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THE LUNARTHE LUNARTHE LUNAR
KNIGHTKNIGHTKNIGHT

You were once lost, wandering the woods, desert, or mountains of Ghaistala without a path or guide—only the

mother moon was there to help you past kaiju and supervillians. In time, you came to see her for who she truly was:

a well source of power, and a light for all to see and love – perhaps even a Titan in of herself. That is when you were

found by the Lunar Knights—striking warriors of silver, blue, white, and violet who took you in and trained you,

transforming your love for the mother moon into something truly powerful.

BORN OF MOONLIGHTBORN OF MOONLIGHTBORN OF MOONLIGHT

ORDER OF THE PHASESORDER OF THE PHASESORDER OF THE PHASES
The Lunar Knights are divided into five separate sub-orders or charters: New Moon,

Crescent, Half Moon, Gibbous, and Full Moon. Each order tends to reflect a different side

of the moon, yet in the past century, the Charter of the New Moon has come to be vilified

for their use of dark magic to commune with ancient astral beings. While members of

different charters rarely get along, lunar knights always assist a fellow warrior of the

moon. 

MOON CHARTERMOON CHARTERMOON CHARTER
Taking the Lunar Knight archetype at 3rd level signifies your path into the embrace of the moon. That means you

are part of one of the five charters of the Lunar Knights. These charters are the basis of what the Lunar Knights

are. 

CHARTER OF THE NEW MOONCHARTER OF THE NEW MOONCHARTER OF THE NEW MOON
While the narrative of the downfall of the Charter of the New Moon has filled the ears and

books of the Lunar Knights, you know the truth — that the New Moon goes bump in the night

against those things that bump back. When you adopt the Charter of the New Moon, you gain

the ability to cast darkness. You can cast this spell in this way once per short or long rest.
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CHARTER OF THE CRESCENT MOONCHARTER OF THE CRESCENT MOONCHARTER OF THE CRESCENT MOON
The Charter of the Crescent Moon are the assassins and shock troopers of the Lunar

Knights, specializing in stealth and ancient magics. Sometimes nicknamed the Bloody

Crescent, knights of the Crescent Moon are silent and deadly. When you adopt the Charter of

the Crescent Moon, you gain the ability to cast the sacred flame cantrip. Additionally, once

per short or long rest, when a creature hits you with a melee attack, you can use your

reaction to cast sacred flame.

CHARTER OF THE HALF MOONCHARTER OF THE HALF MOONCHARTER OF THE HALF MOON
The Charter of the Half Moon are the foot soldiers of the Lunar Knights, strong and sturdy

fighters. Trusty in a fight and focused on their duty to defend their comrades in arms, Half

Moon knights are the largest charter. When you adopt the Charter of the Half Moon, you

gain the ability to cast the light cantrip. Additionally, when you cast light targeting a weapon

that you are wielding and proficient with, it deals additional radiant damage on a hit equal

to your proficiency bonus. You can enchant up to two weapons with this feature. If you

attempt to imbue a third weapon with this enchantment, you must break the enchantment

with one of the other two.

CHARTER OF THE GIBBOUS MOONCHARTER OF THE GIBBOUS MOONCHARTER OF THE GIBBOUS MOON
The Charter of the Gibbous Moon are warmages and battlemasters, usually the strategic

officers and field marshals of the Lunar Knights. To be accepted into the Gibbous Moon is a

great honor indeed. When you adopt the Charter of the Gibbous Moon, you gain the ability

to cast the dancing lights cantrip. Additionally, once per short or long rest, when a creature

hits you with an attack of opportunity, you can use your reaction to cast dancing lights,

targeting your attacker.

CHARTER OF THE FULL MOONCHARTER OF THE FULL MOONCHARTER OF THE FULL MOON
The Charter of the Full Moon are stalwart defenders entombed in armor plating and carrying

massive shields. They are the battlefield commanders and spec ops phalanx leaders. When

you adopt the Charter of the Gibbous Moon, you gain the ability to cast flame blade once per

long or short rest. Additionally, once per short or long rest, if you miss the melee weapon

attack you made when you cast flame blade, you can use your reaction to sheathe the target

in that cantrip’s radiant energy. If the creature moves before the start of its next turn, it

suffers the normal effects of the spell.
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NIGHT VISIONNIGHT VISIONNIGHT VISION
At 3rd level, you gain darkvision to a range of 30 feet.

