


Trio of Barbarians

Presented here are a trio of subclasses for the Barbarian.
Each exemplifies a barbarian whose innate connection

to their homeland manifests as an elemental rage. These
archetypes create a more mystical and magical Barbarian.

PaTH oF THE RAGING MOUNTAIN

Barbarians who take up this path are often members of
mountain tribes, who work the land and the stone all their
life. Their bodies become conditioned and much alike the
boulders they move. They’ve learned the channel the power
of the earth through their reverence of it and can perform
marvelous feats through it.

CHANNEL EARTH

Starting at 3rd level, you can manipulate the earth and
stone around you while raging. During a rage, when you
take the Attack action, you can forgo an attack to instead
perform one of the following options.

Defensive Formation. You stomp the ground, kicking
up a block of stone to attempt to shield you from a ranged
attack. Before the start of your next turn, if a hostile
creature you can see makes a ranged attack, you can use
your reaction to create a block of stone in an unoccupied
space within 5 feet of you. This stone is 5 feet cubed, and
can potentially creating cover against the attack. The block
of stone crumbles at the start of your next turn.

Rock’s Grasp. You make an attempt to grapple a creature
within range. If you win the contest, in addition to
grappling the creature, you can use your bonus action to
slam them prone. You break your grapple and knock the
target prone, slamming down to the ground. The target
takes bludgeoning damage equal to 1d12 + your Strength
modifier + your Rage damage bonus.

Throw Stone. You kick up a piece of natural stone or dirt
nearby, and launch it at a creature of your choice that you
can see within 60ft. Make a ranged weapon attack. On a hit,
the target takes bludgeoning damage equal to 1d10 + your
Strength modifier + your Rage damage bonus.

STONEHOME

Starting at 6th level, while raging you can quickly create a
stone barrier to protect yourself from certain effects, such as
a shatter or blight spell. When you are subjected to an effect
that allows you to make a Constitution 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.

CHEaP SHOT

At 10th level, you’ll do what it takes to win a fight. When

a creature provokes an opportunity attack from you, you
can use your reaction to instead make a grapple or shove
attempt, or use the throw stone attack (as described in the
Channel Earth feature) against that creature. You can do
this even while you are not raging, but you do not add your
rage damage bonus to the damage, and you do not suffer
disadvantage for being within 5 feet of your target.
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EARTHFORM

At 14th level, your body can mimic the earth and stone.
When you enter a rage, you can choose to gather the dust
and stone from around you and harden your body. You gain
the following benefits.

e Your speed is reduced by 10 feet, and you cannot
benefit from flying movement or effects such as feather
fall.

¢ You gain a burrow speed equal to your speed through
loose dirt and sand, but cannot end your turn
underground. If an effect would force you to end your
movement underground, you are forced to the nearest
surface and take 1d10 bludgeoning damage for each 5
feet of movement required to move you to the surface.
¢ You reduce all incoming damage by an amount equal to
your Strength modifier. If the damage is non-magical, it
is reduced by twice as much.
¢ Your unarmed strikes use a d10 for damage.
This effect ends when your rage ends. Once you've used
this feature, you must complete a long rest before you can
do so again.



PatH oF THE SEETHING CYCLONE

Barbarians who take up this path typically come from a
lineage of ancestors who have braved the seas and their
mistral storms. Their bodies become tempered by the
storm’s cold bite. They’ve learned to channel the power of
the wind and propel their goals foward.

CHANNEL WIND

Starting at 3rd level, you can manipulate the air and
moisture around you while raging. During a rage, when you
take the Attack action, you can forgo an attack to instead
perform one of the following options.

Gale. An object you are holding, that weighs no more
than 5 1bs, is flung in a straight line up to 60 feetin a
direction you choose before falling to the ground, stopping
early if it impacts against a solid surface. This object does
not travel with enough velocity to deal damage, either to a
creature or object it impacts against or itself.

Storm Globe. You capture the moisture from the air
around you and form a swirling ball of liquid in your hand.
You can choose to deposit this into a container, creating 1
gallon of potable water, or launch it at a creature within
60 feet. Make a ranged weapon attack. On a hit, the target
takes cold damage equal to 1d10 + your Dexterity modifier
+ your Rage damage bonus.

Swirling Shield. A torrent of water forms around you,
preventing some projectiles from reaching you. If a hostile
creature misses you with a ranged attack, you can use your
reaction to launch it at a creature within 20 feet. You make
this attack with proficiency, regardless of your weapon
proficiencies, and you add your Rage damage bonus to the
damage if it hits.

STORMHOME

Starting at 6th level, you can fuel your mobility with the
storm that rages inside of you. While raging, your jump
distances are tripled, and you are only required to move 5
feet to gain a running start for either a long or high jump.
In addition, when determining the amount of damage you
take from falling, you can reduce the distance fallen by an
amount equal to your speed.

