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Eons ago, the Lord of the Wavering Eye sacrificed one of
his eyes in exchange for the gift of being all seeing.
Barbarians that follow the path of the One-Eyed God seek,
like their master to see the truth at the expense all else .

' Their Lord rewards their sacrifice and devotions with the

heart of the matter at hand, no matter the situation.

ability to divine beyond the appearances and strike at the

gy

Gight OF The One-Eqedu

Your path to truth leads you to lay aside the

deceptions and snares of the senses. Starting at

the 3 level when you jein'this path you
sacrifice your sight in similitude of the One— :
Eyed God, becoming blind. In return the One-

Eyed God grants you blindsight to a range of 60- |

feet and True Sight for 10 feet. You can also

detect if a smell, taste, sound, or touch

sensation is real or illusory. -
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gain a magic benefit based on one of the three: - e
areas of the all-seeing One-Eyed God's powers g

of divination of your choice - Things As They

Have Been, Things As They_Are}"an\d Things As .
They Will Be. This ability is fueled by your pool

of divination points, which is equal to 4x your
barbarian level. Any expended divination -
points are refreshed at the end of a long rest.

Things As They Have Been: While raging, yoa

gain the ability to divine what magical abilities
a creature has used in the recent past and steel
yourself against them. You may use your

‘reaction to roll a die of your choice. The die size

is subtracted from your pool of available
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ANt on points. You divine a number of

1 epared spells or magically. fueled abilities ;
that a target creature within 30 feet posseses
equal to the the roll, as chosen by your DM.
Choose up to 2 of those spells or magically

- fuelled abilities, and give yourself advantage on

all saves against those spells.

" -Things As They Are: While raging, you gain

insight into how creatures around you intend to -
maove. may use your reaction to move half
speed and make an opportunity attack against a

- creature that moves of its own volition in any

Starting at level 3, when s you grelnarpeson 0  direction besides towards you within that

Tange. Subtract the damage dealt in this way

from your pool of divination points, or the

. average damage that would have been dealt on
. h1t if you miss.

i Things As They Will Be: While raging, you
~ gain the ability to divine the intentions of others
__to do harm and bolster your allies. When you or
_an ally are the target of an attack, you can use
: you_r reaction to roll a die of your choice. The
~die size is subtracted from your pool of

available divination points. You add the roll to
the target’s AC, potentially causing the attack to
miss. If the attack still hits, the target has

resistance to the attack’s damage.
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any such plans. If you roll a d20, the lengthisa -

year. This ability gives the identity and
__intention of the creature, or that no creature has
any intentions towards the target..
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Starting at level 14, the One-Eyed God grants )
you the power to see and hear things occuring
elsewhere or in another time. You can choose* | '
the same divination area you selected at earlier';-’
levels or a different one. ' G .

Things As They Have Been: You gain the
ability to divine the history of your current

location. As an'actiori, roll the die?of your - e _':'; ‘
choice. The die size is subtracted ‘,f"rom your ’ .

pool of available divination points. You 'seet and = '
hear what happened during a 10 minute
window within a number of hours equal to
your roll to a radius of 60 feet. Alte-rnately, you. :
may choose to see and hear what action or'-
events caused a visible, observable effect that

you can see within that timeframe (i.e. a broken
pot, blood on the ground footprmts, etc.).

Things As They Are: As an action, roﬂ the die
of your choice. The die size is subtracted from
your pool of available divination points. You
cast the Scrying spell, except it has no matenal _
component, has a duration of concentratlon up 3
to a number of minutes equal to'your roll, and
there is no invisible sensor that can be detected f %

Things As They Will Be As an action, roll the
die of your choice. The die 51z_e is subtracted
from your pool of available divination points. '
You cast the Divination spell, asking the One-
Eyed God. The number of days within Wthh it
can predict is equal to your roll. You use this
twice before triggering the possibility of a

~ random reading.



