the same in each form. Any 
equipment you are wearing or carrying isn’t 
transformed. You revert to your true form if 
you die.

Charge (Boar or Hybrid Form Only). 
If you move at least 15 feet straight toward 
a target and then hit it with your tusks on 
the same turn, the target takes an extra 2d6 
slashing damage. If the target is a creature, 
it must succeed on a Strength saving throw 
(DC 8 + your pro�iciency bonus + Strength 
modi�ier) or be knocked prone.

Relentless Endurance. When you are 
reduced to 0 hit points but not killed outright, 
you can drop to 1 hit point instead. You can’t 
use this feature again until you �inish a long 
rest.

Tusks (Boar or Hybrid Form Only). 
You gain a tusk attack while in your boar 
or hybrid forms, that functions as a melee 
weapon attack with a reach of 5 ft., and deals 
2d6 slashing damage. 

Damage Vulnerability: You have 
vulnerability to bludgeoning, piercing, and 
slashing damage from attacks made with 
silvered weapons.

Wererat
Your lycanthropy gives you the ability 

to transform into a giant rat. 

Ability Score Increase. Your Dexterity 
score increases by 1.

Shapechanger. You use your action 
to polymorph into a rat/humanoid hybrid 
or into a giant rat (in which case your size 
becomes Small), or back into your true form, 
which is your base race. Your statistics, other 
than your size and AC, are the same in each 
form. Any equipment you are wearing or 
carrying isn’t transformed. You revert to your 
true form if you die.
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Keen Smell. You have advantage on 
Wisdom (Perception) checks that rely on 
smell. 

Bite (Rat or Hybrid Form Only). You 
gain a bite attack while in your rat or hybrid 
forms, that functions as a melee weapon 
attack with a reach of 5 ft., dealing 1d4 
piercing damage. 

Damage Vulnerability: You have 
vulnerability to bludgeoning, piercing, and 
slashing damage from attacks made with 
silvered weapons.

Wereraven
Your lycanthropy gives you the ability 

to transform into a raven. 

Ability Score Increase. Your Dexterity 
score increases by 1.

Shapechanger. You use your action to 
polymorph into a raven/humanoid hybrid or 
into a raven (in which case your size becomes 
Tiny), or back into your true form, which is 
your base race. Your statistics, other than 
your size and AC, are the same in each form. 
Any equipment you are wearing or carrying 
isn’t transformed. You revert to your true 
form if you die.

Mimicry. You can mimic simple sounds 
you have heard, such as a person whispering, 
a baby crying, or an animal chittering. A 
creature that hears the sounds can tell 
they are imitations with a successful DC 10 
Wisdom (Insight) check.

Beak (Raven or Hybrid Form Only). 
You gain a beak attack while in your raven 
or hybrid forms, that functions as a melee 
weapon attack with a reach of 5 ft., dealing 
1d4 piercing damage. 

Damage Vulnerability: You have 
vulnerability to bludgeoning, piercing, and 
slashing damage from attacks made with 
silvered weapons.

Weretiger
Your lycanthropy gives you the ability 

to transform into a tiger. 

Shapechanger. You use your action to 
polymorph into a tiger/humanoid hybrid or 
into a tiger, or back into your true form, which 
is your base race. Your statistics, other than 
your size and AC, are the same in each form. 
Any equipment you are wearing or carrying 
isn’t transformed. You revert to your true 
form if you die.

Keen Hearing and Smell. You have 
advantage on Wisdom (Perception) checks 
that rely on hearing or smell. 

Pounce (Tiger or Hybrid Form Only). 
If you move at least 15 feet straight toward 
a creature and then hit it with a claw attack 
on the same turn, that target must succeed 
on a Strength saving throw (DC 8 + your 
pro�iciency bonus + Strength modi�ier) or 
be knocked prone. If the target is prone, you 
can make one bite attack against it as a bonus 
action.

Bite (Tiger or Hybrid Form Only). You 
gain a bite attack while in your tiger or hybrid 
forms, that functions as a melee weapon 
attack with a reach of 5 ft., dealing 1d10 
piercing damage. 

Claw (Tiger or Hybrid Form Only). 
You gain a claw attack while in your tiger 
or hybrid forms, that functions as a melee 
weapon attack with a reach of 5 ft., dealing 
1d8 slashing damage.
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your pro�iciency bonus), pro�iciency with a 
set of tools (using your pro�iciency bonus).

