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Playable Races 
Aarakocra (EEPC) 



5

Aasimar 

Protector Aasimar (DMG/VGM) 

Scourge Aasimar (DMG/VGM) 

Fallen Aasimar (DMG/VGM) 



6

Bugbear (VGM/ERftLW) 

it 



7

Centaur (GGR) 

 

https://www.dndbeyond.com/characters/races/centaur
https://www.dndbeyond.com/characters/races/centaur
https://www.dndbeyond.com/characters/races/centaur
https://www.dndbeyond.com/characters/races/centaur
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Changeling (WGtE) Dhampir (vRGtR) 

 

 
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Dragonborn (PHB) 

type 

Draconic Ancestry 
Dragon Damage Type Breath Weapon 

Black Acid 5 by 30 ft. line (Dex. Save) 

Blue Lightning 5 by 30 ft. line (Dex. Save) 

Brass Fire 5 by 30 ft. line (Dex. Save) 

Bronze Lightning 5 by 30 ft. line (Dex. Save) 

Copper Acid 5 by 30 ft. line (Dex. Save) 

Gold Fire 15 ft- cone (Dex. Save) 

Green Poison 15 ft- cone (Dex. Save) 

Red Fire 15 ft- cone (Dex. Save) 

Silver Cold 15 ft- cone (Dex. Save) 

White Cold 15 ft- cone (Dex. Save) 

Dragonborn Variant: Draconblood (EGtW) 

Dragonborn Variant: Ravenite 
(EGtW) 
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Dwarf 

Hill Dwarf (PHB) 

Mountain Dwarf (PHB) 

Dwarf Subrace: Mark of Warding (ERftLW) 

Mark of Warding Spells 
Spell Level Spells 

1st alarm, armor of Agathys 

2nd arcane lock, knock 

3rd glyph of warding, magic circle 

4th 
Leomund's secret chest, Mordenkainen's faithful 

hound 

5th antilife shell 
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Gray Dwarf (SCAG) 



12

Elf 

High Elf (PHB) 

 

Wood Elf (PHB) 

Dark Elf / Drow (PHB) 

Eladrin (DMG) 
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Eladrin (MToF) 

Sea Elf (MToF) 

Shadar-Kai (MToF) 

Aereni (WGtE) 

Valenar (WGtE) 

Pallid Elf (EGtW) 

Elf Subrace: Mark of Shadow (ERftLW) 

Mark of Shadow Spells 
Spell Level Spells 

1st disguise self, silent image 

2nd darkness, pass without trace 

3rd clairvoyance, major image 

4th greater invisibility, hallucinatory terrain 

5th mislead 



14

Firbolg (VGM) 

 

1.
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Genasi (EEPC) 

Air Genasi (EEPC) 

Earth Genasi (EEPC) 

Fire Genasi (EEPC) 

Water Genasi (EEPC) 



16

Gith (MToF) 

1.

Githyanki 

 

Githzerai 



17

Gnome 

Gnomes 

by

Forest Gnome (PHB) 

Rock Gnome (PHB) 

Deep Gnome (EEPC) 
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Gnome Subrace: Mark of Scribing (ERftLW) 

Mark of Scribing Spells 
Spell Level Spells 

1st comprehend languages, illusory script 

2nd animal messenger, silence 

3rd sending, tongues 

4th arcane eye, confusion 

5th dream 
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Goblin (VGM/ERftLW) 

of 

Goliath (EEPC) 
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Half-Elf 

Non-variant (PHB) 

 

Variant: Half-Wood Elf (SCAG) 

Variant: Half-Sun or Half-Moon Elf (SCAG) 

Variant: Half-Dark Elf (SCAG) 

Variant: Half-Aquatic Elf (SCAG) 

Variant: Mark of Detection (ERftLW) 

Mark of Detection Spells 
Spell Level Spells 

1st detect evil and good, detect poison and disease 

2nd detect thoughts, find traps 

3rd clairvoyance, nondetection 

4th arcane eye, divination 

5th legend lore 

Variant Half-Elf: Mark of Storm 
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Mark of Storm Spells 
Spell Level Spells 

1st feather fall, fog cloud 

2nd gust of wind, levitate 

3rd sleet storm, wind wall 

4th conjure minor elemental, control water 

5th conjure elemental 
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Half-Orc (PHB) 

Variant: Mark of Finding (ERftLW) 

Mark of Finding Spells 
Spell Level Spells 

1st faerie fire, longstrider 

2nd locate animals or plants, locate object 

3rd clairvoyance, speak with plants 

4th divination, locate creature 

5th commune with nature 
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Halfling Lightfoot Halfling (PHB)

Stout Halfling (PHB) 

Ghostwise Halfling (SCAG) 

Lotusden Halfling (EGtW) 
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Halfling Subrace: Mark of Healing (ERftLW) 

Mark of Healing Spells 
Spell Level Spells 

1st cure wounds, healing word 

2nd lesser restoration, prayer of healing 

3rd aura of vitality, mass healing word 

4th aura of purity, aura of life 

5th greater restoration 

Halfling Subrace: Mark of Hospitality 
(ERftLW) 

Mark of Hospitality Spells 
Spell Level Spells 

1st good berry, sleep 

2nd aid, calm emotions 

3rd create food and water, Leomund's tiny hut 

4th aura of purity, Mordenkainen's private sanctum 

5th hallow 

Hexblood (vRGtR) 

 

 
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Hobgoblin (VGM/ERftLW) Human 

Non-variant (PHB) 

Variant (PHB) 



26

Variant: Mark of Finding (ERftLW) 

Mark of Finding Spells 
Spell Level Spells 

1st faerie fire, longstrider 

2nd locate animals or plants, locate object 

3rd clairvoyance, speak with plants 

4th divination, locate creature 

5th commune with nature 

Variant: Mark of Handling (ERftLW) 

 

 

Mark of Handling Spells 
Spell Level Spells 

1st animal friendship, speak with animals 

2nd beast sense, calm emotions 

3rd beacon of hope, conjure animals 

4th aura of life, dominate beast 

5th awaken 

Variant: Mark of Making (ERftLW) 

Mark of Making Spells 
Spell Level Spells 

1st identify, Tenser's floating disk 

2nd continual flame, magic weapon 

3rd conjure barrage, elemental weapon 

4th fabricate, stone shape 

5th creation 

Variant: Mark of Passage (ERftLW) 

Mark of Passage Spells 
Spell Level Spells 

1st expeditious retreat, jump 

2nd misty step, pass without trace 

3rd blink, phantom steed 

4th dimension door, freedom of movement 

5th teleportation circle 
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Variant: Mark of Sentinel (ERftLW) 

Mark of Sentinel Spells 
Spell Level Spells 

1st compelled duel, shield of faith 

2nd warding bond, zone of truth 

3rd counterspell, protection from energy 

4th death ward, guardian of faith 

5th Bigby's hand 
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Kalashtar (WGtE/ERftLW) 



29

Kenku (VGM) 

1.

 

of 

Kobold (VGM) 



30

Leonin (MOoT) 

 

 

 

 

Lizardfolk (VGM) 

1.

+ 
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Loxodon (GGR) 



32

Minotaur (GGR/MOoT)) 

 

Orc (VGM/ERftLW) 

 

1.

https://www.dndbeyond.com/characters/races/minotaur
https://www.dndbeyond.com/characters/races/minotaur
https://www.dndbeyond.com/characters/races/minotaur
https://www.dndbeyond.com/characters/races/minotaur


33

Reborn (vRGtR) 

 

 

 

 

Satyr (MOoT) 
 

 

. 

 

 

 

 

 

. 

. 



34

Shifters (WGtE/ERftLW) 

Beasthide 

Longtooth

Swiftstride 

Wildhunt 
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Simic Hybrid (GGR) 

 

 

 



36

Tabaxi (VGM) 



37

Tiefling 

Default (PHB) 

Feral. 
l  

 

 

Devil's Tongue.  
 

 

 

  

 

 

 

Hellfire 
 

 

  

Winged.  

 

Asmodeus (MToF) 

Baalzebul (MToF) 

Dispater (MToF) 

Fierna (MToF) 

Glasya (MToF) 
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Levistus (MToF) 

 

 

Mammon (MToF) 

 

 

Mephistopheles (MToF) 

1.

Zariel (MToF) 
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Tortle (TP/XGE*) Triton (VGM) 



40

Vedalken (GGR) 



41

Warforged 
(ERftLW) 

 

 

 

 

 

 

 

Yuan-Ti Pureblood (VGM) 
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Playable Classes 

rtificer 

Arcane Science 

Seekers of New Lore 

Creating an Artificer 

Quick Build 

Class Features 

Hit Points 

Proficiencies 

Equipment 

 

  

  

 

ff x 

Optional Rule: Firearm Proficiency 



43

Magical Tinkering 

 

  

 

  ff

ff

ff

Spellcasting 

Tools Required 

Cantrips (0 – Level Spells) 

Preparing and Casting Spells 
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Spellcasting Ability 

 

Ritual Casting 

Infuse Item 

Infusions Known 

Infusing an Item 

Artificer Specialist 

The Right Tool for the Job

 

Ability Score Improvement 

Tool Expertise

Flash of Genius 

Magic Item Adapt 

 

 
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Spell-Storing Item 

Magic Item Savant 

 

 

Magic Item Master 

Soul of Artifice 

Artificer Specialists 

Alchemist (ERftLW) 

Tool Proficiency 

Alchemist Spells 

 

Alchemist Spells 
Artificer 

Level 
Spell 

3rd healing word, ray of sickness 

5th flaming sphere, Melf’s acid arrow 

9th gaseous form, mass healing word 

13th blight, death ward 

17th cloudkill, raise dead 

Experimental Elixir 

. 

Experimental Elixir 
d6 Effect 

1 
Healing. The drinker regains a number of hit points 
equal to 2d4+ your Intelligence modifier 

2 
Swiftness. The drinker’s walking speed increases by 10 
feet for 1 hour. 

3 
Resilience. The drinker gains a +1 bonus to AC for 10 
minutes. 

4 
Boldness. The drinker can roll a d4 and add the number 
rolled to every attack roll and saving throw they make for 
the next minute 

5 
Flight. The drinker gains a flying speed of 10 feet for 10 
minutes 

6 

Transformation. The drinker’s body is transformed as if 
by the alter self spell. The drinker determines the 
transformation caused by the spell, the effects of which 
last for 10 minutes. 

Alchemical Savant 

Restorative Reagents 
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 

 

Chemical Mastery 

 

 

Artillerist (ERftLW) 

Tool Proficiency 

 

Artillerist Spells 

Artillerist Spells 
Artificer 

Level 
Spell 

3rd shield, thunderwave 

5th scorching ray, shatter 

9th fireball, wind wall 

13th ice storm, wall of fire 

17th cone of cold, wall of force 

 

Eldritch Cannon 

Eldritch Cannons 
Cannon Activation 

Flamethrower 

The cannon exhales fire in an adjacent 15 - foot 
cone that you designate. Each creature in that area 
must make a Dexterity saving throw against your 
spell save DC, taking 2d8 fire damage on a failed 

save or half as much damage on a successful one. 
The fire ignites any flammable objects in the area 

that aren't being worn or carried. 

Force Ballista 

Make a ranged spell attack, originating from the 
cannon, at one creature or object within 120 feet of 
it. On a hit, the target takes 2d8 force damage, and 
if the target is a creature, it is pushed up to 5 feet 
away from the cannon. 

