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I love 5e, but here are a couple of things that bother me
and could use tweaking. I'm not trying to reinvent the
wheel or rewrite the game. These tweaks are meant to
be easy to apply patches that enhance balance and
gameplay while simultaneously opening more viable
options. There is also some new content in the form of
New Feats meant to fill some missing niches and give a
few more options. Think of it as a balance patch meant
to iron out a few wrinkles and I welcome feedback.

The following tweaks effects races in the PHB.

•
•

•
•

•

Change Darkvision to Inferior Darkvision:
Thanks to your Elf blood, you have superior
vision in dark and dim conditions. You can see
in dim light within 30' of you as if it were
bright light, and in darkness as if it were dim
light.

•

Any race can choose to build their character
using a 25 point buy instead of a 27 point buy
to gain a bonus feat at character creation at
1st level. Any feat taken at 1st level does not
benefit from any stat bonus that the feat might
normally apply. No stat may be under 8 or
over 15 before racial bonuses are added. This
does not affect existing characters.

Add Skill Versatility: You gain proficiency in
two skills of your choice.
Remove Variant Human

Breath Weapon: You can use your bonus
action to exhale...
Add Darkvision: Thanks to your Draconic
blood, you have superior vision in dark and
dim conditions. You can see in dim light within
60' of you as if it were bright light, and in
darkness as if it were dim light.

The following tweaks effects abilities in the core rules.

Path of the Berserker
•
•

•

•

Change Darkvision to Inferior Darkvision:
Thanks to your Elf blood, you have superior
vision in dark and dim conditions. You can see
in dim light within 30' of you as if it were
bright light, and in darkness as if it were dim
light.
Change to Skill Versatility: You gain
proficiency in one skill of your choice.

•

Frenzy: Add "While in a Frenzy, every attack
is a Reckless Attack."
Remove "When your rage ends, you suffer
one level of Exhaustion (as described in
appendix A).
Add "You cannot enter another Frenzy until
you've completed a Short or Long Rest."

Path of the Totem Warrior
•

Totem Spirit (Bear): Change "While raging,
you have resistance to all damage except
psychic damage." To "While raging, you have
resistance to all damage except Radiant,
Necrotic, and psychic damage."

Circle Forms (CHANGE)

All Circle Forms now use the chart below and ignore
the chart in the PHB.
Beast Shapes

Wild Shape
•

•

Add "You must return to your natural form
before transforming into another form unless
you are expending another use of Wild Shape
to maintain your form. You cannot revert to
your natural form and take another form within
the same turn; you must wait until your next
turn to assume a new shape."
Add "Exception to the above. You may
transform from one wild shape to another wild
shape without expending another use of Wild
Shape or reverting back to your natural form,
doing so increases your exhaustion level by 1
unless you pass a DC 10 Constitution Saving
throw. Any damage that you had in the
previous form carries over to the new form.”

ArchDruid
•

Change to "At 20th level you can use your
Wild Shape an unlimited number of times to
transform into any beast that has a challenge
rating of 2 or lower.”

Level

Max. CR

Max CR
(Moon)

2nd

½

1

4th

1

1

6th

1

2

8th
9th
10th
12th
15th
18th

2
2
3
4
5
6

2
3
3
4
5
6

Limitations
No flying or
swimming
speed
No flying
speed
No flying
speed
-------------

Fighting Style
•
•

•

•

Archery: Change to "You gain a +1 bonus to
attack rolls and a +1 to Weapon Damage rolls
you make with ranged or thrown weapons."
Dueling: Change To "When you are wielding
a melee weapon in one hand and no other
weapons or a versatile weapon in two hands,
you gain a +2 bonus to damage rolls with that
weapon."
Great Weapon Fighting: Change to "When
you roll one or more weapon dice for an attack
with a melee weapon you are using in two
hands, you can reroll any of the dice and must
use the new roll. The weapon must have the
versatile or two-handed property for you to
gain this benefit."
Two Weapon Fighting: Change “When you
engage in two-weapon fighting, you can draw
two weapons when you would normally
only be allowed to draw one. You also can
add your ability modifier to the damage of the
second Attack.

Lvl 10
•

Add Ability Score Improvement

Lvl 11
•

Add Extra Attack (2)

Fighting Style
•

•

Extra Attack
Beginning at 5th level, you can attack twice, instead of
once, whenever you take the Attack action on your
turn. The number of attacks increases to three when
you reach 11th level in this class.

Foe Slayer
•

Stunning Strike
•

Starting at 5th level, you can interfere with the
flow of ki in an opponent’s body. Once per
turn, when you hit another creature with a
melee weapon attack, you can spend 2 kipoints to attempt a stunning strike. The target
must succeed on a Constitution saving throw
or be stunned until the end of your next turn.

Way of the Four Elements
•

Archery: Change to "You gain a +1 bonus to
attack rolls and a +1 to Weapon Damage rolls
you make with ranged or thrown weapons."
Dueling: Change To "When you are wielding
a melee weapon in one hand and no other
weapons or a versatile weapon in two hands,
you gain a +2 bonus to damage rolls with that
weapon."

Change "Once on each of your turns, you can
add..." to "You can add... " (no longer limited)

Hunter
Whirlwind Attack. You can use your action to make a
melee attack against any number of creatures within
10 feet of you, with a separate attack roll for each
target.

Beast Master
•

Reduce Ki cost of Elemental Disciplines by 1.
•

Animal Companion: You can use your bonus
action to verbally command it to take the
Attack, Dash, Disengage, Dodge, or Help
action.
Exceptional Training: Beginning at 7th level, on
any of your turns when your beast companion
doesn’t attack, you can command the beast, at
no action cost, to take the Dash, Disengage,
Dodge, or Help action on its turn."

Fighting Style
•

•

Dueling: Change To "When you are wielding
a melee weapon in one hand and no other
weapons or a versatile weapon in two hands,
you gain a +2 bonus to damage rolls with that
weapon."
Great Weapon Fighting: Change to "When
you roll one or more weapon dice for an attack
with a melee weapon you are using in two
hands, you can can reroll any of the dice and
must use the new roll. The weapon must have
the versatile or two handed property for you to
gain this benefit."