 If you wish to install an upgrade 
granting pro�iciency in a skill or tool you are 
not pro�icient with, you must have a willing 
creature present who is pro�icient in that 
skill or tool, to assist you. This assistant must 
remain with you, assisting, for the duration of 
the rest. 

 At 9th level, you may only install one 
upgrade on a single construct using this 
feature, though you may use this feature on 
any number of constructs at your disposal, 
provided you commit the time and resources 
to doing so. You may also use this feature on 
a construct you have previously upgraded to 
swap out upgrades, removing a previously 
installed upgrade and installing a new 
upgrade of your choice. Any use of this 
feature requires at least one hour of work and 
the expenditure of 500 gp worth of materials. 

 Upon reaching 14th level in this class, 
you may use this feature to install up to two 
upgrades to a single construct over the course 
of a short or long rest. When you reach 17th 
level in this class, you may use this feature 
to install up to three upgrades to a single 
construct over the course of a short or long 
rest. The materials cost of each upgrade must 
be paid for separately.

Gunsmith 
The rules below are meant as an 

addendum to the Gunsmith Arti�icer 
Specialist as presented in the Unearthed 
Arcana: The Arti�icer Class (5e) 
pdf, available at www.dmsguild.com/
product/213032/Unearthed-Arcana-The-
Arti�icer-Class-5e.

Master Smith
This feature remains as described in 

Unearthed Arcana: The Arti�icer Class 
(5e).

Thunder Cannon
This feature remains as described in 

Unearthed Arcana: The Arti�icer Class 
(5e), with the following additions: If you lose 
your Thunder Cannon, or wish to create an 
additional Thunder Cannon, you can create a 
new one over the course of three days of work 
(eight hours each day) by expending 100 gp 
worth of metal and other raw materials.

 You may give or sell a Thunder Cannon 
to another character. Characters other 
than Arti�icers with the Gunsmith Arti�icer 
Specialist are not considered to be pro�icient 
with the Thunder Cannon. However, any 
character who is pro�icient with martial 
weapons can become pro�icient with the 
Thunder Cannon after seven days of practice 
with the weapon, during which time no 
less than 40 rounds of ammunition must be 
expended. 

Arcane Magazine
This feature remains as described in 

Unearthed Arcana: The Arti�icer Class 
(5e). For clari�ication, it is noted that you 
may collect rounds of ammunition between 
rests to sell, give away, or store for future use. 
These collected rounds do not need to be 
stored in your Arcane Magazine.

Thunder Monger
This feature remains as described in 

Unearthed Arcana: The Arti�icer Class 
(5e), with the following addition: using this 
feature consumes two rounds of ammunition.

Blast Wave
This feature remains as described in 

Unearthed Arcana: The Arti�icer Class 
(5e), with the following addition: using this 
feature consumes two rounds of ammunition.

Piercing Round
This feature remains as described in 

Unearthed Arcana: The Arti�icer Class (5e), 
with the following addition: using this feature 
consumes three rounds of ammunition.
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If an Herbal Recipe option requires a 
saving throw, the DC is 8 + your pro�iciency 
bonus + your Intelligence modi�ier. 

 Antidote. As an action, you can reach 
into your Herbalist’s Satchel and pull out 
a vial of herbal paste. A creature can eat 
the paste as an action to end the poisoned 
condition on itself. The vial then disappears. 
Once a creature has ended the poisoned 
condition with this herbal recipe, the creature 
can’t do so again until it �inishes a long rest. If 
not used, the vial and its contents disappear 
after 1 hour. While the vial exists, you can’t 
use this recipe.

 Cataplasm. As a bonus action, you 
can reach into your Herbalist’s Satchel, pull 
out a small poultice �illed with a moistened 
herbal mixture, and hurl the poultice at a 
living creature that has 0 hit points within 30 
feet of you (the poultice’s contents become 
inert, and the effect is wasted if you don’t hurl 
the poultice by the end of the current turn). 
On impact, the poultice clings to the target, 
releasing its medicines and the creature 
becomes stable.