Protector 

The cannon emits a burst of positive energy that 
grants itself and each creature of your choice 
within 10 feet of it a number of temporary hit 
points equal to ld8 + your Intelligence modifier ( 

minimum of +1 )

 

Arcane Firearm 

Explosive Cannon
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 

 

Fortified Position 

 

 

Battle Smith (ERftLW) 

Tool Proficiency 

Battle Smith Spells 

Battle Smith Spells 
Artificer 

Level 
Spell 

3rd shield, heroism 

5th branding smite, warding bond 

9th aura of vitality, conjure barrage 

13th aura of purity, fire shield 

17th banishing smite, mass cure wounds 

 

Battle Ready 

 

 

Steel Defender 
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Extra Attack 

Arcane Jolt 

 

 

Improved Defender

 

 

  

 

 

Armorer (TCoE) 
f

f

f

f

Tools of the Trade

f

f

f f

 

Armorer Spells
 

f

f

Artificer 
Level 

Spell 

3rd magic missile, thunderwave 

5th mirror image, shatter 

9th hypnotic pattern, lightning bolt 

13th fire shield, greater invisibility 

17th pass wall, wall of force 

 
Arcane Armor 

 

f

 

 

 

f  

 

 

 

 

Armor Model 

f f

f

f

 

f

  

  
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f

f

 

  

f

 . 

 

  

 

Extra Attack
 

Armor Modifications
 

f

Perfected Armor
 

f

 

f

f

 

Artificer Infusions 

Arcane Propulsion Armor

 

 

 

 

Armor of Magical Strength 

 

 

Boots of the Winding Path 

Enhanced Arcane Focus 
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Enhanced Defense 

Enhanced Weapon 

Helm of Awareness 

 

Homunculus Servant 

Mind Sharpener 

 

Radiant Weapon 

 

Repeating Shot 
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Repulsion Shield 
 

15 

Resistant Armor 

Returning Weapon 

Replicate Magic Item 

 

Replicable Items (2nd-Level Artificer) 
Magic Item Attunement 

Alchemy Jug No 

Armblade (detailed in chapter 5, ERftLW) Yes 

Bag of holding No 

Cap of Water Breathing No 

Goggles of night No 

Prosthetic limb (detailed in chapter 5, 
ERftLW) 

Yes 

Rope of climbing No 

Sending stones No 

Wand of magic detection No 

Wand of secrets No 

Replicable Items (6th-Level Artificer) 
Magic Item Attunement 

Boots of elvenkind No 

Cloak of elvenkind Yes 

Cloak of the manta ray No 

Eyes of charming Yes 

Gloves of thievery No 

Lantern of revealing No 

Pipes of haunting No 

Ring of water walking No 

Wand sheath (detailed in chapter 5,ERftLW) Yes 

Replicable Items (10th-Level Artificer) 
Magic Item Attunement 

Boots of striding and springing Yes 

Boots of the winterlands Yes 

Bracers of archery Yes 

Brooch of shielding Yes 

Cloak of protection Yes 

Eyes of the eagle Yes 

Gauntlets of ogre power Yes 

Gloves of missile snaring Yes 

Gloves of swimming and climbing Yes 

Hat of disguise Yes 

Headband of intellect Yes 

Helm of telepathy Yes 

Medallion of thoughts Yes 

Periapt of wound closure Yes 

Pipes of the sewers Yes 

Quiver of Ehlonna No 

Ring of jumping Yes 

Ring of mind shielding Yes 

Slippers of spider climbing Yes 

Ventilating lung (detailed in chapter 5, ERftLW) Yes 

Winged boots Yes 

Replicable Items (14th-Level Artificer) 
Magic Item Attunement 

Amulet of health Yes 

Arcane propulsion arm (chapter 5, ERftLW) Yes 

Belt of hill giant strength Yes 

Boots of levitation Yes 

Boots of speed Yes 

Bracers of defense Yes 

Cloak of the bat Yes 

Dimensional shackles No 

Gem of seeing Yes 

Horn of blasting No 

Ring of free action Yes 

Ring of protection Yes 

Ring of the ram Yes 
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Spell-Refueling Ring 
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arbarian Primal Instinct  

A Life of Danger 

Creating a Barbarian 
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Quick Build 

 

Class Features 
 

Hit Points 

Proficiencies  

Equipment 

 

 

 

Rage  

 

 

 

Unarmored Defense 

Reckless Attack 

Danger Sense 

Primal Path 

Ability Score Improvement 
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Extra Attack 

Fast Movement  

Feral Instinct 

Brutal Critical 

Relentless Rage 

Persistent Rage 

Indomitable Might 

Primal Champion 

Optional Class Features 

Primal Knowledge  

Instinctive Pounce 

Primal Paths

Path of the Berserker (PHB) 

Frenzy 

Mindless Rage 

Intimidating Presence 

Retaliation 
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Path of the Totem Warrior (PHB) 

Spirit Seeker 

Totem Spirit 

Aspect of the Beast 



57

Spirit Walker 

Totemic Attunement 

Path of the Ancestral Guardian (XGE) 

Path of the Ancestral Guardian Features  
Level Features 

3rd Ancestral Protectors 

6th Spirit Shield (2d6) 

10th Consult the Spirits, Spirit Shield (3d6) 

14th Vengeful Ancestors, Spirit Shield (4d6) 

Ancestral Protectors  

Spirit Shield  

Consult the Spirits  

Vengeful Ancestors  
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Path of the Storm Herald (XGE) 

Path of the Storm Herald Features  
Level Features 

3rd Storm Aura 

6th Storm Soul 

10th Shielding Storm 

14th Raging Storm 

Storm Aura  

Storm Soul  

Shielding Storm  

Raging Storm  
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Path of the Zealot (XGE) 

Path of the Zealot Features  
Level Features 

3rd Divine Fury, Warrior of the Gods 

6th Fanatical Focus 

10th Zealous Presence 

14th Rage beyond Death 

Divine Fury  

Warrior of the Gods  

Fanatical Focus  

Zealous Presence  

Rage beyond Death  

Path of the Battlerager (SCAG) 

Restriction: Dwarves only 

Battlerager Armor  

Reckless Abandon 

Battlerager Charge 

Spiked Retribution 
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Path of the Dreadnought (SR) 

Juggernaut 

Draw Fire 

Body Guard 

Devastating Rage 
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Path of the Beast (TCoE) 

Form of the Beast 

Bestial Soul 

 

 

 

Infectious Fury 

 

 

Call the Hunt 
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Path of Wild Magic (TCoE) 

Magic Awareness 

Wild Surge 

Bolstering Magic 

 

 

Unstable Backlash 

Controlled Surge 

Wild Magic 
d8 Magical Effect 

1 

Shadowy tendrils lash around you. Each creature of your 
choice that you can see within 30 feet of you must 
succeed on a Constitution saving throw or take 1d12 
necrotic damage. You also gain 1d12 temporary hit 
points 

2 
You teleport up to 30 feet to an unoccupied space you 
can see. Until your rage ends, you can use this effect 
again on each of your turns as a bonus action. 

3 

An intangible spirit, which looks like a flumph or a pixie 
(your choice), appears within 5 feet of one creature of 
your choice that you can see within 30 feet of you. At the 
end of the current turn, the spirit explodes, and each 
creature within 5 feet of it must succeed on a Dexterity 
saving throw or take 1d6 force damage. Until your rage 
ends, you can use this effect again, summoning another 
spirit, on each of your turns as a bonus action. 

4 

Magic infuses one weapon of your choice that you are 
holding. Until your rage ends, the weapon’s damage type 
changes to force, and it gains the light and thrown 
properties, with a normal range of 20 feet and a long 
range of 60 feet. If the weapon leaves your hand, the 
weapon reappears in your hand at the end of the current 
turn. 

5 
Whenever a creature hits you with an attack roll before 
your rage ends, that creature takes 1d6 force damage, as 
magic lashes out in retribution. 

6 

Until your rage ends, you are surrounded by 
multicolored, protective lights; you gain a +1 bonus to 
AC, and while within 10 feet of you, your allies gain the 
same bonus. 

7 
Flowers and vines temporarily grow around you; until 
your rage ends, the ground within 15 feet of you is 
difficult terrain for your enemies. 

8 

A bolt of light shoots from your chest. Another creature 
of your choice that you can see within 30 feet of you 
must succeed on a Constitution saving throw or take 1d6 
radiant damage and be blinded until the start of your 
next turn. Until your rage ends, you can use this effect 
again on each of your turns as a bonus action. 
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ard 

Music and Magic  

Learning from Experience  

Creating a Bard  
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Quick Build

Class Features

Hit Points 

Proficiencies 

Equipment 

 

 

 

 

Spellcasting 

Cantrips  

Spell Slots 

Spell Known of 1st Level and Higher 

Spellcasting Ability 

Ritual Casting 

Spellcasting Focus  
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Jack of All Trades 

Song of Rest 

Bard College  

Expertise  

Ability Score Improvement  

Font of Inspiration  

Countercharm  

Magical Secrets  
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Superior Inspiration  

Optional Class Features 
Additional Bard Spells 

Magical Inspiration 

Bardic Versatility 

 

 
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BARD COLLEGES  

College of Lore (PHB) 

Bonus Proficiencies 

Cutting Words 

Additional Magical Secrets 

Peerless Skill 
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College of Valor (PHB) 

Bonus Proficiencies  

Combat Inspiration 

Extra Attack 

Battle Magic 

College of Glamour (XGE)  
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College of Glamour Features  
Level Features 

3rd Mantle of Inspiration, Enthralling Performance 

6th Mantle of Majesty 

14th Unbreakable Majesty 

Mantle of Inspiration  

Enthralling Performance  

Mantle of Majesty  

Unbreakable Majesty  

College of Swords (XGE) 
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College of Swords Features  
Level Features 

3rd Bonus Proficiencies, Fighting Style, Blade Flourish 

6th Extra Attack 

14th Master’s Flourish 

Bonus 

Proficiencies  

Fighting Style  

Blade Flourish  

Extra Attack  

Master’s Flourish  

College of Whispers (XGE) 
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College of Whispers Features  
Level Features 

3rd Psychic Blades, Words of Terror 

6th Mantle of Whispers 

14th Shadow Lore 

Psychic Blades  

Words of Terror  

Mantle of Whispers  

Shadow Lore  
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73

College of Fame (TCoE) 

Bonus Proficiencies 

Winning Smile 

Compelling Performance 

Utterly Convincing 

College of Eloquence (MOoT) 

Silver Tongue 

9 

10. 
 

Unsettling Words 

 

 

 

60  

Unfailing Inspiration 

Universal Speech 

60 

1 

Infectious Inspiration 

60 

60 

College of 
Creation 
(TCoE) 
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Mote of Potential 

Ability Check. 

Attack Roll. 

Saving Throw. 

Performance of Creation 

Animating Performance 

Dodge 

incapacitated
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Creative Crescendo 
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College of Spirits (vRGtR) 

Guiding Whispers 

Spiritual focus 

Tales from Beyond 

Spirit Tales 
Bardic 
Insp. 
Die 

Tale Told Through You 

1 

Tale of the Clever Animal. For the next 10 minutes, 
whenever the target makes an Intelligence, a Wisdom, or a 
Charisma check, the target can roll an extra die 
immediately after rolling the d20 and add the extra die’s 
number to the check. The extra die is the same type as your 
Bardic Inspiration die. 

2 

Tale of the Renowned Duelist. You make a melee spell 
attack against the target. On a hit, the target takes force 
damage equal to two rolls of your Bardic Inspiration die + 
your Charisma modifier. 

3 

Tale of the Beloved Friends. The target and another 
creature of its choice it can see within 5 feet of it gains 
temporary hit points equal to a roll of your Bardic 
Inspiration die + your Charisma modifier. 

4 
Tale of the Runaway. The target can immediately use its 
reaction to teleport up to 30 feet to an unoccupied space it 

can see. When the target teleports, it can choose a number 
of creatures it can see within 30 feet of it up to your 
Charisma modifier (minimum of 0) to immediately use the 
same reaction. 

5 
Tale of the Avenger. For 1 minute, any creature that hits the 
target with a melee attack takes force damage equal to a 
roll of your Bardic Inspiration die. 

6 

Tale of the Traveler. The target gains temporary hit points 
equal to a roll of your Bardic Inspiration die + your bard 
level. While it has these temporary hit points, that target’s 
walking speed increases by 10 feet and it gains a +1 bonus 
to its AC. 

7 

Tale of the Beguiler. The target must succeed on a Wisdom 
saving throw or take psychic damage equal to two rolls of 
your Bardic Inspiration die, and the target is incapacitated 
until the end of its next turn. 