Sneak Attack
•

•

Divine Smite
•

Change to "Starting at 2nd level, when you hit
a creature with a melee weapon attack, you
can expend one paladin spell slot to deal
radiant damage to the target, in addition to the
weapon’s damage. The extra damage is 2d8
for a 1st-level spell slot, plus 1d8 for each spell
level higher than 1st, to a maximum of 6d8.
The damage increases by 1d8 if the target is
an undead or a fiend."

•

Beginning at 1st level, you know how to strike
subtly and exploit a foe’s distraction. You can
deal an extra 1d6 damage to one creature you
hit with an attack if you have advantage on the
attack roll.
You don't need advantage on the Attack roll if
another enemy of the target is within 5 feet of
it, that enemy isn't Incapacitated, and you
don't have disadvantage on the Attack roll.
Once you deal the extra damage you can not
do so again until the beginning of your next
turn.

Swashbuckler Archetype
Fancy Footwork
• Add: You can draw two weapons when you

would normally only be allowed to draw one.

normally requires concentration, it doesn't
require concentration in this case, the spell
lasts for its full duration."

Tides of Chaos
•

Change Any time before…. to “Any time before
you regain the use of this feature, when you
roll the d20 after casting a sorcerer spell of 1st
level or higher. The change of a wild magic
surge increases to 1-5 on the d20. If a wild
magic surge is triggered, then you regain this
feature at the end of your turn.”

Pact of the Chain
•

•

Spells Known of 1st Level and Higher
•

Add "In addition to the number of spells listed
in the Spells Known column of the Sorcerer's
table you know additional spells equal to your
CHA Modifier."

Pact of the Blade
•

Font of Magic
Sorcery Points
•

Regain 2 expended sorcery points whenever
you finish a short rest. Regain all of your
sorcery points when you finish a long rest.

At 20th level, you regain 4 additional expended
sorcery points whenever you finish a short
rest."

Wild Magic
Wild Magic Surge
•

Replace with "Starting when you choose this
origin at 1st level, your Spellcasting ability can
unleash surges of untamed magic. Once per
turn, roll a d20 immediately after you cast a
sorcerer spell of 1st or higher. If you roll a 20,
the spell slot is not expended. If you roll a 1,
roll on the Wild Magic Surge table to create a
magical effect. If that effect is a spell it is too
wild to be affected by your Metamagic, and if it

Add "Gain proficiency in Medium Armor. Your
hit point maximum increases by 3 and
increases by 1 again whenever you gain a level
in this class."

Pact of the Tome
•

Sorcerous Restoration
•

Add "Add your proficiency bonus to the
familiar's AC, attack rolls, and damage rolls, as
well as to any saves or skills it is proficient in.
It's hit point maximum equals the hit point
number in its stat block or four times your
Warlock level, whichever is higher."
Change "Additionally, when you take the
Attack action, you can forgo one of your own
attacks to allow your familiar to make one
attack of its own with its reaction." To
"Additionally, as a bonus action, you can
instruct your familiar to make one attack with
its reaction."

Add "In addition to adding the spells on your
Patron's expanded spell list to the Warlock
spell list treat them as additional spells known
for you."

Eldritch Invocations
Agonizing Blast
•

Change to "When you cast eldritch blast, add
your Charisma modifier to the damage it deals
on a hit. Apply this bonus damage only once
per target."

Repelling Blast
•

Change to "When you hit a creature with
eldritch blast, you can push the creature up to
10 feet away from you in a straight line. Apply
this effect only once per target."

Empowered Evocation
•

Beginning at 10th level, you can add your
Intelligence modifier to the damage roll of any
wizard evocation spell you cast. The damage
bonus applies to one damage roll of a spell, not
multiple rolls and cannot be used to increase
the damage dealt to a single creature by an
amount greater than your Intelligence
modifier.

•

Change "Until the spell ends, whenever you or
a creature you can see starts its turn or ends
its turn in the spirits space, add "maximum of
2 creatures per round can benefit from a
healing spirit."

The following core feats have changes listed in bold.
New feats are marked with a
. If a feat is not listed
here, then it remains unchanged from the core rules.
•
•

Lose Spellcasting as a 2nd level class feature,
gain Martial Aptitude instead at 2nd level.
Primeval Awareness can be used once per
short/long rest without expending a spell slot
and lasts one minute.

You learn maneuvers that are fueled by special dice
called superiority dice.

Maneuvers
•

•

You learn three maneuvers of your choice from
among those available to the Battle Master
archetype in the fighter class.
You learn an additional maneuver of your
choice at 5th, 9th, 13th, and 17th level. Each
time you learn a new maneuver, you can also
replace one maneuver you know with a
different one.

Superiority Dice
•

You have three superiority dice, which are d6s.
A superiority die is expended when you use it.
You regain all of your expended superiority
dice when you finish a short or long rest. You
gain an additional superiority die at 5th level,
9th level, 13th level, and 17th level.

Saving Throws

Some maneuvers require your target to make a saving
throw to resist the maneuver’s effects, the saving
throw DC equals 8 + your proficiency bonus + your
Strength or Dexterity modifier (your choice).

The following tweaks effects spells in the core rules.

You have undergone extensive physical training to gain
the following benefits:
•
Increase your Strength or Dexterity score by 1,
to a maximum of 20.
•
Gain proficiency with Athletics.
•
When making an Athletics check, gain
advantage.
•
When you are prone, standing up uses only 5
feet of your movement.
•
Climbing doesn’t halve your speed.
•
You can make a running long jump or a
running high jump after moving only 5 feet on
foot, rather than 10 feet.

Entering a melee with your bow is of little concern,
gain the
following benefits:
•
Being within 5 feet of a hostile creature doesn’t
impose disadvantage on your ranged attack
rolls.
•
Targets do not benefit from cover for being
engaged in melee.
•
When you make a ranged attack against a
hostile creature within 5 feet of you, you don’t
provoke opportunity attacks from that creature
for the rest of the turn, whether you hit or not.
•
When you make a ranged attack against a
hostile creature within 5 feet of you, you can
use a bonus action to make a melee attack
with a piece of ammunition or part of your
ranged weapon. This weapon has Finesse and
the damage die for this attack is a d4 plus your
ability modifier and deals piercing or
bludgeoning damage.

You never let an opportunity pass you by, gain the
following
benefits:
•
When a creature that is within 5 feet of you
attacks an ally instead of you or attacks you
while suffering disadvantage you can use your
Reaction to make an attack against them. The
attack must use a finesse or a light weapon
and is made with advantage.