Herb of Alertness. As an action, you 
can reach into your Herbalist’s Satchel and 
pull out a vial of thick, dark herbal �luid. A 
creature can drink this �luid as an action to 
remove one level of exhaustion. The vial then 
disappears. Once a creature has removed 
three levels of exhaustion with this herbal 
recipe, the creature can’t bene�it from this 
recipe again until it �inishes a long rest. If not 
used, the vial and its contents disappear after 
1 hour. While the vial exists, you can’t use this 
recipe.

Healing Draught. As an action, you 
can reach into your Herbalist’s Satchel and 
pull out a vial of healing liquid. A creature can 
drink it as an action to regain 1d8 hit points. 
The vial then disappears. Once a creature 
regains hit points from this herbal recipe, the 
creature can’t do so again until it �inishes a 
long rest. If not used, the vial and its contents 

disappear after 1 hour. While the vial exists, 
you can’t use this recipe.

This recipe’s healing increases by 1d8 
when you reach certain levels in this class: 
3rd level (2d8), 5th level (3d8), 7th level 
(4d8), 9th level (5d8), 11th level (6d8), 13th 
level (7d8), 15th level (8d8), 17th level (9d8), 
and 19th level (10d8).

Smoke Stick. As an action, you can 
reach into your Herbalist’s Satchel and pull 
out a stick that produces a thick plume of 
smoke. You can hold on to the stick or throw 
it to a point up to 30 feet away as part of 
the action used to produce it. The area in a 
10-foot radius around the stick is �illed with
thick smoke that blocks vision, including
darkvision. The stick and smoke persist for 1
minute and then disappear. After using this
recipe, you can’t do so again for 1 minute.

Spriggins’ Seeds. As an action, you can 
reach into your Herbalist’s Satchel and pull 
out a handful of treated seeds. You then throw 
the seeds to a point up to 30 feet away as part 
of the action used to produce it. The area in a 
10-foot radius around the seeds is �illed with
grasping weeds and vines that emerge from
the seeds. A creature in the targeted area
when you throw the seeds must succeed on
a Strength saving throw or be restrained by
the entangling plants until the recipe ends. A
creature restrained by the plants can use its
action to make a Strength check against your
herbal recipe save DC. On a success, it frees
itself. After one minute, the conjured plants
wilt away. After using this recipe, you can’t do
so again for 1 minute.

Talona’s Kiss. As an action, you can 
reach into your Herbalist’s Satchel, pull out 
a vial of green and brown powder, and hurl 
the vial at a creature, object, or surface within 
30 feet of you (the vial‘s contents become 
inert, and the effect is wasted if you don’t 
hurl the vial by the end of the current turn). 
On impact, the vial shatters, spreading the 
contents as a �ine mist in a 5-foot radius from 
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affected area or until it breaks free. A creature 
restrained by the sticky bomb can use its 
action to make a Strength check against your 
trapmaker feature save DC. If it succeeds, it 
is no longer restrained. After one minute, the 
goo from the sticky bomb melts away. After 
using this feature, you can’t do so again for 1 
minute.

 The �luid from the sticky bomb is 
�lammable. If exposed to �lame, the �luid 
catches �ire, dealing 2d4 �ire damage to any 
creature that starts its turn in the affected 
area.

 To use this feature, you must expend 
one charge from your Trapmaker’s Kit. 

Evasion
Starting at 9th level, you can nimbly 

dodge out of the way of certain area effects, 
such as an ancient red dragon’s �iery 
breath or an ice storm spell. When you are 
subjected to an effect that allows you to make 
a Dexterity saving throw to take only half 
damage, you instead take no damage if you 
succeed on the saving throw, and only half 
damage if you fail. 

Construct Magical Hazard
Starting at 14th level, your knowledge 

of trap construction allows you to create, set, 
and reset magical traps. 

 Resetting a magical trap is a delicate 
and complex process. Once a magical trap 
has been disarmed (or triggered as intended) 
you may make an Intelligence (Arcana) check. 
This check is made at the trap’s original DC. 
If successful, you reset the trap. The trap 
now uses your trapmaker DC instead of 
its original DC. You, and any creature you 
designate, may claim advantage when trying 
to disarm or avoid the trap, so long as you 
can communicate with that creature for one 
round before it interacts with the trap. 