8 

Tale of the Phantom. The target becomes invisible until the 
end of its next turn or until it hits a creature with an attack. 
If the target hits a creature with an attack during this 
invisibility, the creature it hits takes necrotic damage equal 
to a roll of your Bardic Inspiration die and is frightened of 
the target until the end of the frightened creature’s next 
turn. 

9 

Tale of the Brute. Each creature of the target’s choice it can 
see within 30 feet of it must make a Strength saving throw. 
On a failed save, a creature takes thunder damage equal to 
three rolls of your Bardic Inspiration dice and is knocked 
prone. A creature that succeeds on its saving throw takes 
half as much damage and isn’t knocked prone. 

10 

Tale of the Dragon. The target spews fire from the mouth 
in a 30-foot cone. Each creature in that area must make a 
Dexterity saving throw, taking fire damage equal to four 
rolls of you Bardic Inspiration die on a failed save, or half as 
much damage on a successful one. 

11 

Tale of the Angel. The target regains hit points equal to two 
rolls of your Bardic Inspiration die + your Charisma 
modifier, and you end one condition from the following list 
affection the target: blinded, deafened, paralyzed, petrified, 
or poisoned. 

12 

Tale of the Mind-Bender. You evoke an incomprehensible 
fable from an otherworldly being. The target must succeed 
on an Intelligence saving throw or take psychic damage 
equal to three rolls of your Bardic Inspiration die and be 
stunned until the end of its next turn. 

Spirit Session 

Mystical Connection 
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leric  

Healers and Warriors  
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Divine Agents  

Creating a Cleric  

Quick Build  

Class Features  

Hit Points 

Proficiencies 

Equipment 

 

 

 

 

 

Spellcasting  

Cantrips 

Preparing and Casting Spells 

Spellcasting Ability 
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Ritual Casting 

Spellcasting Focus 

Divine Domain 

Domain Spells 

 

 

 

Channel Divinity 

Channel Divinity: Turn Undead 



80

Ability Score Improvement 

Destroy Undead 

Destroy Undead 
Cleric Level Destroys Undead of CR 

5th 1/2 or lower 

8th 1 or lower 

11th 2 or lower 

14th 3 or lower 

17th 4 or lower 

Divine Intervention 

Optional Class Features 
Additional Cleric Spells 

 

Harness Divine Power 

Cantrip Versatility

Blessed Strikes 
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Divine Domains 

Knowledge Domain (PHB) 

Knowledge Domain Spells  
Cleric Level Spells 

1st command, identify 

3rd augury, suggestion 

5th nondetection, speak with dead 

7th arcane eye, confusion 

9th legend lore, scrying 

Blessings of Knowledge 

Channel Divinity: Knowledge of the Ages 

Channel Divinity: Read Thoughts 

Potent Spellcasting 

Visions of the Past 
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Life Domain (PHB) 

Life Domain Spells 
Cleric Level Spells 

1st bless, cure wounds 

3rd lesser restoration, spiritual weapon 

5th beacon of hope, revivify 

7th death ward, guardian of faith 

9th mass cure wounds, raise dead 

Bonus Proficiency 

Disciple of Life 

Channel Divinity: Preserve Life 

Blessed Healer 

Divine Strike 

 

 

Supreme Healing 
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Light Domain (PHB) 

Light Domain Spells 
Cleric Level Spells 

1st burning hands, faerie fire 

3rd flaming sphere, scorching ray 

5th daylight, fireball 

7th guardian of faith, wall of fire 

9th flame strike, scrying 

Bonus Cantrip 

Warding Flare 

Channel Divinity: Radiance of the Dawn 

Improved Flare 

Potent Spellcasting 

Corona of Light 
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Nature Domain (PHB) 

Nature Domain Spells 
Cleric Level Spells 

1st animal friendship, speak with animals 

3rd barkskin, spike growth 

5th plant growth, wind wall 

7th dominate beast, grasping vine 

9th insect plague, tree stride 

 

 

Acolyte of Nature 

Bonus Proficiency 

Channel Divinity: Charm Animals and Plants 

Dampen Elements  

Divine Strike 

Master of Nature 
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Tempest Domain (PHB) 

Tempest Domain Spells 
Cleric Level Spells 

1st fog cloud, thunderwave 

3rd gust of wind, shatter 

5th call lightning, sleet storm 

7th control water, ice storm 

9th destructive wave, insect plague 

Bonus Proficiencies 

Wraith of the Storm 

Channel Divinity: Destructive Wrath 

Thunderbolt Strike 

Divine Strike 

Stormborn 
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Trickery Domain (PHB) 

Trickery Domain Spells 
Cleric Level Spells 

1st charm person, disguise self 

3rd mirror image, pass without trace 

5th blink, dispel magic 

7th dimension door, polymorph 

9th dominate person, modify memory 

Blessing of the Trickster 

Channel Divinity: Invoke Duplicity 

Channel Divinity: Cloak of 
Shadows 

Divine Strike 

Improved Duplicity 
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War Domain (PHB)

War Domain Spells  
Cleric Level Spells 

1st divine favor, shield of faith 

3rd magic weapon, spiritual weapon 

5th crusader’s mantle, spirit guardians 

7th freedom of movement, stoneskin 

9th flame strike, hold monster 

Bonus Proficiencies 

War Priest 

Channel Divinity: Guided Strike 

Channel Divinity: War God’s Blessing 

 

Divine Strike 

Avatar of Battle 

War Domain Bonus Proficiencies (SR) 
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Death Domain (DMG) 

Death Domain Spells 
Cleric Level Spells 

1st false life, ray of sickness 

3rd blindness/deafness, ray of enfeeblement 

5th animate dead, vampiric touch 

7th blight, death ward 

9th antilife shell, cloud kill 

Bonus Proficiency  

Reaper  

Channel Divinity: Touch of Death 

Inescapable Destruction 

Divine Strike 

Improved Reaper 
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Arcana Domain (SCAG) 

ARCANA  DOMAIN SPELLS  
Cleric Level Spells 

1st detect magic, magic missile 

3rd magic weapon, Nystul’s magic aura 

5th dispel magic, magic circle 

7th arcane eye, Leomund’s secret chest 

9th planar binding, teleportation circle 

Arcane Initiate 

Channel Divinity: Arcane Abjuration 

Arcane Banishment  
Cleric Level Banishes Creature of CR 

5th 1/2 or lower 

8th 1 or lower 

11th 2 or lower 

14th 3 or lower 

17th 4 or lower 

Spell Breaker 

Potent Spellcasting 

Arcane Mastery 



90

Forge Domain (XGE) 

Forge Domain Features  
Level Features 

1st 
Domain Spells, Bonus Proficiencies, Blessings of the 
Forge 

2nd Channel Divinity: Artisan’s Blessing 

6th Soul of the Forge 

8th Divine Strike (1d8) 

14th Divine Strike (2d8) 

17th Saint of Forge and Fire 

Forge Domain Spells  
Cleric Level Spells 

1st identify, searing smite 

3rd heat metal, magic weapon 

5th elemental weapon, protection from energy 

7th fabricate, wall of fire 

9th animate objects, creation 

Bonus Proficiencies  

Blessing of the Forge  

 

 

Channel Divinity: Artisan’s Blessing  

Soul of the Forge  





Divine Strike  

Saint of Forge and Fire  

 

 
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Grave Domain (XGE) 

Grave Domain Features  
Level Features 

1st Domain Spells, Circle of Mortality, Eyes of the Grave 

2nd Channel Divinity: Path to the Grave 

6th Sentinel at Death’s Door 

8th Potent Spellcasting 

17th Keeper of Souls 

Grave Domain Spells 
Cleric Level Spells 

1st bane, false life 

3rd gentle response, ray of enfeeblement 

5th revivify, vampiric touch 

7th blight, death ward 

9th antilife shell, raise dead 

 

 

 

 

 

 

 

 

Circle of Mortality  

Eyes of the Grave  

Channel Divinity: Path to the Grave  

Sentinel at Death’s Door  

Potent Spellcasting  

Keeper of Souls  
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Peace Domain (TCoE) 

fi

Peace Domain Spells 
Cleric Level Spells 

1st heroism, sanctuary 

3rd aid, warding bond 

5th beacon of hope, sending 

7th aura of purity, Ottiluke’s resilient sphere 

9th greater restoration, Rary’s telepathic bond 

Implement of Peace 

Emboldening Bond 

Channel Divinity: Balm of Peace 

Protective Bond 

Potent Spellcasting 

Expansive Bond 
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Twilight Domain (TCoE) 

Twilight Domain Spells 
Cleric Level Spells 

1st faerie fire, sleep 

3rd moonbeam, see invisibility 

5th aura of vitality, Leomund’s tiny hut 

7th aura of life, greater invisibility 

9th circle of power, mislead 

Bonus Proficiencies 

Eyes of Night 

Vigilant Blessing 

Channel Divinity: Twilight Sanctuary 

 

 

Steps of Night 

Divine Strike 

Twilight Shroud 
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Order Domain (GGR/TCoE) 

Order Domain Features  
Level Features 

1st Domain Spells, Bonus Proficiencies, Voice of Authority 

2nd Channel Divinity: Order’s Demand 

6th Embodiment of the Law 

8th Divine Strike 

17th Order’s Wrath 

Order Domain Spells 
Cleric Level Spells 

1st command, heroism 

3rd hold person, zone of truth 

5th mass healing word, slow 

7th compulsion, locate creature 

9th commune, dominate person 

Bonus Proficiencies 

 

Voice of Authority  

 

Channel Divinity: Order’s Demand 

Embodiment of the Law 

Divine Strike 

 

Order’s Wrath 



95

City Domain (SR) 

City Domain Spells 
Cleric Level Spells 

1st comprehend languages, remote access* 

3rd find vehicle, heat metal 

5th lightning bolt, protection from ballistics* 

7th locate creature, synchronicity* 

9th commune with the city*, shutdown* 

Bonus Cantrip 

Bonus Proficiencies 

Heart of the City 

Channel Divinity: Spirits of the City 

Block Watch 

Divine Strike 

Express Transit 
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Technology Domain (SR) 

Technology Domain Spells 
Cleric Level Spells 

1st grease, power device* 

3rd arcane lock, relay text* 

5th electromagnetic pulse*, lightning bolt 

7th fabricate, wire walk* 

9th instant connectivity*, synchronicity* 

Bonus Cantrip 

Channel Divinity: Recharge 

Urban Builder 

Divine Strike 

Techpriest 
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ruid 

Power of Nature 

Preserve the Balance 
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Creating a Druid 

Quick Build 

Class Features 

Hit Points 

Proficiencies 

Equipment 

 

 

 

Druidic 

Spellcasting 

Cantrips 

Preparing and Casting Spells 
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Spellcasting Ability 

Ritual Casting 

 

 

Spellcasting Focus 

Wild Shape 

Beast Shapes 
Level Max. CR Abilities Example 

2nd 1/4 No flying or swimming speed Wolf 

4th 1/2 No flying speed Crocodile 

8th 1 --- Giant Eagle 

 
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 

 

 

 

Druid Circle 

Ability Score Improvement 

Timeless Body 

Beast Spells 

Archdruid 
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Optional Class Features 

Additional Druid Spells 

Wild Companion 

Cantrip Versatility 

Druid Circles 
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Circle of the Land (PHB) 

Bonus Cantrip 

Natural Recovery 

Circle Spells 

 
Arctic 
Druid Level Circle Spells 

3rd hold person, spike growth 

5th sleet storm, slow 

7th freedom of movement, ice storm 

9th commune with nature, cone of cold 

  

Coast 
Druid Level Circle Spells 

3rd mirror image, misty step 

5th water breathing, water walk 

7th control water, freedom of movement 

9th conjure elemental, scrying 

  

Desert 
Druid Level Circle Spells 

3rd blur, silence 

5th create food and water, protection from energy 

7th blight, hallucinatory terrain 

9th insect plague, wall of stone 

  