Thanks to extensive practice with the crossbow, you
gain the
following benefits:
•
Gain proficiency with all Crossbows.
•
You ignore the loading quality of crossbows
with which you are proficient.
•
Being within 5 feet of a hostile creature doesn’t
impose disadvantage on your ranged attack
rolls made with crossbows.
•
When you use the Attack action and attack
with a one-handed weapon, you can use a
bonus action to attack with a loaded hand
crossbow you are holding.

Prerequisite: Dexterity 13 or higher
•
When you are wielding a finesse weapon with
which you are proficient and another creature
hits you with a melee attack, you can use your
reaction to add your proficiency bonus to your
AC for that attack, potentially causing the
attack to miss you.
•
Gain the Dueling Fighting Style available
to Fighters.
•
Defensive Duelist can be used with any
ability that grants additional reactions or
opportunity attacks, such as Lighting
Reflexes.

Prerequisites: The ability to cast at least one spell of
1st level or higher. You are desperate enough to tap
the weave within yourself to fuel your magic, gain the
following benefits:
•
Gain one spell slot for each spell level you are
capable of casting that is lower than your
highest level spellslot. This cannot grant spell
slots of 5th level or higher.
•
When you expend one of these spell slots,
make a Constitution save equal to 10+ spell
slot level, if you fail, gain one level of
exhaustion.
•
Once you expend one of these spell slots you
must finish a long rest before you can use
them again.

You master fighting with two weapons, gaining the
following benefits:
• You gain a +1 bonus to AC while you are
wielding a separate melee weapon in each
hand.
• You can use two-weapon fighting even when
the one-handed melee weapons you are
wielding aren’t light.
•
Removed: You can draw or stow two onehanded weapons when you would
normally be able to draw or stow only
one.

Unparalleled in single combat, gain the following
benefits:
•
You gain a +1 bonus to AC while you wield a
one-handed weapon or versatile weapon and
no other weapons or a shield.
•
While you wield a one-handed weapon or
versatile weapon and no other weapons or a
shield, you can use a bonus action to make an
additional attack, the attack must be one
handed if the weapon is versatile. You don't
add your ability modifier to the damage of the
bonus attack, unless that modifier is negative.

•

Alert to the hidden traps and secret doors found in
many dungeons, you gain the following benefits:
•
Gain proficiency with Thieves’ Tools
•
You have advantage on Wisdom (Perception)
and Intelligence (Investigation) checks made
to detect the presence of secret doors.
•
You have advantage on saving throws made to
avoid or resist traps.
•
You have resistance to the damage dealt by
traps.
•
You can search for traps while traveling at a
normal pace, instead of only at a slow pace.

Hardy and resilient, you gain the following benefits:
•
Increase your Constitution score by 1, to a
maximum of 20.
•
Gain Advantage on Death Saving Throws.
•
When you roll a Hit Die to regain hit points, the
minimum number of hit points you regain from
the roll equals twice your Constitution modifier
(minimum of 2).

You reach mastery of a skill, gain the following
benefits:
•
Increase your Strength, Dexterity,
Constitution, Intelligence, Wisdom, or
Charisma score by 1, to a maximum of 20.
•
Pick one of your skill proficiencies. Your
proficiency bonus is doubled for any ability
check you make that uses the chosen
proficiency. This bonus does not stack with the
Bard or Rogue abilities of the same name.

You are brutally efficient in your chosen combat style,
gain the following benefits:
•
Increase your Dexterity or Strength score by 1,
to a maximum of 20.
•
Gain one Fighting Style available to Fighters.

Prerequisite: Strength 13 or higher
You’ve developed the skills necessary to hold your own
in close quarters grappling. You gain the following
benefits:
•
Increase your Strength score by 1, to a
maximum of 20.

•

•

You have advantage on attack rolls against a
creature you are grappling.
You can use your action to try to pin a creature
grappled by you. To do so, make another
grapple check. If you succeed, your speed
becomes 0 and the creature is restrained
until the grapple ends. When a pinned
creature succeeds in escaping a grapple,
they are no longer pinned, but remain
grappled.
Creatures that are one size larger than you
don’t have advantage on checks to escape
your grapple.

You’ve learned to put the weight of a weapon to your
advantage, letting its momentum empower your
strikes. You gain the following benefits:
•
On your turn, when you score a critical hit with
a melee weapon or reduce a creature to 0 hit
points with one, you can make one melee
weapon attack as a bonus action.
•
Once per turn before you make a melee
attack with a heavy weapon that you are
proficient with, you can choose to take a -5
penalty to the attack roll. If the attack hits,
you add +10 to the attack’s damage.

You've learned to shake off just about everything that
has come your way, gain the following benefits:
•
Gain a bonus equal to one half your proficiency
bonus (rounded up) to any save you are not
proficient in.

You are an able physician, allowing you to mend
wounds quickly and get your allies back in the fight.
You gain the following benefits:
•
Increase your Wisdom score by 1, to a
maximum of 20.
•
Gain advantage on Wisdom (Medicine)
checks.
•
When you use a healer’s kit to help stabilize a
dying creature, that creature also regains 1 hit
point.
•
As an action, you can spend one use of a
healer’s kit to tend to a creature and restore
1d6 + 4 hit points to it, plus additional hit
points equal to the creature’s maximum
number of Hit Dice. The creature can’t regain
hit points from this feat again until it finishes a
short or long rest.

Prerequisite: Proficiency with heavy armor
You can use your armor to deflect strikes that would
kill others. You gain the following benefits:
•
Increase your Strength score by 1, to a
maximum of 20.
•
When you wear heavy armor, you can add
1 to your AC if you have a Dexterity of 12
or higher.
•
While you are wearing heavy armor, as a
reaction you can reduce the bludgeoning,
piercing, and slashing damage from a
weapon attack by 1d6 + Proficiency
Modifier.

Prerequisite: Charisma 13 or higher
•
Increase your Charisma score by 1, to a
maximum of 20.
•
You can spend 10 minutes inspiring your
companions, shoring up their resolve to fight.
When you do so, choose up to six friendly
creatures (which can include yourself) within
30 feet of you who can see or hear you and
who can understand you. Each creature can
gain temporary hit points equal to your level +
your Charisma modifier. A creature can’t gain
temporary hit points from this feat again until
it has finished a short or long rest.