 To create a magical trap, you must 
�irst determine the desired severity of the 

trap, choosing setback, dangerous, or deadly. 
You must then choose a location within 
20 feet of you to place the trap and spend 
a number of rounds indicated on Table: 
Arti�icer Trapmaking to craft the trap, during 
which time you must move no farther than 
20 feet from the designated area. You must 
also expend a number of charges from your 
Trapmaker’s Kit, as indicated on Table: 
Arti�icer Trapmaking. You must be able to 
maintain concentration while creating a trap. 
Once the creation process is complete, the 
trap is set. 

 A basic magical trap in�licts one 
condition upon the creature who triggers 
the trap, if that creature does not make their 
saving throw or successfully disarm the 
trap. You must select the desired condition 
when you create the trap, choosing one of 
the following: blinded, charmed, deafened, 
frightened, paralyzed, petri�ied, poisoned, 
prone, stunned, or restrained. Alternatively, 
you may choose to have a triggered trap in�lict 
one level of exhaustion. 

 You may set a trap to in�lict additional 
conditions by expending additional charges 
from your Trapmaker’s Kit. Each charge spent 
in this fashion allows the trap to in�lict an 
additional condition, or a level of exhaustion. 
The maximum number of conditions (or 
levels of exhaustion) you may in�lict with a 
trap is determined by the trap’s severity, as 
detailed on Table: Arti�icer Trapmaking. 

 Traps you create can deal damage upon 
being triggered. To add damage dealing ability 
to a trap, you must expend charges from 
your Trapmaker’s Kit, as detailed on Table: 
Arti�icer Trapmaking. The amount of damage 
dealt by a trap you create is determined by 
the trap’s severity and your Arti�icer Level, as 
detailed on Table: Arti�icer Trap Damage. 

 When you assign damage to a magical 
trap you create, you must choose a single 
damage type from the following: acid, cold, 
�ire, force, lightning, necrotic, piercing, poison, 
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detect the presence of any place or object that 
has been consecrated or desecrated, as with 
the hallow spell. 

 You can use this feature a number of 
times equal to 1 + your Wisdom modi�ier. 
When you �inish a long rest, you regain all 
expended uses. 

Channel Wrath 
 Beginning at 6th level, you can use your 
action to channel your wrath at any creature 
you can see, or perceive via pure sight. Once 
you have channeled your wrath, the creature 
is considered a marked target for yourself 
and your allies. Any attacks made against that 
creature by yourself or your allies are granted 
advantage. This feature lasts for a number of 
rounds equal to your Charisma modi�ier. 

 You can use this feature a number of 
times equal to 1 + your Charisma modi�ier. 
When you �inish a long rest, you regain all 
expended uses. 

Indomitable 
Beginning at 10th level, you can reroll 

a saving throw that you fail. If you do so, you 
must use the new roll, and you can’t use this 
feature again until you �inish a long rest. 

Spiteful Strike 
Starting at 14th level, when you cause 

damage to a creature that is within 5 feet of 
you, you can use your reaction to double the 
result of that damage. Upon doing so, you 
suffer 1d6 hit points of damage, and your 
hit point maximum is reduced by the same 
amount until you complete a long rest. 

Path of the Fire Eater
Barbarians on the Path of the Fire Eater 

are able to achieve truly mystical effects by 
channeling their rage. 

Fire Eating 
 Starting when you choose this path at 
3rd level, you have resistance to �ire damage. 
You may also claim advantage on any saving 
throw made to resist the effects of �ire or 
heat. 

Mindless Rage 
As those on the Path of the Berserker, 

beginning at 6th level, you can’t be charmed 
or frightened while raging. If you are charmed 
or frightened when you enter your rage, the 
effect is suspended for the duration of the 
rage. 

Withering Glance 
Beginning at 10th level, you can use 

your action to weaken the weapons of your 
enemies with a withering glance. When you 
do so, choose one creature that you can see 
within 30 feet of you that is holding a weapon. 
You then use a bonus action and expend one 
of your rages. The creature must succeed on a 
Dexterity saving throw (DC equal to 8 + your 
pro�iciency bonus + your Charisma modi�ier.) 
If this save fails, the weapon’s damage die 
type is reduced by one step (d12 becomes 
d10, d10 becomes d8, d8 becomes d6, d6 
becomes d4, and a d4 weapon is reduced to 
no die type, dealing a single point of damage.) 
This reduction is permanent and requires the 
weapon to be repaired using the proper tools 
in order to be restored. Weapons reduced to 
no die type through the use of this feature 
cannot be repaired by any means.  