Forest 
Druid Level Circle Spells 

3rd barkskin, spider climb 

5th call lightning, plant growth 

7th divination, freedom of movement 

9th commune with nature, tree stride 

  

Grassland 
Druid Level Circle Spells 

3rd invisibility, pass without trace 

5th daylight, haste 

7th divination, freedom of movement 

9th dream, insect plague 

  

Mountain 
Druid Level Circle Spells 

3rd spider climb, spike growth 

5th lightning bolt, meld into stone 

7th stone shape, stoneskin 

9th passwall, wall of stone 

  

Swamp 
Druid Level Circle Spells 

3rd darkness, Melf’s acid arrow 

5th water walk, stinking cloud 

7th freedom of movement, locate creature 

9th insect plague, scrying 

  

Underdark 

Druid Level Circle Spells 

3rd spider climb, web 

5th gaseous form, stinking cloud 

7th greater invisibility, stone shape 

9th cloudkill, insect plague 
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Land’s Stride 

Nature’s Ward 

Nature’s Sanctuary 

Circle of the Moon (PHB) 

Combat Wild Shape 

Circle Forms 

 

Primal Strike 

Elemental Wild Shape 

Thousand Forms 

Circle of Dreams (XGE) 

Circle of Dreams Features 
Level Features 

2nd Balm of the Summer Court 

6th Hearth of Moonlight and Shadow 

10th Hidden Paths 

14th Walker in Dreams 

Balm of the Summer Court 

Hearth of Moonlight and Shadow 
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Hidden Paths 

Walker in Dreams 

Circle of the Shepard (XGE) 

Circle of the Shepard Features 
Level Features 

2nd Speech of the Woods, Spirit Totem 

6th Mighty Summoner 

10th Guardian Spirit 

14th Faithful Summons 

Speech of the Woods 

Spirit Totem 

Mighty Summoner 

 

 

Guardian Spirit 
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Faithful Summons 
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Circle of Spores (GGR) 

Circle of Spores Features 
Level Features 

2nd Circle Spells, Halo of Spores, Symbiotic Entity 

6th Fungal Infestation 

10th Spreading Spores 

14th Fungal Body 

Circle Spells 

Halo of Spores 

Circle of Spores Spells 
Druid Level Spells 

3rd Blindness/deafness, gentle repose 

5th animate dead, gaseous form 

7th blight, confusion 

9th cloudkill, contagion 

Symbiotic Entity  

 

 

Fungal Infestation 

Spreading Spores

Fungal Body
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Circle of Stars (TCoE) 

Star Map 

 

 

 

Star Map 
d6 Map Form 

1 A scroll covered with depictions of constellations 

2 A stone tablet with fine holes drilled though it 

3 A speckled owlbear hide, tooled with raised marks 

4 A collection of maps bound in an ebony cover 

5 
A crystal that projects starry patterns when placed 
before a light 

6 Glass disks that depict constellations 

Starry Form

 

 

 

Cosmic Omen 

Twinkling Constellations 

Full of Stars 
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Circle of Wildfire (TCoE) 

Circle Spells 

Circle of Wildfire Spells 
Druid Level Spells 

2nd burning hands, cure wounds 

3rd flaming sphere, scorching ray 

5th plant growth, revivify 

7th aura of life, fire shield 

9th flame strike, mass cure wounds 

Summon Wildfire Spirit 

 

Enhanced Bond 

Cauterizing Flames 

Blazing Revival 
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Circle of the City (SR) 

Bonus Proficiencies 

Metal Wild Shape 

Construct Mind 

City Guardian 

True Construct 
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Learning Beast Shapes 

Arctic 
CR Beast Fly / Swim 

0 Owl Fly 

1/8 Blood hawk Fly 

1/4 Giant owl Fly 

1 Brown bear --- 

2 Polar bear Swim 

2 Saber-toothed tiger --- 

6 Mammoth --- 

Coast 
CR Beast Fly / Swim 

0 Crab Swim 

0 Eagle Fly 

1/8 Blood hawk Fly 

1/8 Giant crab Swim 

1/8 Poisonous snake Swim 

1/8 Stirge Fly 

1/4 Giant lizard --- 

1/4 Giant wolf spider --- 

1/4 Pteranodon Fly 

1 Giant eagle Fly 

1 Giant toad Swim 

2 Plesiosaurus Swim 

Desert 
CR Beast Fly / Swim 

0 Cat --- 

0 Hyena --- 

0 Jackal --- 

0 Scorpion --- 

0 Vulture Fly 

1/8 Camel --- 

1/8 Flying snake Fly 

1/8 Mule --- 

1/8 Poisonous snake Swim 

1/8 Stirge --- 

1/4 Giant lizard --- 

1/4 Giant poisonous snake Swim 

1/4 Giant wolf spider --- 

1 Giant hyena --- 

1 Giant spider --- 

1 Giant toad Swim 

1 Giant vulture Fly 

1 Lion --- 

2 Giant constrictor snake Swim 

3 Giant scorpion --- 

Forest 
CR Beast Fly / Swim 

0 Baboon --- 

0 Badger --- 

0 Cat --- 

0 Deer --- 

0 Hyena --- 

0 Owl Fly 

1/8 Blood hawk Fly 

1/8 Flying snake Fly 

1/8 Giant rat --- 

1/8 Giant weasel --- 

1/8 Poisonous snake Swim 

1/8 Mastiff --- 

1/8 Stirge Fly 

1/4 Board --- 

1/4 Constrictor snake Swim 

1/4 Elk --- 

1/4 Giant badger --- 

1/4 Giant bat Fly 

1/4 Giant frog Swim 

1/4 Giant lizard --- 

1/4 Giant owl Fly 

1/4 Giant poisonous snake Swim 

1/4 Giant wolf spider --- 

1/4 Panther --- 

1/4 Wolf --- 

1/2 Ape --- 

1/2 Black bear --- 

1/2 Giant wasp Fly 

1 Brown bear --- 

1 Dire wolf --- 

1 Giant hyena --- 

1 Giant spider --- 

1 Giant toad Swim 

1 Tiger --- 

2 Giant boar --- 

2 Giant constrictor snake Swim 

2 Giant elk --- 

   

Underwater 
CR Beast Fly / Swim 

0 Quipper Swim 

1/4 Constrictor snake Swim 

1/2 Giant sea horse Swim 

1/2 Reef shark Swim 

1 Giant octopus Swim 

2 Giant constrictor snake Swim 

2 Hunter shark Swim 

2 Plesiosaurus Swim 

3 Killer whale Swim 

5 Giant shark Swim 
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Grassland 
CR Beast Fly / Swim 

0 Cat --- 

0 Deer --- 

0 Eagle  

0 Goat --- 

0 Hyena --- 

0 Jackal --- 

0 Vulture Fly 

1/8 Blood hawk Fly 

1/8 Flying snake Fly 

1/8 Giant weasel --- 

1/8 Poisonous nsake Swim 

1/8 Stirge Fly 

1/4 Axe beak --- 

1/4 Boar --- 

1/4 Elk --- 

1/4 Giant poisonous snake Swim 

1/4 Giant wolf spider --- 

1/4 Panther (leopard) --- 

1/4 Pteranodon  

1/4 Riding horse --- 

1/4 Wolf --- 

1/2 Giant goat --- 

1/2 Giant wasp Fly 

1 Giant eagle Fly 

1 Giant hyena --- 

1 Giant vulture Fly 

1 Lion --- 

1 Tiger --- 

2 Allosaurus --- 

2 Giant board --- 

2 Giant elk --- 

2 Rhinoceros --- 

3 Ankylosaurus --- 

4 Elephant --- 

5 Triceratops --- 

Hill 
CR Beast Fly / Swim 

0 Baboon --- 

0 Eagle Fly 

0 Goat --- 

0 Hyena --- 

0 Raven Fly 

0 Vulture Fly 

1/8 Blood hawk Fly 

1/8 Giant weasel --- 

1/8 Mastiff --- 

1/8 Mule --- 

1/8 Poisonous snake Swim 

1/8 Stirge Fly 

1/4 Axe beak --- 

1/4 Boar --- 

1/4 Elk --- 

1/4 Giant owl Fly 

1/4 Giant wolf spider --- 

1/4 Panther (cougar) --- 

1/4 Wolf --- 

1/2 Giant goat  

1 Brown bear --- 

1 Dire wolf --- 

1 Giant eagle Fly 

1 Giant hyena --- 

1 Lion --- 

2 Giant boar --- 

2 Giant elk --- 

Mountain 
CR Beast Fly / Swim 

0 Eagle Fly 

0 Goat --- 

1/8 Blood hawk Fly 

1/8 Stirge Fly 

1/4 Pteranodon Fly 

1/2 Giant goat --- 

1 Giant eagle Fly 

1 Lion --- 

2 Elk --- 

2 Saber-toothed tiger --- 

Swamp 
CR Beast Fly / Swim 

0 Rat --- 

0 Raven Fly 

1/8 Giant rat --- 

1/8 Poisonous snake Swim 

1/8 Stirge Fly 

1/4 Constrictor snake Swim 

1/4 Giant frog Swim 

1/4 Giant lizard --- 

1/4 Giant poisonous snake Swim 

1/2 Crocodile Swim 

1 Giant spider --- 

1 Giant toad Swim 

2 Giant constrictor snake Swim 

5 Giant crocodile Swim 

Underdark 
CR Beast Fly / Swim 

0 Giant fire beetle --- 

1/8 Giant rat --- 

1/8 Stirge Fly 

1/4 Giant bat Fly 

1/4 Giant centipede --- 

1/4 Giant lizard --- 

1/4 Giant poisonous snake Swim 

1 Giant spider --- 

1 Giant toad Swim 

2 Giant constrictor snake Swim 

2 Polar bear (cave bear) Swim 
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ighter 

Well-Rounded Specialists 

Trained for Danger 

Creating a Fighter 
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Quick Build 

Class Features 

Hit Points 

Proficiencies 

Equipment 

 

 

 

 

Fighting Style 

Archery 

Blind Fighting 
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Interception 

Superior Technique 

Thrown Weapon Fighting 

Unarmed Fighting 

Defense 

Dueling 

Great-Weapon Fighting 

Protection 

Two-Weapon 
Fighting 

Second Wind 

Action Surge 

Martial Archetype 

Ability Score Improvement 

Extra Attack 
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Indomitable 

Optional Class Features  
Fighting Style Options 

Martial Versatility 

Maneuver Options 

Martial Archetypes 

Champion (PHB) 

Improved Critical 

Remarkable Athlete 

Additional Fighting Style 

Superior Critical 

Survivor 
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Battle Master (PHB) 

Combat Superiority 

Student of War  

Know your Enemy 

 

 

 

 

 

 

 

Improved Combat Superiority 

Relentless 
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Maneuvers 
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Eldritch Knight (PHB) 

Spellcasting 

Weapon Bond 

War MAgic 

Eldritch Strike 

Arcane Charge 

Improved War MAgic 

Eldritch Knight Spellcasting 

                    --Spell Slots per Spell Level -- 

Level Cantrips Known Spells Known 1st 2nd 3rd 4th 

3rd 2 3 2 -- -- -- 

4th 2 4 3 -- -- -- 

5th 2 4 3 -- -- -- 

6th 2 4 3 -- -- -- 

7th 2 5 4 2 -- -- 

8th 2 6 4 2 -- -- 

9th 2 6 4 2 -- -- 

10th 3 7 4 3 -- -- 

11th 3 8 4 3 -- -- 

12th 3 8 4 3 -- -- 

13th 3 9 4 3 2 -- 

14th 3 10 4 3 2 -- 

15th 3 10 4 3 2 -- 

16th 3 11 4 3 3 -- 

17th 3 11 4 3 3 -- 

18th 3 11 4 3 3 -- 

19th 3 12 4 3 3 1 

20th 3 13 4 3 3 1 
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Purple Dragon Knight (SCAG) 

Restriction: Knighthood 

Rallying Cry 

Royal Envoy 

Inspiring Surge 

Bulwark 
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Arcane Archer (XGE) 