LUNAR BLOODEDLUNAR BLOODEDLUNAR BLOODED
Starting at 7th level, the light of the moon fuels you and fills your blood. When you take damage from a melee

weapon attack, some of the damage is reflected back at your attacker, inflicting your proficiency bonus in radiant

damage.

IMPROVED NIGHT VISIONIMPROVED NIGHT VISIONIMPROVED NIGHT VISION
At 7th level, your darkvision improves, expanding to a range of 60 feet.

DUSK APPROACHESDUSK APPROACHESDUSK APPROACHES
At 10th level, you can commune with the moon and let her radiance re-energize you. During

a long rest at night, you meditate beneath the moon to gain benefits based on your

charter. You gain all expended uses of this feature when you complete your next long rest.

CHARTER OF THE NEW MOONCHARTER OF THE NEW MOONCHARTER OF THE NEW MOON
When you take a long rest, you can ask the moon for information about a

creature of the night that you are hunting. When you complete your

meditation at the end of a long rest, the moon answers you with a piece

of lore about the subject. The more information you already have about

the thing, the more precise and detailed the information you receive is.

The information you learn is accurate but might be couched in figurative

language, as with the legend lore spell.

CHARTER OF THE CRESCENTCHARTER OF THE CRESCENTCHARTER OF THE CRESCENT
MOONMOONMOON
In the light of the crescent moon, you are able to call upon the cyclical

power of the crescent and hone your mind along its edge, channeling the

moon’s gravitational pull to cast telekinesis once. When doing so, you

appear to be surrounded with small crescent moons, giving off dim light

of 5 feet.
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CHARTER OF THE HALF MOONCHARTER OF THE HALF MOONCHARTER OF THE HALF MOON
 In the light of the half moon, you are able to activate true harmony within

your light and dark halves, and are able to cast wall of light once, without

its material component. The wall is half made of shadow and half of

moonlight. 

CHARTER OF THE GIBBOUSCHARTER OF THE GIBBOUSCHARTER OF THE GIBBOUS
MOONMOONMOON
The glowing symbol of the gibbous moon appears on your forehead, and

from that sigil you can cast daylight once. 

CHARTER OF THE FULL MOONCHARTER OF THE FULL MOONCHARTER OF THE FULL MOON
The symbol of the full moon appears above your heart, and it glows with

immense power. You gain the ability to cast resilient sphere once.

CHOSEN OF THE MOONCHOSEN OF THE MOONCHOSEN OF THE MOON
Starting at 15th level, the light of the moon begins to fill your very veins. Each time you reach three-

quarters, half, and quarter health, you regenerate 1d10 hit points. If you are reduced to 0 hit points, you fall

unconscious, in stable condition, and your body glows brightly. Any hostile creatures within 10 feet of you

must succeed on a DC 15 Wisdom saving throw or be blinded for a number of rounds equal to your

Constitution modifier. 
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EMBRACE THE NIGHTEMBRACE THE NIGHTEMBRACE THE NIGHT
At 18th level, you ascend to truly being a guardian of the moon. You are no longer fully human. Your

creature type is now celestial; you no longer need to eat, sleep, or breath; you are resistant to nonmagical

bludgeoning, piercing, and slashing damage; and you gain a flying speed of 40 feet. Additionally, once per

lunar cycle, if you die, you disappear into a column of moonlight and are reborn, as if brought back to life by

a true resurrection spell, when your charter’s phase next shines. If you die a second time within the same

lunar cycle, you remain dead.

WHERE DO IWHERE DO IWHERE DO I
PUT THISPUT THISPUT THIS
SUBCLASS IN...SUBCLASS IN...SUBCLASS IN...

The Lunar Knight is a subclass built definitely for more supernatural or horror-themed adventures, BUT,

there are definitely unique ways you could weave it into your campaign on Ghaistala or in Beacon! Perhaps

your character crashes through a portal and slams into the Portal Plaza, with no memory other than your

charter tattoo. Or, maybe you feel a powerful connection to one of Ghaistala's moons, or even one of the

great Kaiju who wanders the planet. 
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OPEN GAME LICENSEOPEN GAME LICENSEOPEN GAME 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, Faerûn, 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.
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(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.Offer 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 sufficient 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 J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve

Townshend, based on original material by E. Gary Gygax and Dave Arneson. Supers & Sorcery: The Lunar Knight copyright

2021 by Daylight Publications. 
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