Prerequisite: Strength 13 or higher
•
Increase your Strength score by 1, to a
maximum of 20.
•
You may use Strength instead of Charisma for
Intimidation checks.
•
As a bonus action, you may attempt to
intimidate a creature. Make an Intimidation
(Strength) check opposed by either a Strength
check or an Intimidation check, if your total is
greater than the target's, they are frightened
until the end of their next turn. This ability can
only be used to target a creature once, and
any creature that can see or hear a failed
Intimidating Presence attempt is immune to
the effects of Intimidating Presence for 24
hours.

You know where attacks will be and simply aren't
there, gain the following benefits:
•
Increase your Wisdom score by 1, to a
maximum of 20.
•
Gain Unarmored Defense: While you are
wearing no armor and not wielding a shield,
your AC equals 10 + your Dexterity modifier +
your Wisdom modifier.

You have a mind that can track time, direction, and
detail with uncanny precision. You gain the following
benefits.
•
Increase your Intelligence score by 1, to a
maximum of 20.
•
You have advantage on Intelligence
checks involving Knowledge and
Reasoning.
•
You have advantage on Intelligence
Saving Throws.
•
You always know which way is north.
•
You always know the number of hours left
before the next sunrise or sunset.
•
You can accurately recall anything you have
seen or heard within the past month.

Prerequisites: Small size. Strength 13 or higher. May
only be taken at 1st level. You are one of the largest of
your kind, gain the following benefits:
•
Increase your Strength Score by 1, to a
maximum of 20.
•
You count as one size larger when determining
your carrying capacity and the weight you can
push, drag, or lift.
•
You may choose to count as one size larger
whenever it would be beneficial. This allows
small creatures to ignore the Heavy weapon
property.

You know how to get the most out of light armors,
gain the following benefits:
•
Increase your Dexterity score by 1, to a
maximum of 20.
•
Increase the AC granted by light armors by 1.

Prerequisites: Dexterity 15 or higher. You are
preternaturally quick, gain the following benefits:
•
Gain Advantage on Initiative Rolls
•
Gain a second reaction each turn; this reaction
can only be used for Opportunity Attacks.

You have martial training that allows you to perform
special combat maneuvers. You gain the following
benefits:
•
You learn two maneuvers of your choice from
among those available to the Battle Master
archetype in the fighter class. If a maneuver
you use requires your target to make a saving
throw to resist the maneuver’s effects, the
saving throw DC equals 8 + your proficiency
bonus + your Strength or Dexterity modifier
(your choice).
•
If you already have superiority dice, you
gain two more; otherwise, you have two
superiority dice, which are a d6. This die is
used to fuel your maneuvers. A superiority die
is expended when you use it. You regain your
expended superiority dice when you finish a
short or long rest.

You have studied languages and codes, gaining the
following benefits:
•
Increase your Intelligence score by 1, to a
maximum of 20.
•
You learn three languages of your choice.
•
You can learn a new language by studying
or being exposed to it for three days.
•
You can ably create written ciphers. Others
can’t decipher a code you create unless you
teach them, they succeed on an Intelligence
check (DC equal to your Intelligence score +
your proficiency bonus), or they use magic to
decipher it.

You have inexplicable luck that seem s to kick in at
just the right moment.
•
You have 1 luck point. Whenever you make
an attack roll, an ability check, or a saving
throw, you can spend one luck point to roll an
additional d20. You can choose to spend one of
your luck points after you roll the die, but
before the outcome is determined. You choose
which of the d20s is used for the attack roll,
ability check, or saving throw.
•
You can also spend one luck point when an
attack roll is made against you. Roll a d20, and
then choose whether the attack uses the
attacker’s roll or yours.
•
If more than one creature spends a luck point
to influence the outcome of a roll, the points
cancel each other out; no additional dice are
rolled.
•
You regain your expended luck point
when you finish a short or long rest.

You are trained as an unarmed combatant, gain the
following benefits:
•
Increase your Strength or Dexterity score by 1,
to a maximum of 20.
•
Your unarmed strike uses a d4 for damage. If
your unarmed strike already deals a d4 or
large damage die, increase the die by one size
d4>d6>d8>d10>d12.
•
Your unarmed strike gains the Offhand
property and can be used for two-weapon
fighting.
•
When performing a Grapple or Shove you may
use a Dexterity (Acrobatics) check instead of a
Strength (Athletics) check.

Prerequisite: Proficiency with medium armor You hav
practiced moving in medium armor to gain the
following benefits:
•
Increase your Strength or Dexterity score
by 1, to a maximum of 20.
•
Wearing medium armor doesn’t impose
disadvantage on your Dexterity (Stealth)
checks.
•
When you wear medium armor, you can
increase the maximum Dexterity Modifier
allowed by the armor by 1.

The sheer power of your personality protects you, gain
the following benefits:
•
Increase your Charisma score by 1, to a
maximum of 20.
•
Gain Unarmored Defense: While you are
wearing no armor and not wielding a shield,
your AC equals 10 + your Dexterity modifier +
your Charisma modifier.

•
•

You can keep your enemies at bay with reach
weapons. You gain the following benefits:
•
When you take the Attack action and attack
with only a glaive, halberd, quarterstaff,
spear, or trident, you can use a bonus action
to make a melee attack with the opposite end
of the weapon. The weapon’s damage die for
this attack is a d4, and the attack deals
bludgeoning damage. You don’t add your
ability modifier to the damage of the
bonus attack, unless that modifier is
negative.
•
While you are wielding a glaive, halberd, pike,
quarterstaff, spear, or trident, you may
make an attack as a reaction on a
creature when they enter your reach.

Prerequisites: Medium size. Strength 15 or higher. May
only be taken at 1st level. You are one of the largest of
most impressive of your species, gain the following
benefits:
•
You count as large size when determining your
carrying capacity and the weight you can push,
drag, or lift.
•
You may treat one-handed weapons as light for
the purposes of two-weapon fighting.
•
You use Versatile weapons dealing their twohanded damage one handed. Versatile
weapons do not count as light weapons when
wielded this way.
•
You may choose to attack with two-handed
weapons you are proficient with using only one
hand, but you may only add one half your
proficiency bonus (rounded up) to the attack
instead of your full proficiency bonus and twohanded weapons cannot be used for two
weapon fighting.

Increase your Strength score by 1, to a
maximum of 20.
Once per turn when you roll damage for a
melee weapon attack, you can reroll the
weapon’s damage dice and use either total.