Arcane Archer Features  
Level Features 

3rd Arcane Archer Lore, Arcane Shot (2 option) 

7th Curving Shot, Magic Arrow, Arcane Shot (3 options) 

10th Arcane Shot (4 options) 

15th Every-Ready Shot, Arcane Shot (5 options) 

18th Arcane Shot (6 options, improved shots) 

Arcane Archer Lore 

Arcane Shot 

Magic Arrow 

 

 

Curving Shot 

Ever-Ready Shot 

Arcane Shot Options 
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Cavalier (XGE) 

Cavalier Features  
Level Features 

3rd Bonus Proficiency, Born to the Saddle, Unwavering Mark 

7th Warding Maneuver 

10th Hold the Line 

15th Ferocious Charger 

18th Vigilant Defender 

Bonus Proficiency 

Born to the Saddle 

 

Unwavering Mark 

Warding Maneuver 

Hold the Line 
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Ferocious Charger 

Vigilant Defender 

Samurai (XGE) 

Samurai Features  
Level Features 

3rd Bonus Proficiency, Fighting Spirit (5 temp. hp) 

7th Elegant Courtier 

10th Tireless Spirit, Fighting Spirit (10 temp. hp) 

15th Rapid Strike, Fighting Spirit (15 temp. hp) 

18th Strength before Death 

Bonus Proficiency 

Fighting Spirit 

Elegant Courtier 

Tireless Spirit 

Rapid Strike 

Strength before Death 
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Echo Knight (EGtW) 

Manifest Echo 

 

 

 

Unleash Incarnation 

Echo Avatar 

Shadow Martyr 

Reclaim Potential 

Legion of One 
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Psi Warrior (TCoE) 

Psionic Power 

Telekinetic Adept 

Guarded Mind 

Bulwark of Force 

Telekinetic Master 

Rune Knight (TCoE) 
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Bonus Proficiencies 

Rune Carver 

Runes Known 
Fighter Level Number of Runes 

3rd 2 

7th 3 

10th 4 

15th 5 

Giant’s Might 
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 

 

 

Runic Shield 

Great Stature 

Master of Runes 

Runic Juggernaut 

Street Samurai (SR) 

Cybernetic Superiority 

Fighting Spirit 

Cybernetic Expert 

Unbreakable Will 

Rapid Strike 

Defender’s Blade 
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Veteran (SR) 

Tactical Aid 

Pre-Planning 

 

 

 

 

Additional Fighting Style 

Rapid Strike 

First Contact 

Additional Fighting Style 

Exotic Weapon Fighting 
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onk 

Training and Asceticism 

Creating a Monk 

Quick Build 
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Class Features 

Hit Points 

Proficiencies 

Equipment 

 

 

 

Unarmored Defense 

Martial Arts 

 

 

 

Ki 

Flurry of Blows 

Patient Defense 

Step of the Wind 

Unarmored Movement 

Monastic Tradition 
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Deflect Missiles 

Ability Score Improvement 

Extra Attack 

Stunning Strike 

Ki-Empowered Strikes 
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Evasion 

Stillness of Mind 

Purity of Body 

Tongue of the Sun and Moon 

Diamond Soul 

Timeless Body 

Empty Body 

Perfect Self 

Optional Class Features 
Dedicated Weapon 

 

 

 

Ki-Fueled Attack 

Quickened Healing 

Focused Aim 
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Monastic Traditions 

Way of the Open Hand (PHB) 

Open Hand Technique 

 

 

 

Wholeness of the Body 

Tranquility 

Quivering Palm 
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Way of Shadow (PHB) 

Shadow Arts 

Shadow Step 

Cloak of Shadows 

Opportunist 
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Way of the Four Elements (PHB) 

Disciple of the Elements 

Spells and Ki Points 
Level Maximum Ki Points for a Spell 

5th – 8th 3 

9th – 12th 4 

13th – 16th 5 

17th – 20th  6 

 

 

 

Elemental Disciples 

 

 

 

 
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Way of the Long Death (SCAG) 

Touch of Death 

Hour of Reaping 

Mastery of Death 

Touch of the Long Death 

Way of the Sun Soul (SCAG/XGE) 

Radiant Sun Bolt 

Searing Arc Strike 

Searing Sunburst 

Sun Shield 
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Way of the Drunken Master (XGE) 

Way of the Drunken Master Features  
Level Features 

3rd Bonus Proficiency, Drunken Technique 

6th Tipsy Sway 

11th Drunkard’s Luck 

17th Intoxicated Frenzy 

Bonus Proficiency 

Drunken 
Technique 

Tipsy Sway 

 

 

Drunkard’s Luck 

Intoxicated Frenzy 
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Way of the Kensei (XGE) 

Way of the Kensei Features  
Level Features 

3rd Path of the Kensei (2 weapons) 

6th One with the Blade, Path of the Kensei (3 weapons) 

11th Sharpen the Blade, Path of the Kensei (4 weapons) 

17th Unerring Accuracy, Path of the Kensei (5 weapons) 

Path of the Kensei 

 

 

 

 

One with the Blade 

 

 

Sharpen the Blade 

Unerring Accuracy 
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Way of Mercy (TCoE) 

Implements of Mercy 

Hand of Healing 

Hand of Harm 

Physician’s Touch 

Flurry of Healing and Harm 

Hand of Ultimate Mercy 
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Way of the Astral Self (TCoE) 

Arms of the Astral Self 

 

 

 

 

Visage of the Astral Self 

Body of the Astral Self 

Awakened Astral Self 
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The Way of Gun-Fu (SR) 

Gun-Fu Technique 

Countershot 

Gun-Fu Mastery 

Bull’s-Eye 
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aladin 

The Cause of Righteousness 

Beyond the Mundane Life 

Creating a Paladin 
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Quick Build 

CLASS FEATURES 

Hit Points 

Proficiencies 

Equipment 

 

 

 

 

Divine Sense 

Lay on Hands 

Fighting Style 

Defense 

Dueling 

Great Weapon Fighting 

Protection 
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Spellcasting 

Preparing and Casting Spells 

Spellcasting Ability 

Spellcasting Focus 

Divine Smite 

Divine Health 

Sacred Oath 

Oath Spells 

Channel Divinity 

Ability Score Improvement 
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Extra Attack 

Aura of Protection 

Aura of Courage 

Improved Divine Smite 

Cleansing Touch 

Optional Class Features 

Additional Paladin Spells 

Fighting Style Options 
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Harness Divine Power 

Martial Versatility 
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Sacred Oaths 

Oath of Devotion (PHB) 

Tenets of Devotion 

Oath Spells 

Oath of Devotion Spells 
Paladin Level Spells 

3rd protection from Evil and Good, sanctuary 

5th lesser restoration, zone of truth 

9th beacon of hope, dispel magic 

13th freedom of movement, guardian of faith 

17th commune, flame strike 

Channel Divinity 

Aura of Devotion 

Purity of Spirit 

Holy Nimbus 
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Oath of the Ancients (PHB) 

Tenets of the Ancients 

Oath Spells 

Oath of Ancients Spells 

Paladin Level Spells 

3rd ensnaring strike, speak with animals 

5th moonbeam, misty step 

9th plant growth, protection from energy 

13th ice storm, stone skin 

17th commune with nature, tree stride 

Channel Divinity 

Aura of Warding 

Undying Sentinel 

Elder Champion 

 

 

 
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Oath of Vengeance (PHB) 

Tenets of Vengeance 

Oath Spells 

Oath of Vengeance Spells 
Paladin Level Spells 

3rd bane, hunter’s mark 

5th hold person, misty step 

9th haste, protection from energy 

13th banishment, dimension door 

17th hold monster, scrying 

Channel Divinity 

Relentless Avenger 

Soul of Vengeance 

Avenging Angel 

 

 
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Oath of the Crown (SCAG) 

Tenets of the Crown 

Oath Spells 

Oath of the Crown Spells 
Paladin Level Spells 

3rd command, compelled duel 

5th warding bond, zone of truth 

9th aura of vitality, spirit guardians 

13th banishment, guardian of faith 

17th circle of power, geas 

Channel Divinity 

Divine Allegiance 

Unyielding Spirit 

Exalted Champion 

 

 

 
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Oath of Conquest (XGE) 

Tenets of Conquest 

Oath of Conquest Features  
Level Features 

3rd Oath Spells, Channel Divinity 

7th Aura of Conquest (10 ft.) 

15th Scornful Rebuke 

18th Aura of Conquest (30 ft.) 

20th Invincible Conquerer 

Oath Spells 

Oath of Conquest Spells 
Paladin Level Spells 

3rd armor of agathys, command 

5th hold person, spiritual weapon 

9th bestow curse, fear 

13th dominate beast, stoneskin 

17th cloudkill, dominate person 

 

 

Channel Divinity 

Aura of Conquest 

Scornful Rebuke 

Invincible Conqueror  

 

 

 
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Oath of Redemption (XGE) 

Tenets of Redemption 

Oath of Redemtion Features  
Level Features 

3rd Oath Spells, Channel Divinity 

7th Aura of the Guardian (10 ft.) 

15th Protective Spirit 

18th Aura of Guardian (30 ft.) 

20th Emissary of Redemption 

Oath Spells 

Oath of Redemption Spells 
Paladin Level Spells 

3rd sanctuary, sleep 

5th calm emotions, hold person 

9th counterspell, hypnotic pattern 

13th Otiluke’s resilient sphere, stoneskin 

17th hold monster, wall of force 

Channel Divinity 

Aura of the Guardian 

Protective Spirit 

Emissary of Redemption 

 

 
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Oathbreaker (DMG) 

Oathbreaker Spells 

Oathbreaker Spells 
Paladin Level Spells 

3rd hellish rebuke, Iinflict wounds 

5th crown of madness, darkness 

9th animate dead, bestow curse 

13th blight, confusion 

17th contagion, dominate person 

Channel Divinity 

Aura of Hate 

Supernatural Resistance 

Dread Lord 



156

Oath of Glory (MOoT) 

Tenets of Glory 

 

 

 

 

Oath Spells 

Oath of the Glory Spells 
Paladin 
Level 

Spells 

3rd guiding bolt, heroism 

5th enhance ability, magic weapon 

9th haste, protection from energy 

13th compulsion, freedom of movement 

17th commune, flame strike 

Channel Divinity 

 

 

Aura of Alacrity 

Glorious Defense 

Living Legend 

 

  

  
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Oath of the Watchers (TCoE) 

Tenets of the Watchers

Oath Spells 

Oath of the Watchers Spells 
Paladin 
Level 

Spells 

3rd alarm, detect magic 

5th moon beam, see invisibility 

9th counterspell, nondetection 

13th aura of purity, banishment 

17th hold monster, scrying 

Channel Divinity 

Aura of the Sentinel 

Vigilant Rebuke 

Mortal Bulwark 

 
 

 

 
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Oath of the Vigilante (SR) 

Tenets of the Vigilante 

Oath Spells 

Oath of the Vigilante Spells 

Paladin Level Spells 

3rd bane, detect evil  

5th hold person, zone of truth 

9th haste, speak with dead 

13th resilient sphere, locate creature 

17th dominate person, hold monster 

Channel Divinity 

Vigilant Aura 

Street Watch 

Eternal Vigilant 
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anger 

Deadly Hunters 

Independent Adventurers 

Creating a Ranger 
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Quick Build 

Class Features 

Hit Points 

Proficiencies 

Equipment 

 

 

 

 

Favored Enemy 

Natural Explorer 

 

 

 

 

 

 

Fighting Style 

Archery 
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Defense 

Dueling 

Two Weapon-Fighting 

Spellcasting 

Spell Slots 

Spells Known of 1st Level and Higher 

Spellcasting Ability 

Ranger Archetype 

Primeval Awareness 
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Ability Score Improvement 

Extra Attack 

Land’s Stride 

Hide in Plain Sight 

Vanish 

Feral Senses 

Foe Slayer 
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Optional Class Features 

Deft Explorer 

Canny (1st Level) 