Blindsense
Starting at 14th level, if you are able 

to hear, you are aware of the location of any 
hidden or invisible creature within 10 feet of 
you. 

Primal Psionic 
The Primal Psionic taps into a well 

of psionic energy to fuel and augment their 
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Domain may see treating wounds or 
preparing medicinal herbs as a worthy act of 
supplication, while a deity of the War domain 
might see the cleaning and sharpening of 
weapons as a holy act.  Once the supplication 
is complete, the cleric must make a Charisma 
saving throw against his own spell save DC. 
If the act of supplication was particularly 
pleasing to the deity (GM discretion, this 
should be handled through roleplaying), 
the cleric receives advantage on the check. 
If the act of supplication was not complete, 
poorly handled, or disingenuous (again GM 
discretion, handled through roleplaying), the 
cleric suffers disadvantage on this check. If 
the saving throw is successful, the cleric may 
prepare spells normally. If the saving throw 
fails, the cleric may not prepare spells that 
day. 

 Recreant clerics must undergo spell 
preparation every time they complete a long 
rest, regardless of whether they intend to 
change their list of prepared spells.

Ritual Casting 
 The Recreant casts ritual spells as any 
other cleric.

Spellcasting Focus
The Recreant can use a holy symbol as a 

spellcasting focus as usual.

Domain Spells
The Recreant accesses domain spells 

as any other cleric. Even if the Recreant 
cleric fails their Charisma save made when 
preparing spells, they are considered to have 
their domain spells prepared. 

Channel Divinity 
The Recreant can Channel Divinity 

as any other cleric. However, if the Recreant 
cleric fails their Charisma save made when 
preparing spells, any creature making a 
saving throw against the cleric’s Channel 
Divinity option receives advantage on the 

saving throw. When a use of Channel Divinity 
calls for the cleric to make a roll, or bene�its 
a roll the cleric makes, and the cleric failed 
his Charisma save when preparing spells, the 
cleric suffers disadvantage on the roll. 

Ability Score Improvement 
The Recreant can improve ability scores as 

any other Cleric. 

Destroy Undead 
The Recreant can destroy undead as any 

other Cleric. 

Divine Intervention 
The Recreant can call for divine 

intervention as any other cleric. However, 
the Recreant must roll a number equal to or 
less than his cleric level -5 on percentile dice 
in order to successfully receive intervention. 
Upon attaining 20th level, the Recreant must 
still roll percentile, but must roll a number 
equal to or less than his cleric level +5. 

Domain Feature Penalties 
The Recreant can utilize the domain 

features granted by their domain normally, 
if they succeeded on their Charisma save 
made when preparing spells. If the save 
failed, the Recreant must expend spell slots 
when activating these domain features. A 
domain feature gained at 6th level requires 
the expenditure of a spell slot of 1st level or 
higher. A domain feature gained at 8th level 
requires the expenditure of a spell slot of 2nd 
level or higher. A domain feature gained at 
17th level requires the expenditure of a spell 
slot of 3rd level or higher. Domain features 
gained at 1st and 2nd level are unaffected by 
these penalties. 











46 RARITIES OF THE REALMS

Way of Nature’s Harmony
Monks of the Way of Nature’s Harmony 

learn techniques to sharpen their connection 
to nature, commune with beasts and plants, 
and become closer to one-ness with the world 
around them.  

Friend of the Sacred Wood
 Starting when you choose this tradition 
at 3rd level, you gain resistance to damage 
from any weapon made from wood, as well as 
resistance to damage from the attacks of any 
plant creature. 

Land’s Stride
 Starting at 6th level, moving through 
nonmagical dif�icult terrain costs you no 
extra movement. You can also pass through 
nonmagical plants without being slowed by 
them and without taking damage from them if 
they have thorns, spines, or a similar hazard. 

 In addition, you have advantage 
on saving throws against plants that are 
magically created or manipulated to impede 
movement, such those created by the 
entangle spell. 

Harmonious Sanctuary
 When you reach 11th level, creatures 
of the natural world sense your connection 
to nature and become hesitant to attack you. 
When a beast or plant creature attacks you, 
that creature must make a Wisdom saving 
throw against a DC equal to 8 + your Wisdom 
modi�ier + your pro�iciency bonus. On a failed 
save, the creature must choose a different 
target, or the attack automatically misses. On 
a successful save, the creature is immune to 
this effect for 24 hours. 