You have mastered ranged weapons and can make
shots that others find impossible. You gain the
following benefits:
•
Double the short range of your ranged
attacks. (Ranged or Thrown Weapons)
•
Your ranged attacks ignore half cover and
count three-quarters cover as half cover.
(Ranged or Thrown Weapons)
•
Once per turn before you make an attack
with a ranged weapon that you are proficient
with, you can choose to take a -5 penalty to
the attack roll. If the attack hits, you add +10
to the attack’s damage. (Ranged Weapons
Only)

You fight as deftly using a shield as a weapon as most
do a sword or spear, gain the following benefits:
•
The damage die of your shield becomes a d6.
The shield does bludgeoning damage.
•
At the start of your turn, before you move or
take any actions, you must choose to fight
offensively or defensively with a shield, the
effects last until the start of your next turn.
•
While fighting offensively you can make an
attack with your shield as a bonus action when
you take the attack action, but your AC is
lowered by 2 until the beginning of your next
turn.
•
While fighting defensively you can increase
your AC by 1 until the start of your next turn.

•

•

Increase your Strength, Dexterity,
Constitution, Intelligence, Wisdom, or
Charisma score by 1, to a maximum of 20.
You gain proficiency in any combination of
three skills or tools of your choice.

Prerequisite: Dexterity 13 or higher
You are expert at slinking through shadows. You gain
the following benefits:
•
Increase your Dexterity score by 1, to a
maximum of 20.
•
You can try to hide when you are lightly
obscured from the creature from which you are
hiding.
•
When you are hidden from a creature and miss
it with a ranged weapon attack, making the
attack doesn't reveal your position.
•
Dim light doesn’t impose disadvantage on your
Wisdom (Perception) checks relying on sight.

Prerequisite: The ability to cast at least one spell.
Your spells always seem to have a little bit extra, gain
the following benefits:
•
Increase your Intelligence, Wisdom, or
Charisma score by 1, to a Maximum of 20.
•
You can add your Spellcasting modifier to the
damage roll of any spell you cast. The damage
bonus applies to one damage roll of a spell, not
multiple rolls and cannot be used to increase
the damage dealt to a single creature by an
amount greater than your spellcasting
modifier.

You don't have to be the fastest or the toughest, just
the smartest, gain the following benefits:
•
Increase your Intelligence score by 1, to a
maximum of 20.
•
Gain Unarmored Defense: While you are
wearing no armor and not wielding a shield,
your AC equals 10 + your Dexterity modifier +
your Intelligence modifier.
•

Prerequisite: The ability to cast at least one spell.
•
Increase your Intelligence, Wisdom, or
Charisma score by 1, to a Maximum of 20.
•
Gain an additional spell slot of the highest level
available to you. If your highest-level spell slot
increases your Spell Savant spell slot increases
to match your new highest-level spell slot.
•
This spell slot cannot be 6th level or higher.
Once you cast it, you must finish a long rest
before you can cast it again.

Prerequisite: The ability to cast at least one spell
You have learned techniques to enhance your attacks
with certain kinds of spells, gaining the following
benefits:
•
When you cast a spell that requires you to
make an attack roll, the spell’s range is
doubled.
•
Your ranged spell attacks ignore half
cover and count three-quarters cover as
half cover.
•
You learn one cantrip that requires an attack
roll. Choose the cantrip from the bard, cleric,
druid, sorcerer, warlock, or wizard spell list.
Your spellcasting ability for this cantrip
depends on the spell list you chose from:
Charisma for bard, sorcerer, or warlock;
Wisdom for cleric or druid; or Intelligence for
wizard.

You always hit your mark, gain the following benefits:
•
Attacking at long range doesn't impose
disadvantage on your thrown weapon attack
rolls.
•
Your thrown weapon attacks ignore half cover
and treat threequarters cover as half cover.
•
You can draw weapons with the thrown
property as a free action and can make as
many attacks in a round as you have attacks
and weapons available.
•
As a bonus action you may draw and throw a
light or finesse thrown weapon so long as you
have at least one free hand.

You are just plain tough; you gain the following
benefits:
•
Your hit point maximum increases by an
amount equal to twice your level when you
gain this feat. Whenever you gain a level
thereafter, your hit point maximum increases
by an additional 2 hit points.
•
When hit with an attack you may as a
Reaction gain resistance to all damage
except radiant, necrotic, and psychic
damage until the end of your next turn.
Once used this ability cannot be used until
after you've finished a long rest.

You have practiced extensively with a variety of
weapons, gaining the following benefits:
•
Increase your Strength or Dexterity score by 1,
to a maximum of 20.
•
You gain proficiency with all Simple and
Martial Weapons.

You find avoiding attacks is better than withstanding
them, gain the following benefits:
•
Increase your Dexterity Score by 1, to a
maximum of 20.
•
While Unarmored your AC is equal to 13 +
your Dexterity Modifier.

Prerequisite: Tiefling
One of your ancestors was a Barbed Devil or other
spiky fiend. Barbs protrude from your head, gain the
following benefits:
• Increase your Constitution or Charisma score
by 1, up to a maximum of 20.
• As a bonus action, you can cause small barbs
to protrude all over your body or cause them
to retract. At the start of each of your turns
while the barbs are out, you deal 1d6 piercing
damage to any creature grappling you or any
creature grappled by you.
• You gain proficiency in the Intimidation skill. If
you're already proficient in it, your proficiency
bonus is doubled for any check you make with
it.

Prerequisite: The ability to cast at least one spell.
You push your spells to the brink of your control and
sometimes past, gain the following benefits:
•
When you cast a spell that deals damage you
can choose to increase the size of the damage
die one step (d4>d6>d8>d10>d12>2d8).
Upon choosing to cast a volatile spell that is
not a cantrip, roll a d20, on a roll of a 1 gain
one level of exhaustion, on a roll of a 20 cast
the spell at its next highest level.

Prerequisites: Proficiency in Simple and Martial
Weapons.
You are considered a master of your chosen weapon,
gain the following benefits:
•
Choose one type of weapon, it is your
specialized weapon type.
•
Increase the damage dealt with your
specialized weapon by 1d4.
•
Reroll any attack roll of a 1 made with your
specialized weapon.
•
When attacked by a weapon of the same
weapon range and damage type, increase your
AC by 1 against that attack. ie a Longsword is
a Melee Slashing weapon.