UPDRAFT

At 10th level, when a creature moves into a space within 5
feet of you, you can use your reaction to create an updraft
under their feet. If the target is hostile, they must make a
Dexterity saving throw (the DC is equal to 8 + your Dexterity
modifier + your proficiency bonus). A friendly creature can
choose to fail this saving throw. On a failed save, they are
launched 30 feet directly upwards into the air.

If the target collides with a solid object, they take 1d6
bludgeoning damage for each additional 10 feet that they
would have traveled, and immediately fall back to the
ground.

Friendly creatures who you lift this way fall slowly and
safely, and are able to move 1 foot horizontally for each 2
feet they drop, unless they collided with a solid object.

SQUALLFORM

At 14th level, your body swells with the storm inside you.
When you enter a rage, you can choose to disturb the air
around you and create an inhospitable environment for
your foes. You gain the following benefits.
¢ The area within 60 feet of you becomes enveloped
in a strong wind. Ranged attack rolls with a
projectile that passes through this area, and Wisdom
(Perception) checks that rely on hearing, are made
with disadvantage. Open flames are extinguished, fog is
dispersed, and non-magical flying is suppressed in this
area. A flying creature in this area must land at the end
of its turn or fall.
¢ You gain a flying speed of 60 feet.
¢ Creatures that you launch into the air with your
Updraft feature are lifted 60 feet instead, and have
disadvantage on their Dexterity saving throw to resist
being lifted.
This effect ends when your rage ends. Once you've used
this feature, you must complete a long rest before you can
do so again.
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PatH oF THE FLowING CALAMITY

Barbarians who take up this path typically come from
tribes who live on volcanic islands or dwell in sandy
deserts. They model their strength and power after their
homeland and its destructive inclination. Their bodies can
superheat and ignite the air and land around them as they
channel the spirit of their homeland.

FrowiNGg CALAMITY SAVE DC

When a feature gained by a Path of the Flowing Calamity
Barbarian calls for a creature to make a saving throw, the
DCis equal to:

Flowing Calamity Save DC = 8 + your Constitution modifier +
your proficiency bonus.

CHANNEL FIRE

Starting at 3rd level, you can manipulate the air and land
around you while raging. During a rage, when you take the
Attack action, you can forgo an attack to instead perform
one of the following options.

Calamity’s Touch. You touch a water source that is
no more than 5 gallons, and vaporize it with your heat,
destroying it. As long as you destroy at least 2 gallons
of water this way, all creatures within 5 feet (excluding
yourself) must make a Constitution saving throw or
become blinded until the end of your turn.

Concussive Blast. You enter a defensive stance, filling your
lungs with super heated air. If a creature moves within 5 feet
of you before the start of your next turn, you can use your
reaction to make a shove attempt against them. If you win
the contest, the target takes fire damage equal to your Rage
damage bonus and is pushed back 5 feet and knocked prone.

Ignition Stream. You condense the air around you into a
super hot blast and fire it forward with a massive breath.
Creatures in a line 5 feet wide and 30 feet long must make
a Dexterity saving throw. On a failed save, they take fire
damage equal to your Rage damage bonus and their bodies
and skin are ignited. Flammable objects that are not being
worn or held in the area of this effect become ignited. At
the start of their next turn, they must make a Constitution
saving throw or take the damage again.
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HEARTHHOME

Starting at 6th level, while raging your body steams with
excessive heat. You gain immunity to cold damage. In
addition, when you would otherwise have taken cold
damage, you can use your reaction to vaporize the effect
into superheated steam. All creatures within 10 feet of you
must make a Constitution saving throw or take fire damage
equal to your Barbarian level.

FIREBREATHING

Starting at 10th level, you can expel blasts of true flames
with your breath. While raging, you can use your action to
spew a burst of fire from your mouth. Each creature within
a 30-foot cone must make a Dexterity saving throw. On

a failed save, they take 4d6 fire damage and are knocked
prone. On a successful save, they take half as much damage
and are not knocked prone. Once you use this feature, you
can’t use it again until you use your bonus action to enter a
rage again.

FLAMEFORM

At 14th level, your body can mimic the destructive nature
of fire. When you enter a rage, you can choose to gather the
latent heat and energy from around you and superheat your
body. You gain the following benefits.

e The area within 30 feet of you becomes superheated.
Creatures of your choice who start their turn within
this area take fire damage equal to half your Barbarian
level unless they are naturally adapted to hot climates.

¢ The area beyond that, up to 120 feet, becomes
completely chilled. Creatures who start their turn
within this area who are not immune to cold damage
have their speed halved until the start of their next turn
unless they are naturally adapted to cold climates.

¢ You have immunity to fire damage.

This effect ends when your rage ends. Once you've used
this feature, you must complete a long rest before you can
do so again.



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.

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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