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Fighting Maneuvers

Presented here is a variant rule for Fighting Styles, called
Fighting Maneuvers. This variant operates on two premises:
that static bonuses from Fighting Styles are boring and
contrary to 5th Edition’s design, and the Battlemaster’s
Maneuvers should have been a core Fighter feature from
the start.

The following Fighting Style feature that replaces the
feature of the same name on the Fighter, Paladin, and
Ranger. This can also apply to 3rd party classes that have
the Fighting Style feature.

THE BATTLEMASTER

Sufficed to say, with the choice to add maneuvers to the
base Fighter, the Battlemaster becomes redundant and
loses its mechanical diversity and niche. When using this
supplement, the Battlemaster should not be an made an
option for your players.

FicHTING STYLE

You adopt a particular style of fighting as your specialty.
Choose a number of fighting style maneuvers based on your
class to learn. A Fighter learns four maneuvers at 1st level,
and Ranger and Paladin learn two at 2nd level.

The maneuvers you learn from these fighting styles
(detailed in the Maneuvers section below) are intricate and
only one can be performed per turn.

Some of your maneuvers require the target to make a
saving throw to resist the maneuvers effects. The saving
throw is calculated as:

Maneuver Save DC = 8 + your Proficiency Bonus +
your Strength or Dexterity modifier (your choice)

Each time you gain a level in this class, you can choose
one maneuver that you know and replace it with another
maneuver of your choice.

MANEUVERS

You learn a number of maneuvers when you gain the
Fighting Style class feature or Martial Adept feat. The
number of maneuvers you learn is determined by the

class you gained the feature from. You cannot choose the
same maneuver twice, even if another feature lets you pick
additional maneuvers.

ARRESTING ATTACK

When making an attack with a weapon with the reach
property against a creature no more than one size larger than
you, you can choose to arrest the target instead of making

a normal weapon attack. Make a Strength (Athletics) check
contested by the target’s Strength (Athletics) or Dexterity
(Acrobatics) check (the target chooses the ability to use). If
you win the contest, you either knock the target prone or pull
it 5 feet closer to you.

DIiSARMING ATTACK

When you take the Attack action on your turn, you can
forgo one of your attacks to attempt to disarm a creature
within 5 feet, forcing it to drop one item of your choice that
it's holding. The target must make a Strength saving throw.
On a failed save, they drop the object you choose. The
object lands at their feet.

GOADING ATTACK

When you take the Attack action on your turn, you can
forgo one of your attacks and attempt to goad a creature
within 5 feet into attacking you. That creature must make
a Wisdom saving throw. On a failed save, the target has
disadvantage on the first attack roll they make before the
end of your next turn that doesn’t include you as a target.

GraB HoLbp

When you take the Attack action on your turn and attack
with a single melee weapon and nothing in your other
hand, you can use your bonus action to attempt to grapple a
target that you hit with an attack this turn.

MENACING ATTACK

When you hit a creature with a heavy melee weapon attack,
instead of dealing weapon damage you can attempt to
frigthen the target. The target must make a Wisdom saving
throw. On a failed save, they are frightened of you until the
end of your next turn.

PARrY

If you take the Attack action on your turn and attack with a
single melee weapon and no shield, you can use your bonus
action to ready a parrying maneuver. You have a bonus to
your AC equal to your Strength or Dexterity modifier (your
choice) against the first melee attack made against you
before the start of your next turn.

PATIENT STRIKE

When you take the Attack action on your turn, you can
choose to forgo an attack to prepare for the movements of
one creature of your choice that you can see. Until the start
of your next turn, that creature provokes opportunity attacks
from you if they enter your reach. In addition, you have
advantage on opportunity attacks against that creature.

PowER ATTACK

When you take the Attack action on your turn and make a
melee attack with a heavy weapon against a creature that
has advantage, you can choose to forgo advantage and
make a more powerful strike. If you hit, you deal additional
damage equal to your proficiency bonus.

PrecisioN Aim

When you take the Attack action on your turn and make a
ranged weapon attack against a creature with disadvantage,
you can choose to ignore disadvantage as you make a

more precise strike. If you hit, you do not add your ability
modifier to the damage dealt by this attack.
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PusHING ATTACK

When you hit a creature with a melee weapon attack while
wielding a shield, you can attempt to drive the target back.
If the target is Large or smaller, you can push the target up
to 5 feet away from you.

