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HUCKSTER

ROGUISH ARCHETYPE OPTION

“PRAISE BE TO AMAUNATOR!” exclaims the high
voice of a white-robed halfling, festooned with a golden
sigil of the sun on a thin cord around her neck. “The sun
witnesses all, good and evil, and casts judgment down on
those deserving his ire!” As she preaches, a heavy steel
collection box changes hands amongst the crowd, even-
tually finding its way to rest at the feet of the halfling,
laiden with coin. None in the enraptured crowd need
know that their money will not finance the construction
of a new temple in the hinterlands, but rather the grow-
ing revolution against a corrupt local lord and his
draconian politics.

A rain-swept evening finds a grizzled half-elf in a
thatch hut, tending to a farmer’s daughter, fallen ill. With
a simple holy chant and an exertion of will, a faint holy
light glimmers between the half-elf’s fingers, and gradu-
ally cleanses the sickness from the girl. Overjoyed, the
father embraces his daughter, holding her tight and
asking the half-elf however can he be repaid. Utterly com-
posed, the half-elf manipulates the various holy symbols
hidden within his sleeve before settling on the symbol of
Chauntea, producing it, and asking for but a simple dona-
tion in the service of the great mother.

“Honestly,” speaks a bearded tiefling, hands held pla-
catingly upward to a pair of menacing orcs, “I've always
preached the good word of Gruumsh, but so few are will-
ing to listen!” One of the orcs furrows his brow, trying to
comprehend. “No, truly!” continues the tiefling, settling
to a whisper, “That’s why I'm travelling with these fools.
They’ll be blood sacrifices to our god, if only you'll lead
us back to his altar at your hidden camp.”

Gifted with an intrinsic holy talent through birthright
or eclectic study, a huckster nevertheless is not a true
believer. They may or may not hold one god in higher
esteem than others, but hucksters typically worship
either many gods or no gods at all, performing rites and
rituals only as a means for power and prestige. Most
often, hucksters gain their divine power by praying to
whichever god would be willing to dole out holy empow-
erment, regardless of the sincerity of their followers.

Scorned by true believers should their nature be
revealed, hucksters usually travel from place to place,
performing minor miracles in exchange for adulations
and coin, all the while eliminating threats to their own
goals as they occur.



CHARLATANISM HUCKSTER SPELLCASTING
At 3rd level, you gain proficiency in two of the following
skills: Deception, Performance, or Religion.

You also have advantage on all checks to pass yourself
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spells this class has granted you knowledge of are
considered to be prepared at all times.

Spellcasting Ability. Wisdom is your spellcasting
ability for your huckster spells, illustrating your huck-
ster’s grasp of a smattering of religious lore. You use your
Wisdom whenever a spell refers to your spellcasting
ability. In addition, you use your Wisdom modifier when
setting the saving throw DC for a huckster spell you cast
and when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus +

your Wisdom modifier

Spell attack modifier = your proficiency bonus +

your Wisdom modifier

LIAR'S SANCTITY

Once you reach 9th level, creatures that believe you to be
of the same faith or philosophy as they are have disad-
vantage on attacks and Wisdom (Insight) checks against
you.

FAITH HEALING
Beginning at 13th level, whenever you cast a spell that
heals yourself or another individual, you may choose to
grant the hit points from your spell as temporary hit
points, rather than regular hit points.

If you do, add 2d4 hit points to the amount healed by
the spell. These temporary hit points last for one hour, or
until your next short or long rest, whichever comes first.

FAITHLESS FERVOR

At 17th level, when you are the target of a spell that
would deal damage, you may use a reaction (instead of
the normal action or bonus action) to cast a spell avail-
able to this roguish archetype that targets only yoursellf,
expending a spell slot as normal. You choose whether
this spell resolves before or after the spell that triggered
this ability.
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