Roving (6th Level) 

Tireless (10th Level) 

Favored Foe 

Additional Ranger Spells 

Fighting Style Options 

Blind Fighting 

Druidic Warrior 

Thrown Weapon Fighting 

Spellcasting Focus 
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Primal Awareness 

Primal Awareness Spells 
Ranger Level Spells 

3rd speak with animals 

5th beast sense 

9th speak with plants 

13th locate creature 

17th commune with nature 

Martial Versatility 

Nature’s Veil 

Ranger Archetypes 
Hunter (PHB) 

Hunter’s Prey 

Defensive Tactics 

Multiattack 

Superior Hunter’s Defense 
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Beast Master (PHB) 

Ranger’s Companion 

 

Exceptional Training 

Bestial Fury 

  

Share Spells 
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Beast Master Companions (TCoE) 

Primal Companion 
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Gloom Stalker (XGE) 

Gloom Stalker Features  
Level Features 

3rd Gloom Stalker Magic, Dread Ambusher, Umbral Sight 

7th Iron Mind 

11th Stalker’s Flurry 

15th Shadow Dodge 

Gloom Stalker Magic 

Gloom Stalker Spells 
Ranger Level Spells 

3rd disguise self 

5th rope trick 

9th fear 

13th greater invisibility 

17th seeming 

Dread Ambusher 

Umbral Sight 

 

 

Iron Mind 

Stalker’s Flurry 

Shadowy Dodge 
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Horizon Walker (XGE) 

Horizon Walker Features  
Level Features 

3rd 
Horizon Walker Magic, Detect Portal, Planar Warrior 
(1d8) 

7th Ethereal Step 

11th Distant Strike, Planar Warrior (2d8) 

15th Spectral Defense 

Horizon Walker Magic 

Horizon Walker Spells 
Ranger Level Spells 

3rd protection from evil and good 

5th misty step 

9th haste 

13th banishment 

17th teleportation circle 

Detect Portal 

Planar Warrior 

Ethereal Step 

Distant Strike 

Spectral Defense 
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Monster Slayer (XGE) 

Monster Slayer Features  
Level Features 

3rd Monster Slayer Magic, Hunter’s Sense, Slayer’s Prey 

7th Supernatural Defense 

11th Magic-User’s Nemesis 

15th Slayer’s Counter 

Monster Slayer Magic 

Monster Slayer Spells 
Ranger Level Spells 

3rd protection from evil and good 

5th zone of truth 

9th magic circle 

13th banishment 

17th hold monster 

Hunter’s Sense 

Slayer’s Prey 

 

 

Supernatural Defense 

Magic-User’s Nemesis 

Slayer’s Counter 
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Fey Wanderer (TCoE) 

Dreadful Strikes 

Fey Wanderer Magic 

Fey Wanderer Spells 
Ranger Level Spells 

3rd charm 

5th misty step 

9th dispel magic 

13th dimension door 

17th mislead 

Feywild Gifts 
d6 Gift 

1 
Illusory butterflies flutter around you while you 
take a short or long rest. 

2 
Fresh, seasonal flowers sprout from your hair each 
dawn. 

3 
You faintly smell of cinnamon, lavender, nutmeg 
or another comforting herb or spice 

4 
Your shadow dances while no one is looking 
directly at you. 

5 Horns or antlers sprout from your head 

6 
Your skin and hair change color to match the 
season at each dawn. 

 

Otherworldly Glamour 

Beguiling Twist 

Fey Reinforcements 

Misty Wanderer 
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Swarmkeeper (TCoE) 

Gathered Swarm 

Swarm Appearance 
D4 Gift 

1 Swarming insects 

2 Miniature twig blights 

3 Fluttering birds 

4 Playful pixies 

 

 

 

Swarmkeeper Magic 

Swarmkeeper Spells 
Ranger Level Spells 

3rd faerie fire, mage hand 

5th web 

9th gaseous form 

13th arcane eye 

17th insect plague 

Writhing Tide 

Mighty Swarm 

 

 

 

Swarming Dispersal 
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Shadow Hunter (SR) 

Target Creature 

No Trace 

Play a Hunch 

Locate Target 
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ogue 

Skill and Precision 

A Shady Living 
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Creating a Rogue 

Quick Build 

Class Features 

Hit Points 

Proficiencies 

Equipment 

 

 

 

 

Expertise 

Sneak Attack 

Thieves’ Cant 
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Cunning Action 

Roguish Archetype 

Ability Score Improvement 

Uncanny Dodge 

Evasion 

Reliable Talent 

Blindsense 

Slippery Mind 

Elusive 

Stroke of Luck 

Optional Class Feature 

Steady Aim 
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ROGUISH ARCHETYPES 

Thief (PHB) 

Fast Hands 

Second-Story Work 

Supreme Sneak 

Use Magic Device 

Thief’s Reflexes 
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Assassin (PHB) 

Bonus Proficiencies 

Assassinate 

Infiltration Expertise 

Impostor 

Death Strike 



178

Arcane Trickster (PHB) 

Spellcasting 

Mage Hand Legerdemain 

 

 

 
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Magical Ambush 

Versatile Trickster 

Spell Thief 

Arcane Trickster Spellcasting 

                    --Spell Slots per Spell Level -- 

Level 
Cantrips 
Known 

Spells Known 1st 2nd 3rd 4th 

3rd 3 3 2 -- -- -- 

4th 3 4 3 -- -- -- 

5th 3 4 3 -- -- -- 

6th 3 4 3 -- -- -- 

7th 3 5 4 2 -- -- 

8th 3 6 4 2 -- -- 

9th 3 6 4 2 -- -- 

10th 4 7 4 3 -- -- 

11th 4 8 4 3 -- -- 

12th 4 8 4 3 -- -- 

13th 4 9 4 3 2 -- 

14th 4 10 4 3 2 -- 

15th 4 10 4 3 2 -- 

16th 4 11 4 3 3 -- 

17th 4 11 4 3 3 -- 

18th 4 11 4 3 3 -- 

19th 4 12 4 3 3 1 

20th 4 13 4 3 3 1 
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Inquisitive (XGE) 

Inquisitive Features  
Level Features 

3rd Ear for Deceit, Eye for Detail, Insightful Fighting 

9th Steady Eye 

13th Unerring Eye 

17th Eye for Weakness 

Ear for Deceit 

Eye for Detail 

Insightful Fighting 

Steady Eye 

Unerring Eye 

Eye for Weakness 
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Mastermind (SCAG/XGE) 

Mastermind Features  
Level Features 

3rd Master of Intrigue, Master of Tactics 

9th Insightful Manipulator 

13th Misdirection 

17th Soul of Deceit 

Master of Intrigue 

Master of Tactics 

Insightful Manipulator 

 

 

 

 

Misdirection 

Soul of Deceit 
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Scout (XGE) 

Scout Features  
Level Features 

3rd Skirmisher, Survivalist 

9th Superior Mobility 

13th Ambush Master 

17th Sudden Strike 

 

 

 

Skirmisher 

Survivalist 

Superior Mobility 

Ambush Master 

Sudden Strike 
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Swashbuckler (SCAG/XGE) 

Swashbuckler Features  
Level Features 

3rd Fancy Footwork, Rakish Audacity 

9th Panache 

13th Elegant Maneuver 

17th Master Duelist 

Fancy Footwork 

Rakish Audacity 

Panache 

Elegant Maneuver 

Master Duelist 
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Phantom (TCoE) 

Whispers of the Dead 

Wails from the Grave 

Tokens of the Departed 

 

 

 

Ghost Walk 

Death’s Friend 

 

 
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Soul Knife (TCoE) 

Psionic Power 

Psychic Blades 

Soul Blades 

Psychic Veil 



186

Rend Mind 

Hacker (SR) 

Bonus Proficiencies 

Speed Hacking 

“Samurai” 

“Ninja” 

“Mage” 

Infiltrator (SR) 

Bonus Proficiencies 

Sweep 

Infiltration Adept 

 

 

 

Engineer 

Master Infiltrator 
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orcerer 

Raw Magic 

Unexplained Powers 

Creating a Sorcerer 
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Quick Build 

Class Features  

Hit Points 

Proficiencies 

Equipment

 

 

 

 

Spellcasting 

Cantrips 

Spell Slots 
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Spells Known of 1st  Level and Higher 

Spellcasting Ability 

Spellcasting Focus 

Sorcerous Origin 

Font of Magic 

Sorcery Points 

Flexible Casting 

Creating Spell Slots 
Spell Slot Level Sorcery Point Cost 

1st 2 

2nd 3 

3rd 5 

4th 6 

5th 7 

Metamagic 

Careful Spell 

Distant Spell 

Empowered Spell 

Extended Spell 

Heightened Spell 
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Quickened Spell 

Subtle Spell 

Twinned Spell 

Ability Score Improvement 

Sorcerous Restoration 

Optional Class Features 

Additional Sorcerer Spells 

Metamagic Options 

Seeking Spell 

Transmuted Spell 

Sorcerous Versatility 

 

 

Magical Guidance 



191

Sorcerous Origins 

Draconic Bloodline (PHB) 

Dragon Ancestor 

Draconic Ancestry 
Dragon Damage Type 

Black Acid 

Blue Lightning 

Brass Fire 

Bronze Lightning 

Copper Acid 

Gold Fire 

Green Poison 

Red Fire 

Silver Cold 

White Cold 

Draconic Resilience 

Elemental Affinity 

Dragon Wings 

Draconic Presence 
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Wild Magic (PHB) 

 

Wild Magic Surge 

Tides of Chaos 

Bend Luck 

Controlled Chaos 

Spell Bombardment 
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Divine Soul (XGE) 

Divine Soul  Features  
Level Features 

1st Divine Magic, Favored by the Gods 

6th Empowered Healing 

14th Otherwordly Wings 

18th Unearthly Recovery 

Divine Magic 

Affinity Spell 

Good cure wounds 

Evil inflict wounds 

Law bless 

Chaos bane 

Neutrality protection from Evil and Good 

Favored by the Gods 

Empowered Healing 

Otherworldly Wings 

Unearthly Recovery 
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Shadow Magic (XGE) 

Shadow Sorcerer quirks 
d6 Quirk 

1 You are always icy cold to the touch 

2 
When you are asleep, you don’t appear to breathe 
(though you must still breathe to survive). 

3 You barely bleed, even when badly injured. 

4 
Your heart beats once per minute. This event sometimes 
surprises you. 

5 
You have trouble remembering that living creatures and 
corpses should be treated differently. 

6 You blinked. Once. Last week. 

Shadow Magic Features 
Level Features 

1st Eyes of the Dark, Strength of the Grave 

3rd Eyes of the Dark (darkness) 

6th Hound of Ill Omen 

14th Shadow Walk 

18th Umbral Form 

Eyes of the Dark 

Strength of the Grave 

Hound of Ill Omen 

Shadow Walk 

Umbral Form 
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Storm Sorcery (SCAG/XGE) 

Storm Sorcery Features 
Level Features 

1st Wind Speaker, Tempestuous Magic 

6th Heart of the Storm, Storm Guide 

14th Storm’s Fury 

18th Wind Soul 

Wind Speaker 

Tempestuous Magic 

Heart of the Storm 

Storm Guide 

Storm’s Fury 

Wind Soul 
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Aberrant Mind (TCoE) 

Aberrant Origins 
d6 Origin 

1 
You are convinced that a tentacle is now growing 
on you, but no one else can see it 

2 
A psychic wind from the Astral Plane carried 
psionic energy to you. When you use your powers, 
faint motes of light sparkle around you. 

3 
You once suffered the dominating powers of an 
aboleth, leaving a psychic splinter in your mind. 

4 

You were implanted with a mind flayer tadpole, but 
the ceremorphosis never completed. And now its 
psionic power is yours. When you use it, your flesh 
shines with a strange mucus. 

5 

As a child, you had an imaginary friend that looked 
like a flumph or a strange platypus-like creature. 
One day, it gifted you with psionic powers, which 
have ended up being not so imaginary. 