RaLry

On your turn, you can use a bonus action to bolster the
resolve of one of your companions by banging on your
armor or shield. When you do so, choose a friendly creature
within 15 feet that can see or hear you. That creature gains
temporary hit points equal to your Charisma modifier (a
minimum of 1) which last until the end of their next turn.

Rapip FIrRE

When you make a ranged weapon attack and miss, you
can use your bonus action to quickly make another attack
against the same target with disadvantage.

RiposTE

When a creature misses you with a melee attack, you
can use your reaction to make a melee attack with a light
weapon against that creature with disadvantage.

SureLD Brock

When a creature you can see attacks a target other than
you that is within 5 feet of you, you can use your reaction
to impose disadvantage on the attack roll. You must be
holding a shield to perform this maneuver.

STEEL WILL

When a creature damages you with a nonmagical weapon
while you are wearing armor, you can use your reaction
to reduce bludgeoning, piercing, or slashing damage by
an amount equal to your Strength or Dexterity modifier
(your choice).

SWEEPING ATTACK

When you take the Attack action while wielding a weapon
in two hands, you can chose to forgo an attack to make a
special sweeping strike. Choose two creatures within 5 feet
of each other that are both within your reach. Make a single
attack roll against both creatures. For each creature hit,
they take damage equal to the weapon’s damage roll.

TWIN STRIKE

When you take the Attack action on your turn, and have

a different light melee weapon which you are proficient
with in each hand, you can use your bonus action to make
a twin strike with both weapons. Make a single attack roll
against a creature within reach of both weapons. If either
weapon has the finesse property, you can choose to use
your Dexterity modifier in place of your Strength modifier
for this attack. You deal damage equal to both weapon’s
damage die, but you do not add your ability modifier to the
damage of either weapon.
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VOLLEY

Choose two creatures within 5 feet of each other that you
can see within your ranged weapon’s normal range. You
can forgo one of your attacks when you take the Attack
action to make a single volley attack against both creatures.
You must have enough ammunition for eachtarget. Make a
single attack roll against both creatures. For each target, if
this attack hits, it takes your weapon’s normal damage but
you do not add your ability modifier to the damage roll.

Feats

Below are changes to feats to accommodate the Fighting
Maneuvers system.

DuaL WIELDER
You master fighting with two weapons, gaining the
following benefits:
¢ You gain a +1 bonus to AC while you are wielding a
seperate melee weapon in each hand.

¢ You can use two-weapon fighting or the twin strike
maneuver even when the one-handed melee weapons
you are wielding aren’t light.

e The bonus action attack granted by two-weapon
fighting can be made as a twin strike maneuver if you
know it. This does not count as your one maneuver for
the turn.

¢ You can draw or stow two one-handed weapons when
you would normally be able to draw or stow only one.

MARTIAL ADEPT

You’ve completed a rigorous martial training to gain the
following benefits:
¢ Increase your Strength or Dexterity by 1, to a maximum
of 20.

¢ Choose a single maneuver from the list of optional
features available to the Fighter. You can’t take the
same maneuver option more than once, even if you get
to choose again. If a maneuver you use requires your
target to make a saving throw to resist the maneuver’s
effects, the target throw DC equals 8 + your proficiency
bonus + your Strength or Dexterity modifier (your
choice).

Fighter

Below is the only change to the base fighter that
accompanies the Fighting Maneuvers. This change gives the
Fighter an edge over other martials not, just in knowing
maneuvers but in applying them.

ACTION SURGE

Starting at 2nd level, you can push yourself beyond your
normal limits for amoment. On your turn, you can take one
additional action on top of your regular action and a possible
bonus action. In addition, on a turn when you use this
feature, you can perform two maneuvers instead of one.

Once you use this feature, you must finish a short or long
rest before you can use it again. Starting at 17th level, you
can use it twice before a rest, but only once on the same turn.



THE CHAMPION, REVISED

CHAMPION MANEUVERS

Below are two additionals maneuvers that a Champion
learns upon reaching 3rd level.