 The creature is aware of this effect 
before it makes its attack against you. 

Poisonous Palm
 At 17th level, you gain the ability to 
create toxicity within someone’s body. When 

you hit a creature with an unarmed strike, 
you can spend 3 ki points to claim control 
over all of the toxins within the target’s 
body. This control lasts for a number of days 
equal to your monk level. The toxins remain 
harmless unless you use your action to 
manipulate them. To do so, you and the target 
must be on the same plane of existence. When 
you use this action, the creature must make a 
Constitution saving throw. If it fails, you may 
choose to impose any one of the following 
conditions on the creature: blinded, deafened, 
paralyzed, or unconscious. The condition 
persists for a number of hours equal to your 
monk level. If the creature succeeds on its 
saving throw, it takes 10d10 poison damage 
and the effect ends. 

 You can have only one creature under 
the effect of this feature at a time. You can 
choose to end the poisonous palm harmlessly 
without using an action. 

Paladin Sacred Oath
Oath of the Orphaned
 This Oath is relatively new, born from 
the beliefs and conviction of the paladins of 
the Order of the Hell�ire Hearth. Paladins wh 
swear this oath place principal importance 
upon sheltering those who are without 
families, homes, or communities to protect 
them. 

Tenets of the Orphaned
Comfort the Homeless. Those who 

have no lands to tend and no place to call 
their own deserve your kindness and mercy.  

 Rear the Orphaned. It is your 
responsibility to care for and guide lost, 
wayward and orphaned children. You must 
�ind them or build them a loving home. If you 
deprive a child of his parent, through action, 
inaction, or failure, you are obliged to replace 
that parent. 
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the creature has disadvantage on any saving 
throw it makes against the psychic discipline 
or talent this turn. 

Psionic Distraction
At 13th level, you gain the ability to 

distract targets with your Mastery of Force. 
As a bonus action, you may spend 1 psi 
point and designate one creature within 60 
feet of you, that you can see. Doing so gives 
you advantage on attack rolls against that 
creature until the end of the turn. 

Psi-Thief
At 17th level, you gain the ability to 

steal the use of a psionic discipline from 
another psychic. 

 Immediately after a creature targets 
you with a psionic discipline or includes you 
in its area of effect, you can use your reaction 
to force the creature to make a saving throw 
with its psionic ability modi�ier. The DC 
equals your discipline save DC. On a failed 
save, you negate the effect of the psionic 
discipline against you, and you steal the 
knowledge of the discipline. For the next hour, 
you know the discipline and can use it by 
spending your psi points. The creature cannot 
use the discipline until the hour has passed. 

 Once you use this feature, you cannot 
use it again until you �inish a long rest. 

Sorcerer Sorcerous 
Origins
Faerzress Taint 
 Your innate magic comes from 
exposure to tainted faerzress. The Abyssal 
magic permeating the faerzress has infected 
you on a fundamental level, imbuing you with 
wild and dark magic. 

Demonic Surge
 Your sorcerous origin is similar to those 
who gain their power through wild magic, 

however the in�luence of the demon lords is 
never far from your workings. Starting at 1st 
level, whenever you cast a sorcerer spell of 
1st level or higher, you must roll 1d20. On a 
result of 1-3, you must roll on the Demonic 
Surge table to create a random magical effect. 

Abyssal Presence
 The demonic magic �lowing through 
your veins causes creatures to be unsettled by 
your presence. Starting at 1st level you have 
advantage on Charisma (Intimidation) checks, 
but suffer disadvantage on Wisdom (Animal 
Handling) checks, as your demonic taint is 
incredibly unsettling to animals. 

Exude Faerzress
 At 6th level, you can call upon the 
demonic nature of your magic to exude a 
cloud of faerzress from your body. You can 
create this cloud of faerzress as a bonus 
action on your turn by spending a sorcery 
point.  This cloud extends 60 feet in every 
direction from your person and lasts a 
number of rounds equal to your Charisma 
modi�ier +2. This cloud of faerzress possesses 
functions as described in Out of the Abyss. 
As this faerzress carries the demonic taint 
responsible for your power, anytime a spell 
is cast within your faerzress cloud, the caster 
must roll a d20. On a result of 1, the spell has 
an additional effect, determined by rolling 
on the Wild Magic Surge table in chapter 
3, “Classes,” of the Player’s Handbook. You, 
and any other sorcerer trigger this effect in 
addition to any other wild magic or demonic 
surge effect normally generated by your 
magic. 