The following racial feats have changes listed in bold.
New feats are marked with a
. If a feat is not listed
here, then it remains unchanged from the core rules.

Prerequisite: Gnome (Forest)
Your friendship with animals mystically deepens, gain
the following benefits:
• You gain proficiency in the Animal Handling
skill. If you're already proficient in it, your
proficiency bonus is doubled for any check you
make with it.
• You learn the Speak with Animals spell and can
cast it at will, without expending a spell slot.
You also learn the Animal Friendship spell, and
you can cast it once with this feat, without
expending a spell slot. you regain the ability to
cast it in this way when you finish a long rest.
Intelligence is your spellcasting ability for
these spells.

Prerequisite: Dragonborn, May only be taken at 1st
level.
You've grown draconic wings, gain the following
benefits:
•
Increase your Constitution score by 1, up to a
maximum of 20.
•
With your wings, you have a flying speed of 30
feet if you aren't wearing heavy armor and
aren't exceeding your carrying capacity. You
can use your wings for a number of
rounds equal to your constitution
modifier. At 5th level you can use your
wings for a number of minutes equal to
your constitution modifier, and at 11th
level you can use your wings for a number
of hours equal to your constitution
modifier. Once you have used your wings
for their full duration, you cannot use
them again until you've finished a short or
a long rest.

Prerequisite: Dragonborn
When angered, you radiate menace, gain the following
benefits:
•
Increase your Strength or Charisma score by
1, up to a maximum of 20.
•
Instead of exhaling destructive energy, as an
action you can roar and expend a use of your
breath weapon to force each creature of your
choice within a 30 feet cone of you to make
a Wisdom saving throw (DC 8 + your
proficiency bonus + your Charisma modifier). A
target automatically succeeds if it can't hear or
see you. On a failed save, a target becomes
frightened for 1 minute. A creature can
repeat the saving throw at the end of each
of its turns, ending the effect on itself on
a success.

Prerequisite: Dwarf
You have the blood of dwarven heroes flowing through
your veins, gain the following benefits:
•
Increase your Constitution score by 1, to a
maximum of 20.
•
Whenever you take the Dodge action in
combat, you can spend one Hit Die to heal
yourself. Roll the die, add your Constitution
modifier, and regain a number of hit points
equal to the total (minimum of 1).

Prerequisite: Elf or Half-Elf
You have uncanny aim, gain the following benefits:
• Increase your Dexterity score by 1, to a
maximum of 20.
• Whenever you have disadvantage on an
attack roll, you can reroll one of the dice once.

Prerequisite: Half-Elf
You develop your magnetic personality to ease your
way through the world, gain the following benefits:
• Increase your Charisma score by 1, up to a
maximum of 20.
• You gain proficiency in Deception and
Persuasion skills. If you're already proficient
in one skill, your proficiency bonus is doubled
for any check you make with that skill. If
you're already proficient in both skills,
choose one, your proficiency bonus is
doubled for any check you make with that
skill.

Prerequisite: Dwarf
You have a deep hatred for a particular kind of
creature. Choose your foes, a type of creature to bear
the burden of your wrath: aberrations, beasts,
celestials, constructs, dragons, elementals, fey, fiends,
giants, monstrosities, oozes, plants, or undead.
Alternatively, you can chose two races of humanoid
(such as gnolls and orcs). Gain the following benefits:
• Increase your Strength, Constitution, or
Wisdom score by 1, to a maximum of 20.
• During the first round of any combat against
your chosen foes, your attack rolls against any
of them have advantage.
• When any of your chosen foes makes an
opportunity attack against you, it makes the
attack roll with disadvantage.
• Whenever you make an Intelligence (Arcana,
History, Nature, or Religion) check to recall
information about your chosen foes, you add
double your proficiency bonus to the check,
even if you're not normally proficient.

Prerequisite: Human
You are filled with a determination that can draw the
unreachable within your reach, gain the following
benefits:
• Increase one ability score of your choice by 1,
to a maximum of 20.
• When you make an attack roll, an ability
check, or a saving throw, you can do so with
advantage. Once you use this ability, you can't
use it again until you finish a short or long
rest.

Prerequisite: Half-Orc
Your Orcish blood boils driving you towards your foe,
gain the following benefits:
• Increase your Strength or Constitution
score by 1, to a maximum of 20.
• As a bonus action, you can move up to your
speed toward an enemy of your choice that
you can see or hear. You must end this move
closer to the enemy than you started.

Prerequisite: Gnome or Halfling
You are uncommonly nimble for your race, gain the
following benefits:
• Increase your Dexterity score by 1, to a
maximum of 20.
• Increase your walking speed by 5 feet.
• You gain proficiency in the Acrobatics skill. If
you're already proficient in the skill, your
proficiency bonus is doubled for any check you
make with it.

Prerequisite: Dwarf
You are uncommonly strong and athletic for your race,
gain the following benefits:
• Increase your Strength score by 1, to a
maximum of 20.
• Increase your walking speed by 5 feet.
• You gain proficiency in the Athletics skill. If
you're already proficient in the skill, your
proficiency bonus is doubled for any check you
make with it.

Prerequisite: Gnome(Rock)
You master the tinker techniques of your people, gain
the following benefits:
• Increase your Dexterity or Intelligence score
by 1, to a maximum of 20.
• When you make a check using your proficiency
with tinker's tools, you add double your
proficiency bonus to the check.
• When you make a device with your Tinker
trait, you have the following additional ptions
for what you make.
Alarm This device senses when a creature moves to
within 15 feet of it without speaking aloud a password
chosen when you create it. One round after a creature
moves into range the alarm makes a shrill ringing that
lasts for 1 minute and can be heard from up to 300
feet away.
Calculator This device makes doing sums easy.
Lifter This device can be used as a block and tackle,
allowing its user to hoist five times the weight the user
can normally lift.
Timekeeper This pocket watch keeps accurate time.
Weather Sensor When used as an action, this device
predicts weather conditions in a 1-mile radius over the
next 4 hours, showing one symbol (clouds, sun/moon,
rain, or snow) for each hour.

