Warforged Traits
Your warforged character has the following traits.

Ability Score Increase. Your Strength, and Constitution
scores each increase by 1.

Age. A typical warforged is between two and thirty years
old. The maximum lifespan of the warforged remains
a mystery; so far, warforged have shown no signs of
deterioration due to age.

Alignment. Most warforged take comfort in order and
discipline, tending toward law and neutrality, but some
have absorbed the morality-or lack thereof-of the beings
they served with.

Size. Your size is Medium. Most warforged stand between
5 and 7 feet tall.

Speed. Your base walking speed is 30 feet.

Warforged Resilience. You were created to have
remarkable fortitude, represented by the following benefits:

¢ You have advantage on saving throws against being
poisoned, and you have resistance to poison damage.

e You are immune to disease.

¢ You don’t need to eat, drink, or breath (but can do so if
you wish.)

¢ You don’t need to sleep and don’t suffer the effects of
exhaustion due to lack of rest, and magic can’t put you
to sleep.

Sentry’s Rest. When you take a long rest, you must spend
at least six hours of it in an inactive, motionless state, rather
than sleeping. In this state, you appear inert, but it doesn’t
render you unconcious and you can see and hear as normal.

Integrated Protection. Your body has built-in protective
layers, which can be used to determine your Armor Class.
You can use your Constitution modifier in place of your
Dexterity modifier to determine your AC, unless your AC
already includes your Constitution modifier (such as the
Barbarian’s Unarmored Defense).

In addition, when you aren’t wearing armor, your AC is
15 + your Constitution or Dexterity modifier (your choice,
a maximum of 2). You can use your natural armor to
determine your AC if the armor you wear would leave you
with a lower AC. A shield’s benefits apply as normal while
you use your natural armor.

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

Subrace. Warforged are purpose built and come in
several different configurations. Choose one of the
following subraces: envoy, juggernaut, or skirmisher.

Envoy

As an envoy, you were designed with a certain specialized
function in mind. You might be an assassin, a healer, or
an entertainer, to name a few possibilities. Envoys are the
rarest of the warforged subraces, and yours could be a
unique design.

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

Specialized Design. You gain one skill proficiency of your
choice, one tool proficiency of your choice, and fluency in
one language of your choice.

Integrated Tool. Choose one tool you are proficient
with. This tool is integrated into your chassis, and you
double your proficiency bonus for any ability checks you
make with it. You must have your hands free to use this
integrated tool.

JUGGERNAUT

You're an imposing war machine built for close combat
and raw might. You tower over your comrades; juggernaut
warforged stand between 6 and 7 feet in height and can
weigh up to 450 pounds.

Ability Score Increase. Your Strength score increases by 1.

Iron Fists. When you hit with an unarmed strike, you can
deal 1d6 + your Strength modifier bludgeoning damage,
instead of the normal damage for an unarmed strike.

Powerful Build. You count as one size larger when
determining your carry capacity and the weight you can
push, drag, or lift.

SKIRMISHER

You were built to scout the edges of battle and outmaneuver
your enemies. You are lean and designed for speed.

Ability Score Increase. Your Dexterity score increases by 1.

Swift. Your walking speed increases by 5 feet.

Darkvision. You have a form of infravision sight, enabling
you to see especially well in the dark. 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.

Light Step. When you are traveling alone for an extended
period of time (one hour or more), you can move stealthily
at a normal pace. (See chapter 8 of the Player’s Handbook
for information about travel pace.)

INTEGRATED WEAPON (WARFORGED RaAcCE FEAT)
Prerequisite: Warforged

You can equip your chassis to integrate a weapon, in a similar
way to integrating armor. During a long rest, you can choose
one weapon in your possession that you are proficient with
and integrate it. You cannot be disarmed of this weapon, and
can draw and stow it (once each) as a free action on your
turn (provided you have a free hand to hold it.)

If you choose to integrate a magic weapon this way,
it retains all of its benefits. If the weapon requires
attunement, you must attune to it first and it continues to
require attunement while it is integrated with you. If you
unattune with this weapon, it remains integrated but you
gain no benefit until you attune to it again.
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OGL LICENSE

Permission to copy, modify and distribute the files collectively known as the
System Reference Document 5.1 (“SRD5”) is granted solely through the use of the
Open Gaming License, Version 1.0a. This material is being released using the Open
Gaming License Version 1.0a and you should read and understand the terms of
that License before using this material.

The text of the Open Gaming License itself is not Open Game Content.
Instructions on using the License are provided within the License itself. The
following items are designated Product Identity, as defined in Section 1(e) of
the Open Game License Version 1.0a, and are subject to the Conditions set forth
in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D,
Player’s Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of
the Coast, d20 (when used as a trademark), Forgotten Realms, Faeriin, proper
names (including those used in the names of Spells or items), places, Underdark,
Red Wizard of Thay, the City of Union, Heroic Domains of Ysgard, EverChanging
Chaos of Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss,
Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna, Nine
Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of Mechanus,
Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia, Twin
Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands,
Olympian Glades of Arborea, Concordant Domain of the Outlands, Sigil, Lady
of Pain, Book of Exalted Deeds, Book of Vile Darkness, Beholder, gauth, Carrion
Crawler, tanar’ri, baatezu, Displacer Beast, Githyanki, Githzerai, Mind Flayer,
illithid, Umber Hulk, Yuan-ti.

All of the rest of the SRD5 is Open Game Content as described in Section 1(d) of
the License. The terms of the Open Gaming License Version 1.0a are as follows:

OPEN GAME License Version 1.0a The following text is the property of Wizards
of the Coast, LLC. and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All
Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or trademark owners
who have contributed Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and translations (including
into other computer languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c) “Distribute”
means to reproduce, License, rent, lease, sell, broadcast, publicly display, transmit
or otherwise distribute; (d)”Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game Content
by the Contributor; and means any work covered by this License, including
translations and derivative works under copyright law, but specifically excludes
Product Identity. (e) “Product Identity” means product and product line names,
logos and identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats, poses, concepts, themes and
graphic, photographic and other visual or audio representations; names and
descriptions of characters, Spells, enchantments, personalities, teams, personas,
likenesses and Special abilities; places, locations, environments, creatures,
Equipment, magical or supernatural Abilities or effects, logos, symbols, or graphic
designs; and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which specifically
excludes the OPEN Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contributor to Identify itself or its
products or the associated products contributed to the Open Game License by
the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this agreement.
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2. The License: This License applies to any Open Game Content that contains
a notice indicating that the Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this License except as
described by the License itself. No other terms or Conditions may be applied to
any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

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

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

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

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

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

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

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

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

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

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

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

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards
of the Coast, LLC. System Reference Document 5.1 Copyright 2016, Wizards of
the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert ]. Schwalb, Bruce R. Cordell, Chris
Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave

Arneson.
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