Exploit. When a creature that you can see within 5 feet
of you is grappled or knocked prone, you can use your
reaction to make an unarmed strike against that creature.

Gang Tactics. After a friendly creature that you can see
or hear hits a creature that is within 5 feet of you with an
attack, you can use your reaction to attempt to shove or
grapple that creature.

IMmPROVED CRITICAL

Beginning when you choose this archetype at 3rd level,
your weapon attacks score a critical hit on a roll of 19 or 20.

REMARKABLE ATHLETE

Starting at 7th level, when you make a Strength, Dexterity, or
Constitution check that you are proficient in, you can choose
to add double your proficiency bonus to that check.

Once you use this feature, you must finish a short or long
rest before you can use it again. You regain the use of this
feature early when you use your Action Surge feature.

ExcepTiONAL FIGHTING STYLE

At 10th level, your maneuvers become deadly in their own
right. Whenever a creature fails a saving throw to resist the
effects of one of your maneuvers, or you make a successful
attack roll against a creature as part of a maneuver, you can
choose to deal damage to a single target of that maneuver
equal to 1d4 + your Strength or Dexterity modifier (your
choice). The type of this damage is a type that a weapon
you're wielding could deal, or bludgeoning if you are
wielding no weapons.

SuPERIOR CRITICAL

Starting at 15th level, your weapon attacks score a critical
hit on a roll of 18-20.

SURVIVOR

At 18th level, you attain the pinnacle of resilence in battle.
At the start of each of your turns, you regain hit points
equal to 5 + your Constitution modifier if you have no more
than half of your hit points left. You don’t gain this benefit if
you have 0 hit points.

Additionally, when you are reduced to 0 hit points and
don’t die outright, you are immediately stabilized.

OTHER OFFICIAL ARCHETYPES

ARCANE ARCHER

Below are two additional maneuvers that an Arcane Archer
learns upon reaching 3rd level.

Grounding Strike. When you take the Attack action on
your turn and make a ranged attack, you can choose to deal
no damage and instead attempt to force a flying creature to
the ground. On hit, the target must make a Strength saving
throw. On a failed save, their flying speed becomes 0 until
the end of their next turn. On a successful save, their flying
speed is instead halved until the end of their next turn. In
either case, at the start of their next turn they immediately
descend 60 feet safely towards the ground.

Hidden Strike. When making a ranged attack against a
creature that cannot see you, you can imbue your attack with
a small amount of illusion magic to disguise your location.
You do not give away your location with this attack.

CAVALIER

Below are two additional maneuvers that a Cavalier learns
upon reaching 3rd level.

Call to Arms. While not mounted, as a bonus action you
can whistle or otherwise call to a mount you’re sufficiently
familiar with or have mounted for at least an hour in the
last 24 hours. You make an audible noise that if the creature
can hear, it can immediately use its reaction to move
towards you at double its speed.

Pursuit. When a creature marked by you uses their
movement to move to a space 15 feet away from you
or more, you can use your reaction at the end of their
movement to move up to your movement speed closer
to them.

EvrpriTcH KNIGHT

Below are two additional maneuvers that an Eldritch
Knight learns upon reaching 3rd level.

Arcane Blade. After casting a spell of 1st-level or higher,
you can use your reaction to reclaim lingering magic and
enchant your blade. Your next weapon attack before the
end of your next turn is magical and deals an additional
1d8 force damage.

Expel Magic. While concentrating on a spell of 1st-level
or higher, you use your bonus action to release that energy,
ending the concentration early and dealing force damage to
creatures of your choice within 10 feet of you. This damage
equals 1d6 per level of the spell slot spent on the spell
when it was cast.

SAMURAI

Below are two additional maneuvers that a Samurai learns
upon reaching 3rd level.

Dancing Blade. When you take the Attack action on
your turn and have advantage on an attack roll against a
creature, you can forgo the advantage for that roll to attempt
a disorienting and elaborate strike. If that attack hits, the
target cannot take any reactions until the end of its next turn.

Debonair Death. When you take damage that reduces
you to 0 hit points and doesn’t kill you outright, you can use
your reaction to make a weapon attack against the creature
that reduced you to 0 hit points.
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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.

Fighting Maneuvers v1.1 Copyright 2018, Vorpal Dice Press; Author Steve Fidler.