Playing the Game

In addition to the Player's Handbook however, you may
also choose to use one other resource to build your
character. That resource can be any single WotC
hardcover supplement such as Volo’s Guide to Monsters,
Xanathar’s Guide to Everything, etc. The only exception
to this rule is that setting books like Sword Coast
Adventurers Guide (Forgotten Realms), Rising from the
Last War (Eberron), Guildmaster’s Guide to Ravina, etc.
can not be selected as your +1 (see exceptions below).
Softcover, or PDF only resources such as Elemental Evil
Player’s Companion, Wayfinder’s Guide to Eberron,
Unearthed Arcana, etc. are not allowed.
When you have made your selection, please indicate
your chosen additional resource on your character
sheet.

Cantrips. While characters can scribe spells into their
spellbook from other sources, cantrips cannot be scribed
and are therefore not exempt from the PHB +1 rule.
Options that appear in more than one
sourcebook. Volo's Guide to Monsters reprints the
Goliath race from the Elemental Evil Player's
Companion and provides an updated version of the
Aasimar
race
from
the Dungeon
Master's
Guide. Xanathar's Guide to Everything reprints all of the
spells from the EEPC and the Way of the Sun Soul,
Mastermind, and Storm Sorcery class options from
the Sword Coast Adventurer's Guide. (The EEPC PDF
was later updated to incorporate changes and errata
presented in XGE.) Thus, the Aasimar race from the
DMG is no longer a valid option and a player must use
the one listed in Volo’s Guide to Monsters.
Flying Races. Flying races are allowed with the
following limitations.

Backgrounds. A character can use backgrounds or
variant background features from any WotC hardcover
sourcebook. This includes creating a custom background
using features from existing backgrounds.
Setting Books. Setting books like those mentioned
above (Eberron, Ravina, Sword Coast, etc) can be used
freely (without counting as your +1) if the campaign
takes place within that setting. Campaigns taking place
in the Lost Lands may use the Lost Lands Addendum
PDF as a setting book. Games taking place within the
world of Golarion will have a setting book that is unique
to that campaign. If he campaign does not take place in
that setting then the book cannot be used.
Scribing spells. The PHB +1 rule prevents characters
from gaining spells from other sourcebooks as part of
character advancement, but characters can acquire
spells from other sources by scribing them into their
spellbook (Wizards), Book of Shadows (Warlock with the
Book of Ancient Secrets invocation), or ritual book
(Ritual Caster feat). Players must follow all other rules
for scribing spells. Characters who gain access to Wizard
spells without having a spellbook, such as Eldritch
Knight Fighters and characters who take the Magic
Initiate feat, are still bound by the PHB +1 rule.

•

With your wings, you have a flying speed of 30
feet if you aren't wearing heavy armor and
aren't exceeding your carrying capacity. You
can use your wings for a number of rounds
equal to your constitution modifier. At 5th level
you can use your wings for a number of
minutes equal to your constitution modifier,
and at 11th level you can use your wings for a
number of hours equal to your constitution
modifier. Once you have used your wings for
their full duration, you cannot use them again
until you've finished a short or a long rest.

In most situations we will not track individual
consumables that have a cost that is less than 1 gp.
This includes rations, arrows, bolts, blowgun needles,
sling bullets, lodging and drink cost, etc.
However, the items listed above still needs to be in your
inventory to use them. A minimum stack of each, 20
arrows or bolts, at least 3 rations, 50 blowgun needles,
etc. If I look and you don’t have them then I will elect
to think that you have none on your person.

counting in the space of the other one. Don’t use
diagonals when counting distance

When you use the Help action to aid another character
in a task, you must have proficiency in that Skill.

All core rules for crafting mundane and magic items
apply with the exception that you can craft 10 gp per
day worth of items if you are proficient in the tool/skill
needed and 20 gp per day in a skill/tool that you are an
expert in.
Some campaigns offer more downtime for such
activities than others. Please check with your DM on
how much can be expected in any given campaign.

Squares. Each square on the grid represents 5 feet.
Speed. Rather than moving foot by foot, move square
by square on the grid. This means you use your speed
in 5-foot segments. This is particularly easy if you
translate your speed into squares by dividing the speed
by 5. For example, a speed of 30 feet translates into a
speed of 6 squares.
If you use a grid often, consider writing your speed in
squares on your character sheet.
Diagonal Movement. Every-other time you move
diagonally it cost 10’ of movement instead of 5’.
First diagonal move is 5', second diagonal move is
10', third is 5', fourth is 10' etc.
Entering a Square. To enter a square, you must have at
least 1 square of movement left, even if the square is
diagonally adjacent to the square, you’re in.
If a square costs extra movement, as a square of
difficult terrain does, or a square of diagonal movement,
then you must have enough movement left to pay for
entering it. For example, you must have at least 2
squares of movement left to enter a square of difficult
terrain.
Corners. Diagonal movement can’t cross the corner of a
wall, large tree, or other terrain feature that fills its
space.
Ranges. To determine the range on a grid between two
things—whether creatures or objects—start counting
squares from a square adjacent to one of them and stop

There are moments in any struggle that influence the
outcome. Does the brave warrior lay low the villain
before he can finish casting a devastating spell? Does
the sly rogue avoid detection as she sneaks into the
giant chieftain’s lair? Does the pious cleric finish casting
her healing spell before the rain of arrows ends the life
of her companions? Just a few die rolls decide each of
these critical moments, and while failure is always a
possibility, true heroes find a way to succeed, despite
the odds. Hero Points represent this potential for
greatness. They give heroes the chance to succeed even
when the dice turn against them.
Hero Points are only awarded to player characters.
NPCs, animal companions, familiars, cohorts, and
mounts do not receive hero points. Unlike other points
in the game, hero points do not renew over time or with
rest. Once spent, they are gone forever. Hero Points are
awarded as a character gains levels or whenever a
character accomplishes a truly heroic feat. The DM is the
final arbiter on the award and use of hero points.
AWARDING HERO POINTS
Each character begins play with 1 hero point, regardless
of her level. In addition, whenever a character gains a
level, she earns an additional hero point. Aside from
these basic rules, awarding additional hero points is up
to the DM. The following options are just some of the
ways that a DM might award additional hero points.
Character Story: DMs can award an additional hero
point for the completion and submission of a written
character backstory. This reward encourages players to
take an active roll in the history of the game and the
campaign world. This will only be awarded once the
backstory is submitted. A character background must at
least include 2-3 paragraphs that time them to the
campaign and tella little of their history.
Completing Plot Arcs: The DM might award a hero
point to each of the PCs who were involved in
completing a major chapter or arc in the campaign
story. These hero points are awarded at the conclusion
of the arc if the PCs were successful or advanced the
story in a meaningful way.
Faith: In a campaign where the gods play an important
role in every character’s life, hero points might
represent their favor. In such a setting, the DM can
award hero points to characters whenever they uphold

