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' born of mosnlight

You were once lost, Wéndering the woods, desert, or mountainsjdf Glfaistala without a path or guide—only the

i

mother moon was there to Melp you past kaiju and éuper\/illians. n timg, 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’

moon. \ .

books of-the‘Luna,r\_ Knights,
against those thingsithat b
the ability to cast darkness.

- Crescent, Half Moon, Gibbous, and Full Moon. Each or er tends to reflect a different side

Py ofthe moon, yet in the past century, the Charl,oft' e New Moon has come to be vilified
i"ar their use of dark magic to commune with ancignt astral beings, While members of

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

; ¥

Taking the Lunar Knight archetype at 3rd level signififs your path into the embrace of the moon. That means you
five charters o_f the Lunar Kni§hts. These charters are the basis of what the Lunar Knights

harter g the new moon

_é\of the Chalfter of the New Moon has filled the ears and

J know the truth — that the New Moon goes bump in the night
. When you adopt the Charter of the New Moon, you gain
cast this spell in this way once per short or long rest.
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charter o the cres:ent munm g £

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 a@fop}: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 h|ts you with a n’(aelee attack, you can use your
- reaction tocast sacred flame. / . /

charter oF the halg moon
The Charter of the Half Moon are the foot soldiers of the Lunar Knights, strong 4nd sturdy.
figh 'ers..Tru'sty in a fight and focused on yhe_ir duty to defend thia"if comfadés in arms, Half
Moon knights are the largest charter. When you adopt the/Chafter of/the Half Mdon, you
gain the ability to cast the Ilght cantrip. Additionally, when you asthg t targeting a weapon
that you are wielding and proflclent with, it deals additional radiantdamage on a hit efual
to your proficiency bonus. You can enchant up to two weapons W|th this feature: If you'

attempt to imbue a third weapon W|th this. enchantment you mu;‘t break the enchantment

with one of the other two. TAT iy .
- . .': "'. :

‘charter of

long or\':\clrt rest. Addltlonally once per short offlong rest, if you miss the melee weapon
attack you made when you s%e blade, youftan use your reaction to sheathe the target




night vision

At 3rd level, you gain darkvision to a range of 30 feet

unar blu:lded -

~ Starting at 7th level, the light of the moon fuels you and'fllls your blaod. When you tal?é damage from a melee
weapon attack, some of the damage is reﬂected back at your attacfk’er inflicting y?ur proficiency bonus in radiant
damage.

lmpraued mgh u:smn

At 7th level, your darkvision i |mpr0ves expandlng toa range of Eﬂaifeet

dusl-: app oaches

f

At 10th level, you can commune with the rmoon and let her dlanczre -energize you. During o
a long rest at night, you meditaté beneath th garw benefits based on your \
charter. You gain all expended uses of this featur u complete your next Iong rest. .

’i - :harter o the ne ‘moon

hen you take a Iong rest, you can ask the mn] foinfermation about a

ur mind along its edge, channeling the

telekinesis once. When doing so, you E ‘ r

all crescent moons, giving off dim light

moon's gravitatienal pull
appear to be surrcﬁnded
of 5 feet. K




charter oF the halp manq

In the light of the half maen, you are able to activate true harmony W|th|n
your light and dark halves, Qnd are able to cast wall of Ilg'l/t once, W|th0ut ;
its material component. The wall is half made of shadow - and half. of
moonlight. |

'
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| charter oF thé glbba '

The glowmg symbol of the gibbous moon appears on yourf rehea and
- from that sigil you can cast dayllghtonce

-’:

'l:harter aF the .

The symbol of the fuII moon appears abov.our' eart, and it glows with




embrace the night -

At 18th level, you ascend to truly being a guardlan of the moon. You are no langer. fuII\g human. Your‘ _
creature type is now celestial; you no longer need to e.at sleep, or bre’at you are resistant U] nonmaglcal
bludgeoning, piercing, ard slashing damage; and you gain a flying speg! of 40 feet. Addltlonally, on(;e per

* lunar cycle, if you die, youﬁléappear into a column of moz'nllght and are reborn, as if brought back to life by
a true resurrection spell, when your charter's phase next shines. If you dle a second me within the same
lunar cycle, you remain dead. g A / i

where do
' put this
subclassp i
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open game license /-

Permission to copy, modify and distribute the files coIIectlver known as the System Reference Docqment 54 (“SRDS”) is
granted solely through the use of the Open Gaming Llcense Version 1.0a. Th'ls aterial is béing released usmg the Open
Gaming License Version 1.0a arid you should read and understapd the terms of that License before uplng this material.

The text of the Open Gaming Li Litehse itself is not Open Gamefonjcent 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 i iny Section 7 of thie OGL, and-are not Open Content:

Dungeons & Dragons, D&D, Player's Handboek, Dungeon Master, Mons’qérManual d20f5ystém leards of the Coast, d20
(when used as a trademark), Forgotten Realms, Faer(in, 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, )/nﬁnlte Layers of the Abyss arterian Depths of Carceri, Gray Waste of
Hades, Bleak Eternity of Gehenna, Nine Hells pf Baator, Infernal Batgleﬂeld of Acheron_,flockwork Nirvana of Mechanus,
Peaceable Kingdoms. of Arcadla Seven Mounting Heavens of Celestla win Paradises of Bytopia, Blessed Fields of -
EIy5|um Wilderness of the Beastlands Olympian Glades of Arborga Corfcordant Domain of the Outlands, Sigil, Lady of
Pain, Book of Exalted Deeds, Book of ylje Darkness, Beholder, g uth, Carrion Crawler, tanar'ri, baatezu, Displacer Beast,