6 
Your nightmares whisper the truth to you: your 
psionic powers are not your own. You draw them 
from your parasitic twin! 

Psionic Spells 

Psionic Spells 
Sorcerer 

Level 
Spells 

1st arms of Hadar, dissonant whispers, mind sliver 

3rd calm emotions, detect thoughts 

5th hunger of Hadar, sending 

7th Evard’s black tentacles, summon aberration 

9th Rary’s telepathic bond, telekinesis 

Telepathic Speech 

Psionic Sorcery 

Psychic Defenses 

Revelation in Flesh 

 

 

 

 

Warping Implosion 
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Clockwork Soul (TCoE) 

Clockwork Magic 

Clockwork Spells 
Sorcerer 

Level 
Spells 

1st alarm, protection from evil and good 

3rd aid, lesser restoration 

5th dispel magic, protection from energy 

7th freedom of movement, summon contruct 

9th greater restoration, wall of force 

Manifestations of Order 
d6 Origin 

1 Spectral cogwheels hover behind you. 

2 The hands of a clock spin in your eyes. 

3 Your skin glows with a brassy sheen. 

4 
Floating equations and geometric objects overlay 
your body. 

5 
Your spellcasting focus temporarily takes the form 
of a Tiny clockwork mechanism. 

6 
The ticking of gears or ringing of a clock can be 
heard by you and those affected by your magic. 

Restore Balance 

Bastion of Law 

Trance of Order 

Clockwork Cavalcade 

 

 

 
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The Network (SR) 

Social Network 

Network Strikes 

 

 

Arcane Firewall 

Metamagic Glitch 

Network Overload 
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arlock 

Sworn and Beholden 

Delvers into Secrets 

Creating a Warlock 
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Quick Build 

CLASS FEATURES 

Hit Points 

Proficiencies

Equipment 

 

 

 

 

Otherworldly Patron 

 

 

 

Pact Magic 

Cantrips 

Spell Slots 

Spell Known of 1st Level and Higher 
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Spellcasting Ability 

Spellcasting Focus  

Eldritch Invocations 

Pact Boon 

Pact of the Chain 

Pact of the Blade 
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Pact of the Tome 

Pact of the Talisman (TCoE) 

Ability Score Improvement 

Mystic Arcanum 

Eldritch Master 

Optional Class Features 

Additional Warlock Spells 

Pact Boon Option 

Pact of the Talisman 

Eldritch Versatility 
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Otherworldly Patrons 

The Arch Fey (PHB) 

Expanded Spell list 

Arch Fey Expanded Spells 
Spell Level Spells 

1st faerie fire, sleep 

2nd calm emotions, phantasmal force 

3rd blink, plant growth 

4th dominate beast, greater invisibility 

5th dominate person, seeming 

Fey Presence 

Misty Escape 

Beguiling Defenses 

Dark Delirium 



205

The Fiend (PHB) 

Expanded Spell List 

The Fiend Expanded Spells 
Spell Level Spells 

1st burning hands, command 

2nd blindness/deafness, scorching ray 

3rd fireball, stinking cloud 

4th fire shield, wall of fire 

5th flame strike, hallow 

Dark One’s Blessing 

 

Dark One’s Own Luck  

Fiendish Resilience 

Hurl through Hell  
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The Great Old One (PHB) 

Expanded Spell List 

The Great Old One Expanded Spells 
Spell Level Spells 

1st dissonant whispers, Tasha’s hideous laughter 

2nd detect thoughts, phantasmal force 

3rd clairvoyance, sending 

4th dominate beast, Evard’s black tentacles 

5th dominate person, telekinesis 

Awakened Mind 

Entropic Ward  

Thought Shield 

Create Thrall 
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The Celestial (XGE) 

Celestial Features  
Level Features 

1st Expanded Spell List, Bonus Cantrip, Healing Light 

6th Radiant Soul 

10th Celestial Resilience 

14th Searing Vengeance 

Expanded Spell List 

Celestial Expanded Spells 
Spell Level Spells 

1st cure wounds, guiding bolt 

2nd flaming sphere, lesser restoration 

3rd daylight, revivify 

4th guardian of faith, wall of fire 

5th flame strike, greater restoration 

Bonus Cantrips 

 

 

Healing Light 

Radiant Soul 

Celestial Resilience 

Searing Vengeance 
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The Hexblade (XGE) 

Hexblade Features  
Level Features 

1st Expanded Spell List, Hexblade’s Curse, Hex Warrior 

6th Accursed Specter 

10th Armor of Hexes 

14th Master of Hexes 

Expanded Spell List 

Hexblade Expanded Spells 
Spell Level Spells 

1st shield, wrathful smite 

2nd blur, branding smite 

3rd blink, elemental weapon 

4th phantasmal killer, staggering smite 

5th banishing smite, cone of cold 

Hexblade’s Curse 

 

 

 

Hex Warrior 

Accursed Specter 

Armor of Hexes 

Master of Hexes 
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Undying (SCAG) 

Expanded Spell List 

Undying Expanded Spells 
Spell Level Spells 

1st false life, ray of sickness 

2nd blindness/deafness, silence 

3rd feign death, speak with dead 

4th aura of life, death ward 

5th contagion, legend lore 

Among the Dead 

Defy Death 

Undying Nature 

Indestructible Life 
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The Fathomless (TCoE) 

Expanded Spell List 

Fathomless Spells 
Spell Level Spells 

1st create or destroy water, thunderwave 

2nd gust of wind, silence 

3rd lightning bolt, sleet storm 

4th control water, summon elemental (water only) 

5th Bigby’s hand (appears as a tentacle), cone of cold 

Tentacle of the Deeps 

Gift of the Sea 

Oceanic Soul 

Guardian Coil 

Grasping Tentacles 

Fathomless Plunge 
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Genie Expanded Spells 
Spell 
Level 

Genie Spells Dao Spells Djinni Spells Efreeti Spells Marid Spells 

1st detect evil and good sanctuary thunderwave burning hands fog cloud 

2nd phantasmal force spike growth gust of wind scorching ray blur 

3rd create food and water meld into stom wind wall fireball sleet storm 

4th phantasmal killer  stone shape greater invisibility fire shield control water 

5th creation wall of stone seeming flame strike cone of cold 

9th wish -- -- -- -- 

The Genie (TCoE) 

Genie Kind 
D4 Kind 

1 Dao 

2 Djinni 

3 Efreeti 

4 Marid 

 

 

 

Expanded Spell List 

Genie’s Vessel 
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Genie’s Vessel  
d6 Vessel 

1 Oil lamp 

2 Urn 

3 Ring with a compartment 

4 Stoppered bottle 

5 Hollow statuette 

6 Orante lantern 

Bottled Respite. 

Genie’s Wrath. 

Elemental Gift 

Sanctuary Vessel 

Limited Wish 
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The Undead (vRGtR) 

Expanded Spell List 

Undead Expanded Spells 
Spell Level Spells 

1st bane, false life 

2nd blindness/deafness, phantasmal force 

3rd phantom steed, speak with dead 

4th death ward, greater invisibility 

5th antilife shell, cloudkill 

Form of Dread 

 

 

 

Grave Touched 

Necrotic Husk 

Spirit Projection 

 

 

 

 

https://5e.tools/conditionsdiseases.html#frightened_phb
https://5e.tools/conditionsdiseases.html#frightened_phb
https://5e.tools/conditionsdiseases.html#exhaustion_phb
https://5e.tools/conditionsdiseases.html#unconscious_phb
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The Ghost in the Machine (SR) 

Expanded Spell List 

Ghost in the Machine Expanded Spells 
Spell Level Spells 

1st infallible relay, remote access 

2nd arcane hacking, digital phantom 

3rd haywire, machine invisibility 

4th conjure knowbot, system backdoor 

5th shutdown, synchronicity 

Bonus Proficiency 

Information Surge 

Wire Travel 

Personal Encryption 

Technovirus 
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Eldritch Invocations
 

 

General Pact invocations 

Book of Ancient Secrets 

 

 

Aspect of the Moon 

 

 

Voice of the Chain Master 

 

Investment of the Chain Master 

 

 

 

 

 

Gift of the Ever-Living Ones 

 

 

Improved Pact Weapon 

 

 

 

Rebuke of the Talisman 

Arcane Gunslinger (SR) 

General Patron invocations 
Archfey 

Aspect of the Moon 

 

 

Green Lord’s Gift 

 

 

Sea Twins’ Gift 
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Frost Lance 

  

 

Moon Bow 

  

The Fiend 

Cloak of Baalzebul 

 

 

Mace of Dispater 

  

 

 

The Great Old One 
Caiphon’s Beacon 

 

 

Claw of Acamar 

 
 

 

 

Grasp of Hadar 

  

Hexblade 
Burning Hex 

 

 

Chilling Hex 
 

 

Curse Bringer 

  

General Eldritch 
invocations 
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Agonizing Blast 

 

 

Armor of Shadows 

 

Beast Speech 

 
 

Beguiling Influence 

  

Devil’s Sight 

Eldritch Mind 

Eldritch Sight 

 

Eldritch Spear 

 
 

Eyes of the Rune Keeper 

Far Scribe 

 

Fiendish Vigor 

Gaze of Two Minds 

Grasp of Hadar 

 

Lance of Lethargy 

 

 

Mask of Many Faces 

Misty Visions 

Repelling Blast 

 

 

Thief of Five Fates 

5th Level Invocations 

Cloak of Flies 

 

 

 

Eldritch Smite 
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Gift of the Depths 

 

Improved Pact Weapon 

 

 

Kiss of Mephistopheles 

  

 

Maddening Hex 

 

 

Mire the Mind 

 

 

One with Shadows 

 

 

Relentless Hex 

 

 

Sign of Ill Omen 

 

 

Thirsting Blade 

 

Tomb of Levistus 

 

 

Undying Servitude 

7th Level Invocations 

Bewitching Whisper 

 
 

 

Dreadful Word 

 
 

Gaze of Khirad 

 

 

Ghostly Gaze 

 

Protection of the Talisman 
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Relentless Hex 

 

 

Sculptor of Flesh 

 

 

Trickster’s Escape 

 

9th Level Invocations 

Ascendant Step 

 
 

Gift of the Protectors 

Minions of Chaos 

 

 

Otherworldly Leap 

 

 

Superior Pact Weapon 

 

 
 

  

Whispers of the Grave 

 

 

12th Level Invocations 

Bond of the Talisman 

Lifedrinker 

 

15th Level Invocations 

Chains of Carceri 

 

 

Master of Myriad Forms 

 
 

Shroud of Shadow 

 

Ultimate Pact Weapon 

 
 

 
  

Visions of Distant Realms 

 

 

Witch Sight 
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18th Level Invocations 

Shroud of Ulban 
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izard 

Scholars of the Arcane 

The Lure of Knowledge 

Creating a Wizard 

Quick Build 
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Class Features 

Hit Points 

Proficiencies 

Equipment 

 

 

 

 

Spellcasting 

Cantrips  

Spellbook 

Preparing and Casting Spells 



223

Spellcasting Ability  

Ritual Casting  

Spellcasting Focus 

Learning Spells of 1st 
Level and higher 
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Arcane Recovery 

Arcane Tradition 

Ability Score Improvement  

Spell Mastery 

Signature Spells 

Optional Class Features 
Additional Wizard Spells 

Cantrip Formulas 
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Arcane Traditions 

School of Abjuration (PHB) 

Abjurant Servant 

Arcane Ward 

Projected Ward 

Improved Abjuration 

Spell Resistance 
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School of Conjuration (PHB) 

Conjurant Servant 

Minor Conjuration 

Benign Transposition 

Focused Conjuration 

Durable Summons 
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School of Divination (PHB) 

Divination Savant  

Portent 

Expert Divination 

The Third Eye 

Greater Portent 
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School of Enchantment (PHB) 

Enchantment Savant 

Hypnotic Gaze 

Instinctive Charm 

Split Enchantment 

Alter Memories 
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School of Evocation (PHB) 

Evocation Savant 

Sculpt Spells 

Potent Cantrip 

 