Maddening Injury
 Starting at 14th level, when you cast a 
spell that deals damage to a single creature, 
you may then spend 2 sorcery points to in�lict 
short-term madness on that creature. The 
target must make a Charisma saving throw 
against your sorcerer spell save DC. If that 
save fails, the creature is subjected to an effect 
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Cost of Betrayal (The Great Old One): 
Aberrations and Monstrosities are considered 
to have resistance to your damage dealing 
spells and invocations, and have advantage on 
all saving throws made to resist your spells 
and invocations that do not deal damage 
but allow for saving throws. Whenever 
you expend a warlock spell slot, you take 1 
point of psychic damage for each level of the 
expended spell slot. Furthermore, your hit 
point maximum is reduced by the amount 
of damage taken from this feature until you 
complete a short or long rest. 

Cost of Betrayal (The Undying): 
Undead are considered to have resistance to 
your damage dealing spells and invocations, 
and have advantage on all saving throws 
made to resist your spells and invocations 
that do not deal damage but allow for saving 
throws. Whenever you expend a warlock 
spell slot, you take 1 point of necrotic damage 
for each level of the expended spell slot. 
Furthermore, your hit point maximum is 
reduced by the amount of damage taken from 
this feature until you complete a short or long 
rest.

Spells Known of 1st Level or 
Higher

You learn spells of 1st level or higher as 
any other warlock.  

Spellcasting Ability
You use the same spellcasting ability as 

any other warlock.  

Spellcasting Focus
You may use a spellcasting focus, just 

like any other warlock.  

Eldritch Invocations
You learn and use eldritch invocations 

as any other warlock.  

Pact Boon’s Bane
At third level, you gain access to your 

choice of Pact of the Blade, Pact of the Chain, 
or Pact of the Tome. These abilities either 
stem from your ongoing mystical study, or 
are remnants from your time serving your 
Otherworldly Patron. Whichever the case, the 
use of these boons come along with certain 
challenges and risks. 

Pact of the Blade’s Bane: Whenever 
you summon your pact weapon, you must 
make a Charisma save at DC 15. You take 2d6 
psychic damage on a failed save, half damage 
on a successful save. 

Pact of the Chain’s Bane: When you 
summon your familiar, it is hostile towards 
you. You must defeat it in singular combat in 
order to secure its service. If any allies join 
you in the battle, the familiar will attempt 
to escape and will never grant you loyalty. If 
you reduce the familiar to 0 hit points during 
this initial battle, it falls unconscious for 
1d10 minutes, after which time it awakens, 
fully healed and loyal to you. If you are 
able to render the familiar unconscious or 
incapacitated by other means, the familiar 
will also pledge its loyalty to you. 

Pact of the Tome’s Bane: Whenever 
you cast a cantrip from your Book of 
Shadows, you must make a Wisdom save 
against your own spell save DC. Failure 
in�licts 1d4 psychic damage upon you. If you 
lose your Book of Shadows, you must perform 
a new ritual to create a Book of Shadows 
yourself. The ritual takes one hour to 
complete. Upon completion, you must make 
a DC 15 Charisma saving throw, suffering 
3d6 psychic damage on a failed save and half 
damage on a successful save. 

Ability Score Improvement
You may improve your ability scores as 

any other warlock.  
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a -2 penalty to your spell save DC and a 
-2 penalty to your spell attack modi�ier. 
During your moon’s waxing period (also 
a tenday in the Forgotten Realms) your 
spell save DC and spell attack modi�ier are 
unaffected. 

Drawing Down the Moon
 Beginning at 2nd level, if you can see 
the moon, you may perform a ritual that 
requires 10 minutes. You must be able to 
see the moon during the entire ritual. If the 
area you’re in is heavily obscured, indoors, 
or underground, you cannot perform 
this ritual. Cloud cover will not impede 
this ritual unless the sky is completely 
blanketed in clouds and the moon cannot 
be seen. 

 When you complete the ritual, you 
recover a number of expended spell slots 
equal to your pro�iciency bonus. The 
spell slots can have a combined level that 
is equal to or less than your pro�iciency 
bonus.