the tenets of their faith in a grand way, or whenever
they take on one of the faith’s major enemies. Such hero
points might be temporary, and if not spent on the task
at hand, they fade away.
Heroic Acts: Whenever a character performs an
exceptionally heroic act, she can be awarded a hero
point. This might include anything from slaying an evil
dragon when the rest of the group has fled to rescuing
townsfolk from a burning building despite being terribly
wounded. It does not have to be related to combat.
Convincing the reticent king to send troops to help with
a bandit problem or successfully jumping a wide chasm
might earn a character a hero point, depending on the
circumstances. Note that a hero point should only be
awarded if the PC involved did not spend a hero point to
accomplish the task.
Return from the Dead: When a character dies, she
does not lose any hero points she has accumulated. If
she died with no hero points remaining, she gains 1 hero
point when she is brought back from the dead through
powerful magic, such as raise dead or resurrection.
Maximum Hero Points: Characters can have no more
than 3 hero points at any one time. Excess hero points
are lost.
USING HERO POINTS
Hero Points can be spent at any time and do not require
an action to use (although the actions they modify
consume part of your character’s turn as normal). You
cannot spend more than 1 hero point during a single
round of combat. Whenever a hero point is spent, it can
have any one of the following effects.
Act Out of Turn: You can spend a hero point to take
your turn immediately. This moves your initiative to just
before the currently acting creature. You may only take
a move OR an action and a bonus action but not both.
Bonus: If used before a roll is made, a hero point grants
you advantage to any one d20 roll. If used after a roll is
made, this bonus adds +5 to the roll. You can use a hero
point to grant this bonus to another character, as long
as you are in the same location and your character can
reasonably affect the outcome of the roll (such as
distracting
a
monster,
shouting
words
of
encouragement, or otherwise aiding another with the
check).
Extra Action: You can spend a hero point on your turn
to gain an additional action or move this turn.
Inspiration: If you feel stuck at one point in the
adventure, you can spend a hero point and petition the
DM for a hint about what to do next. If the DM feels that
there is no information to be gained, the hero point is
not spent.
Recall: You can spend a hero point to recall a spellslot
that you have already used or to gain another use of a
special ability that is otherwise limited. This should only

be used on spells and abilities possessed by your
character that recharge on a short or long rest.
Special: You can petition the DM to allow a hero point
to be used to attempt nearly anything that would
normally be almost impossible. Such uses are not
guaranteed and should be considered carefully by the
DM. Possibilities include casting a single spell that is one
level higher than you could normally cast (or a 1st-level
spell if you are not a spellcaster), making an attack that
blinds a foe or bypasses its damage reduction entirely,
or attempting to use Persuasion to convince a raging
dragon to give up its attack this round. Regardless of
the desired action, the attempt should be accompanied
by a difficult check or penalty on the attack roll. No
additional hero points may be spent on such an attempt,
either by the character or her allies.
Cheat Death: A character can spend 2 hero points to
cheat death. How this plays out is up to the DM, but
generally the character is left alive, unconscious but
stable. For example, a character is about to be slain by
a critical hit from an arrow. If the character spends 2
hero points, the DM decides that the arrow pierced the
character’s holy symbol, reducing the damage enough
to prevent him from being killed, and that he made his
stabilization roll at the end of his turn. Cheating death
is the only way for a character to spend more than 1
hero point in a turn. The character can spend hero
points in this way to prevent the death of a familiar,
animal companion, or mount, but not another character
or NPC.

Rare Items

If your character dies for some unfortunate reason or if
you just got sliced up by a goblin during the campaign,
then the following rules apply:
Raised or create a new character.
If you die and cannot be raised either because services
are not available or in the event that you cannot afford
said services at earlier levels, then you must create a
new character. The DM will work with you on specifics
of your new character’s introduction to the group. What
transpired prior to their arrival, etc.
One level lower than the average party level.
If you must create a new character, then that character
starts one level lower than what the average party level
is currently at unless the party is still at first level in
which case you will start at the same level. You will stay
one level behind until the next time a leveling milestone
is crossed, at the time you will be brought back up to
the current level of the party. If the game uses XP
instead of milestones, then the other players can choose
to give you a portion of their earned XP at the end of
each session to help you catch up.
Now if you die and need to create a new character then
that new character will not be introduced until the time
that is appropriate in game for that character to show
up. I do everything that I can to work them in at the
earliest convenience but sometimes it can be a little
while in real time before that can happen depending on
where the group is at. Until that time arrives the DM pay
allow you to run adversaries of the party or an NPC that
is currently with the group until your new character can
be brought in correctly.

Common Items
(Identify automatic upon examining them.)
These are usually common items like healing potions
and low-level scrolls. Most all villages, towns and cities
have magic shops that sell and buy these types of items
commonly.

Uncommon Items

(Concentrate on Them During a Short or Long Rest - INT
Arcana Check* DC 15) or (Identify Spell - Requires a
pearl of 100gp value NOT Consumed on Use.) These are
minor rings, staves, wands and other items including +1
enchanted weapons.
* You must me proficient with the Arcana skill to make
this check and you only can attempt to identify one
object per rest using Arcana.

(Concentrate on Them During a Long Rest - INT Arcana
Check DC 20) or (Identify Spell - Requires a pearl of
100gp value Consumed on Use. CONSUMED ON USE)
* You must me proficient with the Arcana skill to make
this check and you only can attempt to identify one
object per rest using Arcana.

Very Rare Items
(Identify Spell - Requires a pearl of 500gp value
CONSUMED on Use.)

Legendary Items
(Identify Spell - Requires a pearl worth 1,000gp in
value. CONSUMED on Use.)

Blind Attunement
If an item requires attunement, then you can attempt
to attune to it blindly during a rest to try and learn what
the item does. This of course is not always the wisest
course of action.

In my play-by-post MW games we will be going to a
full block initiative. Initiative is rolled for each individual
of the group, then totaled, then divided by the number
in the group to get a group score. This is done for both
sides to determine which side goes first.
In my Fantasy Grounds games, we will be going to
rolling initiative each round. FG will handle rerolling
initiative for everyone each round after the first.