 

Empowered Evocation 

Overchannel 
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School of Illusion (PHB)  

Illusion Savant 

Improved Minor Illusion  

Malleable Illusions 

 

Illusory Self 

Illusory Reality  
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School of Necromancy (PHB) 

Necromancy Savant 

Grim Harvest 

Undead Thralls 

 

 

Inured to Undead 

 

 

 

Command Undead 
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School of Transmutation (PHB) 

Transmutation Savant 

Minor Alchemy 

Transmuter’s Stone 

 

 

 

 

 

 

Shapechanger 

Master Transmuter 
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War Magic (XGE) War Magic Features  
Level Features 

2nd Arcane Deflection, Tactical Wit 

6th Power Surge 

10th Durable Magic 

14th Deflecting Shroud 

Arcane Deflection 

Tactical Wit 

Power Surge 

Durable Magic  

Deflecting Shroud 
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Bladesinging (SCAG /TCoE) 

Mace Sicils 

Training in War and Song 

Bladesong 

 

 

 

 

Extra Attack 

Song of Defense 

Song of Victory  
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Chronurgy Magic (EGtW) 

Chronal Shift Temporal Awareness 

Momentary Stasis 

Arcane Abeyance 

Convergent Future 

Graviturgy Magic (EGtW) 
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Adjust Density 

Gravity Well 

Violent Attraction 

Event Horizon 
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Order of Scribes (TCoE) 

Wizardly Quill 

 

 

 

Awakened Spellbook 

 

 

 

Manifest Mind 

Master Scrivener 
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One with the Word 
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School of Technomancy (SR) 

Bonus Proficiencies 

Technological Savant 

Program Spell 

Online Casting 

Chained Device 
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Multiclassing 
Multiclass Prerequisites 
Class Ability Score Minimum 

Artificer Intelligence 13 

Barbarian Strength 13 

Bard Charisma 13 

Cleric Wisdom 13 

Druid Wisdom 13 

Fighter Strength 13 or Dexterity 13 

Monk Dexterity 13 and Wisdom 13 

Paladin Strength 13 and Charisma 13 

Ranger Dexterity 13 and Wisdom 13 

Rogue Dexterity 13 

Sorcerer Charisma 13 

Warlock Charisma 13 

Wizard Intelligence 13 

Multiclass Proficiencies 
Class Proficiencies Gained 

Artificer 
Light armor, medium armor, shields, thieves’ tools, 
tinker’s tools 

Barbarian Shields, simple weapons, martial weapons 

Bard 
Light armor, one skill of your choice, one musical 
instrument of your choice 

Cleric Light armor, medium armor, shields 

Druid 
Lighth armor, medium armor, shields (druids will not 
wear armor or use shields made of metal) 

Fighter 
Light armor, medium armor, shields, simple weapons, 
martial weapons 

Monk Simple weapons, shortswords 

Paladin 
Light armor, medium armor, shields, simple weapons, 
martial weapons 

Ranger 
Light armor, medium armor, shields, simple weapons, 
martial weapons, one skill from the class’s skill list 

Rogue 
Light armor, one skill from the class’s skill list, 
thieves’ tools 

Sorcerer --- 

Warlock Light armor, simple weapons 

Wizard --- 

Multiclass Spellcaster: 
Spellslots per Spell Level 
Lvl. 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 

1st 2 -- 

2nd 3 -- -- -- -- -- -- -- -- 

3rd 4 2 -- -- -- -- -- -- -- 

4th 4 3 -- -- -- -- -- -- -- 

5th 4 3 2 -- -- -- -- -- -- 

6th 4 3 3 -- -- -- -- -- -- 

7th 4 3 3 1 -- -- -- -- -- 

8th 4 3 3 2 -- -- -- -- -- 

9th 4 3 3 3 1 -- -- -- -- 

10th 4 3 3 3 2 -- -- -- -- 

11th 4 3 3 3 2 1 -- -- -- 

12th 4 3 3 3 2 1 -- -- -- 

13th 4 3 3 3 2 1 1 -- -- 

14th 4 3 3 3 2 1 1 -- -- 

15th 4 3 3 3 2 1 1 1 -- 

16th 4 3 3 3 2 1 1 1 -- 

17th 4 3 3 3 2 1 1 1 1 

18th 4 3 3 3 3 1 1 1 1 

19th 4 3 3 3 3 2 1 1 1 

20th 4 3 3 3 3 2 2 1 1 



241

Feats 
Abberant Dragonmark 

 

 

 

Abberant Dragonmark Flaws 

D8 Flaw 

1 Your mark is a source of constant physical pain. 

2 Your mark whispers to you. Its meaning can be unclear. 

3 When you’re stressed, the mark hisses audibly. 

4 The skin around the mark is burned, scaly, or withered. 

5 Animals are uneasy around you. 

6 You have a mood swing any time you use your mark. 

7 Your looks change slightly whenever you use the mark. 

8 You have horrific nightmares after you use your mark. 

Acrobat (UA) 

 

 

 

Actor 

 

 

 

Alert  

 

 

 

Athlete 

 

 

 

 

Artificer Initiate (TCoE) 

 

 

 

Bountiful Luck (XGE) 

Charger 

http://engl393-dnd5th.wikia.com/wiki/Order_of_Combat#Surprise
http://engl393-dnd5th.wikia.com/wiki/Order_of_Combat#Initiative
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Chef (TCoE) 

 

 

 

 

Crossbow Expert (PHB Errata) 

 

 

 

Crusher (TCoE) 

 

 

 

Defensive Duelist  

Dragon Fear (XGE) 

 

 

Dragon Hide (XGE) 

 

 

 

Drow High Magic (XGE) 

Dual Wielder 

 

 

 

Dungeon Delver (Sage Advice) 

 

http://engl393-dnd5th.wikia.com/wiki/Weapons#Loading
http://engl393-dnd5th.wikia.com/wiki/Weapons#Finesse
http://engl393-dnd5th.wikia.com/wiki/Conditions#frightened
http://engl393-dnd5th.wikia.com/wiki/Detect_Magic
http://engl393-dnd5th.wikia.com/wiki/Levitate
http://engl393-dnd5th.wikia.com/wiki/Dispel_Magic
http://engl393-dnd5th.wikia.com/wiki/Dispel_Magic
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 

 

 

Durable  

 

 

Dwarven Fortitude (XGE)  

 

 

Eldritch Adept 

Elemental Adept  

Elven Accuracy (XGE) 

 

 

Fade Away (XGE) 

 

 

Fell Handed (UA) 

 

 

 

 

Fey Teleportation (XGE) 

 

 

 

Fey Touched 

 

 

http://engl393-dnd5th.wikia.com/wiki/Invisibility
http://engl393-dnd5th.wikia.com/wiki/Conditions#Prone
http://engl393-dnd5th.wikia.com/wiki/Misty_Step
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Fighting Initiate 

Flames of Phlegethos (XGE) 

 

 

 

Grappler (Sage Advice) 

 

 

Great Weapon Master 

 

 

Gunner 

 

 

  

 

Healer 

 

 

Heavily Armored  

 

 

Heavy Armor Master  

 

 

Infernal Constitution (XGE) 

 

 

 

Inspiring Leader 

http://engl393-dnd5th.wikia.com/wiki/Conditions#Restrained
http://engl393-dnd5th.wikia.com/wiki/Weapons#Heavy
http://engl393-dnd5th.wikia.com/wiki/Armor_and_Shields#Heavy_Armor
http://engl393-dnd5th.wikia.com/wiki/Armor_and_Shields#Heavy_Armor
http://engl393-dnd5th.wikia.com/wiki/Conditions#Poisoned


245

Keen Mind  

 

 

 

 

Lightly Armored  

 

 

Linguist  

 

 

 

Lucky  

Mage Slayer  

 

 

 

Magic Initiate  

Martial Adept  

 

 

Medium Armor Master  

 

 

Metamagic Adept 

 

 

Moderately Armored  

 

http://engl393-dnd5th.wikia.com/wiki/Armor_and_Shields#Light_Armor
http://engl393-dnd5th.wikia.com/wiki/Category:Cantrip
http://engl393-dnd5th.wikia.com/wiki/Category:1
http://engl393-dnd5th.wikia.com/wiki/Fighter#Maneuvers
http://engl393-dnd5th.wikia.com/wiki/Fighter#Battle_Master
http://engl393-dnd5th.wikia.com/wiki/Fighter#Superiority_Dice
http://engl393-dnd5th.wikia.com/wiki/Armor_and_Shields#Armor
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 

Mobile  

 

 

 

Mounted Combatant  

 

 

 

Observant 

 

 

 

Orcish Fury (XGE) 

 

 

 

Performer  

 

 

 

Poisoner 

 

 

 

Polearm Master  

 

 

Prodigy (XGE) 

 

 

http://engl393-dnd5th.wikia.com/wiki/Armor_and_Shields#Medium_Armor
http://engl393-dnd5th.wikia.com/wiki/Rogue#Expertise
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Resilient  

 

 

Revenant Blade (WGtE) 

 

 

 

Quick-Fingered  

 

 

 

Ritual Caster  

Savage Attacker  

Second Chance (XGE) 

 

 

Sentinel  

 

 

 

Shadow Touched 

 

  

Sharpshooter  

 

 

 

http://engl393-dnd5th.wikia.com/wiki/Ritual
http://engl393-dnd5th.wikia.com/wiki/Category:1
http://engl393-dnd5th.wikia.com/wiki/Bard_Spells
http://engl393-dnd5th.wikia.com/wiki/Cleric_Spells
http://engl393-dnd5th.wikia.com/wiki/Druid_Spells
http://engl393-dnd5th.wikia.com/wiki/Sorcerer_Spells
http://engl393-dnd5th.wikia.com/wiki/Warlock_Spells
http://engl393-dnd5th.wikia.com/wiki/Wizard_Spells
http://engl393-dnd5th.wikia.com/wiki/Category:Ritual
http://engl393-dnd5th.wikia.com/wiki/Wizard#Spellbook
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Shield Master  

 

 

 

Silver-Tongued  

 

 

 

Skilled  

Skill Expert 

 

 

 

Skulker  

 

 

 

Slasher 

 

 

 

Spell Sniper  

 

 

 

Squat Nimbleness (XGE) 

 

 

 

 

Stealthy  

 

 

 

http://engl393-dnd5th.wikia.com/wiki/Category:Cantrip
http://engl393-dnd5th.wikia.com/wiki/Bard_Spells
http://engl393-dnd5th.wikia.com/wiki/Cleric_Spells
http://engl393-dnd5th.wikia.com/wiki/Druid_Spells
http://engl393-dnd5th.wikia.com/wiki/Sorcerer_Spells
http://engl393-dnd5th.wikia.com/wiki/Warlock_Spells
http://engl393-dnd5th.wikia.com/wiki/Wizard_Spells
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Survivalist  

 

 

 

Tavern Brawler (PHB Errata) 

 

 

 

 

Telekinetic 

 

 

 

Telepathic 

 

 

 

Theologian  

 

 

 

Tough  

War Caster  

 

 

 

Weapon Master  

 

 

Wood Elf Magic (XGE) 

 

 

 

http://engl393-dnd5th.wikia.com/wiki/Alarm
http://engl393-dnd5th.wikia.com/wiki/Weapons#Improvised_Weapons
http://engl393-dnd5th.wikia.com/wiki/Thaumaturgy
http://engl393-dnd5th.wikia.com/wiki/Detect_Evil_and_Good
http://engl393-dnd5th.wikia.com/wiki/Detect_Evil_and_Good
http://engl393-dnd5th.wikia.com/wiki/Detect_Evil_and_Good
http://engl393-dnd5th.wikia.com/wiki/Weapons
http://engl393-dnd5th.wikia.com/wiki/Weapons
http://engl393-dnd5th.wikia.com/wiki/Druid_Spells
http://engl393-dnd5th.wikia.com/wiki/Longstrider
http://engl393-dnd5th.wikia.com/wiki/Pass_without_Trace
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