 You may not use this feature during 
your moon’s waning phase. Once you use 
this feature, you may not use it again until 
you have completed a long rest. 

Empowered Cantrip
 Starting at 6th level, your damaging 
cantrips affect even creatures that avoid 
the brunt of the effect. When a creature 
succeeds on a saving throw against your 
cantrip, the creature takes half the cantrip’s 
damage (if any) but suffers no additional 
effect from the cantrip. When a creature 
fails a saving throw against your cantrip, 
or the cantrip does not offer a saving 
throw, you deal maximum damage with 
the cantrip. This feature does not function 
during your moon’s waning phase. 

Moonlight Focus
 Beginning at 10th level, you have 
advantage on Constitution saving throws 
made to maintain concentration. You may 
not use this feature during the day, or 
during your moon’s waning phase. 

Strength of the Moon
 Starting at 14th level, you have 
advantage on saving throws to resist spells. 
You also have resistance against damage 
from spells. This feature does not function 
during your moon’s waning phase. 

Backgrounds
The backgrounds presented herein are 

intended to supplement the list provided in 
the Player’s Handbook, offering additional 
options for player characters. 

Healer
You have spent your life studying the 

arts of healing and humanoid physiology. You 
are a philosopher of the ways of the body, a 
cleric of the gods of well-being, and a monk 
contemplating perfection of your patient’s 
bodies. 

Skill Pro�iciencies: Nature, Medicine

Languages: One of your choice 

Tool Pro�iciencies: Alchemist’s 
supplies, Herbalism kit, Poisoner’s kit 

Equipment: All tools with which you 
are pro�icient, a set of common clothes, three 
Healer’s kits, and a pouch containing 15 gp.  

Feature: Combat Triage  
As an action you may target one living 

creature whom you can touch and expend 
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Feature: Discerning Deduction   
As a seeker, you are interested in 

unearthing the underlying truths of existence 
and the meaning of life. Your will and 
dedication grant you the ability to notice 
things that less dedicated minds may miss. 
This grants you advantage on all Intelligence 
(Investigation) checks. Furthermore, you 
are naturally suspicious, and therefore may 
make an Intelligence (Investigation) check 
to notice an illusion upon �irst encountering 
it against the save DC of the effect, even if 
such a check is normally not permitted. This 
feature does not, however, allow the illusion 
to be defeated, unless the effect speci�ically 
permits an Intelligence (Investigation) check 
to defeat it. So, a seeker using this feature 
could recognize that an invisibility effect is in 
use in the area with a successful Intelligence 
(Investigation) check but cannot see the 
invisible creature or object.  

Suggested Characteristics 
Seekers tend to be skeptical, always 

digging for deeper meaning and precise 
understanding of situations. This leads 
many seekers to be slow to form social 
bonds, as they have a hard time trusting 
unknown variables (like other people.) 
However, seekers are often extremely loyal, 
even dogmatic, once they establish a piece 
of information to be fact. Some seekers can 
become short-sighted and develop a bit of 
tunnel vision as a result of this tendency. 

Feats
The feats presented herein are 

intended to supplement the list provided in 
the Player’s Handbook, offering additional 
options for player characters.  

Ambush Tactician

Your familiarity with a certain 
environment gives you an edge in establishing 
and detecting ambushes within that 
environment. As a result of your experience 
you gain the following bene�its:

• You have advantage on Dexterity (Stealth) 
checks made to ambush or surprise an op-
ponent. 
• You have a +5 bonus to your passive Wis-
dom (Perception) and Intelligence (Investi-
gation) scores when these traits are used to 
notice threats or prevent being surprised 
while in your chosen environment. 

When you select this feat, you must 
choose an environment in which the feat 
applies. Potential environments include: 
arctic, desert, forest, grassland, mountain, 
swamp, Underdark, and underwater. You may 
acquire this feat more than once, applying 
each instance of this feat to a separate 
environment. 

Attune Crystal

Psi-crystals are rare and dif�icult to acquire 
items constructed of crystalline rock, which 
are capable of holding psionic energy. You 
have learned the art of attuning a psi-crystal, 
which requires you to hold the crystal and 
concentrate on it for a short rest, during 
which time you may take no other action 
other than spending hit dice to regain points.  
When you acquire and attune a psi-crystal, 
you gain the following bene�its:

• You may activate a psychic focus and pass 
it into your psi-crystal. As long as you remain 
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