- Githyanki, Githzerai, Mind Flayer, illithid; Umber Hulk, Yuan-ti. Al of/the rest of the SRDS is Open Game Content as
described in Section 1(d) of the License. The terms of t e Open Gaming License Version 1.0a are as féllows: OPEN GAME
License Version 1.0a The following text is the propé rds hf the Coast, LLC.and is Copyright 2000 Wizards of the
Coast, Inc ("Wizards"). All Rights Reserved. . ' } : - '

. . . f r "
1. Definitions: (a)"Contributors” means the chyright and/or trademark owners who have contributed Open Game
Content; (b)"Derivative Material” means cmpyrlghted ma erlal including derivative works and translations (including into

'hther computer languages), potation, modlflcan' corfection, addition, extension, upgrade, improvement, compilation,

ébr‘dgment or other form in which an existing work may be récast, transformed or adapted; (c) “Distribute” means to
reproduce}J_lcense rent, lease, sell, broadcast publicly display, trarismit or otherwise distribute; (d)"Open Game Content”
means the\game meehanic and includes the meﬁ procedures, processes and routines to the extent such content-
does not embody the Product Identity and is an‘en ancement over the prior art and any additional content clearly
identified as Opeh,Game Content by the Contributer; and fheans any work covered by this License, including translations

stoxes plots, thematl lements, dlalogue incidefits, language, artwork, symbols de5|gns depictions, I|I<enesses
form oses, concepts, tf mes and graphic, photographic and other visual or audio representations;-names and
descriptions'ef characters, Sp Is, éqchantments ‘pefsonalities, teams, personas, likenesses and Special abilities; places,
locations, environments, creqtu&es Equipment, magical or supernatural Abilities or effects, logos, symbols, or graphic

designs; and any other trade\

ark, or registered trademark clearly identified as Product identity by the owner of the
Product Identity, and: which speeifi

ly excludes the OPEN Game Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs th 2 used by a Contributor to Identify itself or its products or the associated products
contributed to the Open Gaife ( nse 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;




,a' -
(h) “You" or “Your” means the licensee in terms of this agreement. 2. The Licepse: Th|s License applles 0 any Open Ga _
Content that contains a notice indicating that the Open Game Content may only be Used under arfd in terrp aof this'
License. You must affix'such a notice to any Open Game Content that you Use. No terms may be addled 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 Usir(‘g the Open Game Content Youindicate Your
acceptance of the terms of this License. 4. Grant and Consideratj on: In considération for agreeing to use this'License, the .
Contributors grant You a perpetual, worldwide, royalty-free, nonechUswe License With the exact terms of this License to
Use, the Open Game Content. 5.Representation of Authority to Contribute: If You are cont |but|ng original material as
Open Game Content, You represent that Your Contributions are Your orF[maI 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 [;ontent You are copylng modifying /
or distriputing, and You must add the title, tZue copyright date, and, the copyright’holder's name to the COPYRIGHT
NOTICE of any original Open Game Content yol Distribute. 7. Use of Product Identity: You agree not to Yse any Product
Identity, including as an indication as to compatlblllty, except as exp(ressly licensed in-another, independent Agreement
with the owner of each elemest of that Product Identity. You agreg not t indicate compatibility or co-adaptability with |
any Trademark or Registered Trademark in canjunction with 3 wark containing Open Gal_ne'Content except as expressly
licensed in another, independent Agreement with the ovyner' of such Tr?demarkor Regisfered Trademark. '

f
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The use of any Product Identity in Open-Game Conte
tdentity. The owner of any Product Identity used in.

i c0n$t|tute a Challenge to the ownershlp of that Product
e Content shall retain all rights, title and interest in and to
that Product Identity. 8. Identification: If you dlstnbu )gh Game Content You must clearly indicate which portions of
_ the work that you are distributing are Open Game Conte /QE.l'deating the License: Wizards or its designated Agent§
":, may publish updated versions of this License. You may use any authorized version of this License to copy, modify and
;. dlstrlbute any Open Game'Content originally dls?l]te under any version of this License. 10. Copy of this License: You
T include a copy of this License with every copy fhe' Open Game Content You Distribute. 1. Use of Contributor
Credlts You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written pes[lnssmn from the Contributor to de'so. 12. [nability to Comply If it is impossible for You to comply with any of
the terms of this License with respect to soms‘ll of the Open Game Content due to statute, judicial order, or
governmental r?‘ulatlon then You may not Use any Open, hame Material so affected. 13. Termination; This License will
terminate autoq%((cally if You fail to comply with all'terms herein and fail to cure such breach within 30 days of
\becoming aware of breach. All sublicenses shall syfrvive the termination of this License. 14. Reformation: If any
preyision of this Licenseis held to be unenforceable, guch pratision shall be reformed only to the extent necessary to
makt enforceable. 15. CAPYRIGHT NOTICE Open (ame License v 1.0a Copyright 2000, Wizards of the Coast, LLC.
System Re\ﬁe&ence Document 5.1 Copyright 2016, Wzérds of the Coast, LLC.; Authars Mike Mearls, Jeremy Crawford, Chris
Perkins, ‘Rodney Thompson, Reter Lee, James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshent, based on original material by E. Gary Gygax and Dave Arnesan. Supers & Sorcery: The Lunar Knight copyright
2021 by Daylight Pub‘licationshl
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