Heroes!of!Saltmarsh!I

T

here's a certain sense of wonder to the open
seas and the interesting characters that roam
them. From Jack Sparrow and Ahab to
Odysseus and the feared Black Beard, the
ocean has ample room for both villains and
adventurers – and everything in between.

This document supplies you with six ocean-inspired
subclasses for the martial classes of 5th edition: the Shark
Totem for the barbarian, the Corsair for the !ighter, the Way
of the Kraken for the monk, the Oath of Freedom for the
paladin, the Tidal Hunter for the ranger, and the Reaver for
the rogue. Just the stuff you need before you test yourself
against the Ghosts of Saltmarsh!
While inspired by classic tales of oceans, ships, and the
people who travel them, these subclasses are not just
maritime subclasses. It is, unfortunately, often the case, that
subclasses with a strong theme become a lot less useful when
you take them out of their element – what good is a character
whose skills rely solely on being on a ship or in water, when
you place them a hundred miles inland?
So, while these subclasses are inspired by seafoam and
saltwater, they're not de!ined by it. They'll get along just as
!ine on land, as they will in the water or on a ship. But hey,
don't take our word for it – jump aboard, raise the sails and
dive in to Heroes of Saltmarsh I – Martial Archetypes!

Primal!Path
At 3rd level, a barbarian gains the Primal Path feature. The
Shark Totem spirit detailed below is available to barbarians
who choose the Path of the Totem Warrior from the Player's
Handbook.

Shark!Totem!Spirit
Like a shark's !in kni!ing a straight path through murky
waters, barbarians of the Shark Totem approach battle with
the calm and unnerving ruthlessness of the oceans' apex
predator. Bloodthirsty and deathly, only the unwise does not
fear the the coastal and island tribes that have chosen the
shark as their totem animal.

Totem!Spirit
The Shark totem spirit is available to you as an additional
option when you choose a totem animal at 3rd level. As with
the spirits in the Player's Handbook, the shark totem spirit
requires a physical object incorporating some part of the
totem beast, and you might acquire minor physical attributes
associated with a shark, such as rows of sharp teeth or wide
set eyes.
Shark. While raging, you have advantage on melee attack
rolls against any creature that doesn't have all its hit points.

Aspect!of!the!Beast
This option is available to you when you choose a totem
animal at 6th level.
Shark. You gain a shark's unparalleled ability to stalk prey.
You have advantage on Wisdom (Perception) checks that rely
on smell, as well as Wisdom (Survival) checks made to track a
creature that doesn't have all its hit points. Additionally,
being underwater imposes no penalties on your movement
or attacks.

Totemic!Attunement
This option is available to you when you choose a totem
animal at 14th level.
Shark. While raging, whenever a creature within your
reach is hit by a weapon attack that isn't made by you, you
can use your reaction to make a melee weapon attack against
that creature.
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Martial!Archetype

Monastic!Tradition

At 3rd level, a !ighter gains the Martial Archetype feature. The
Corsair Martial Archetype is available to a !ighter, in addition
to those offered in the Player’s Handbook.

At 3rd level, a monk gains the Monastic Tradition feature. The
Way of the Kraken is available to a monk, in addition to those
offered in the Player's Handbook.

Corsair

Way!of!the!Kraken

Seadog, scoundrel, freebooter, pirate – there's many names
for your kind, but who needs labels? You're just a free spirit, a
warrior of the sea – born to !ight with the sensation of roiling
waves beneath your feet. Knights in shiny armor and
meticulous martial artists might scoff at you, but you've
trained to be at your best, when they're at their worst – wind
in your face, sun in your eyes, and the sweet taste of seafoam
on your lips.

Tales of the mythical kraken has traveled far and wide,
reaching from the endless depths of the darkest sea to the
four corners of the world. To you and yours, the stories are
not mere tales, but guidelines. The kraken has claimed its
supremacy of the oceans through its crushing, unrelenting
grasp, showing by example how a dedicated martial artist can
turn an embrace into a deadly squeeze.

Barrage!of!Blows
At 3rd level, your experience !ighting in the chaotic closequarters of a ship's deck has taught you how to turn any
opening into an advantage. When you hit a creature with a
melee weapon attack, you have advantage on the next
weapon attack you make against that creature, until the end
of your next turn.

Crafty!Combatant
Starting at 7th level, you've learned how to surprise your foes
by turning any disadvantage into a disadvantage. When you
would make a weapon attack with disadvantage, you can
choose to instead make that attack with advantage.
Once you use this ability, you must !inish a short or long
rest before you can use it again.

Trim!The!Sails
Beginning at 10th level, when a creature hits you with an
attack, you can use your reaction to make a Strength
(Athletics) or Dexterity (Acrobatics) check against a DC equal
to the creature's attack roll. If you succeed, the attack misses
you instead.

All!Hands!on!Deck
Starting at 15th level, you can also use your Indomitable
feature to reroll an ability check you fail.

Knock!Seven!Bells
At 18th level, when you attack a creature and roll a 20 on the
attack roll, you can immediately make another weapon attack
against that creature.

Fluid!Grappler
At 3rd level, you can use Dexterity (Acrobatics) instead of
Strength (Athletics) whenever you're initiating a grapple, or a
creature is trying to escape your grapple.

Kraken's!Grasp
Beginning at 3rd level, you've learned to latch on like a
kraken possessed. Whenever you hit a creature with a melee
attack granted by your Flurry of Blows, you can attempt to
grapple the creature without spending an action to do so. If
the creature is already grappled by you, you can instead make
another grapple check to attempt to restrain that creature. If
you succeed, the creature is restrained until the grapple ends.

Reaching!Tentacles
At 6th level, you've learned how to elongate your arms and
legs like a squid's tentacles. These appendages can be used to
grasp or punch, extending your reach to 10 feet when using
unarmed strikes or a monk weapon.

Cephalopod's!Camouflage
By 11th level, you've learned how to alter your appearance,
mimicking the crafty cephalopods of the ocean depths. As an
action, you can cast the spell alter self.
Once you use this ability, you must !inish a short or long
rest before you can use it again.

Drowning!Depths
Once you reach 17th level, you can channel the energy of the
bottomless ocean into a creature. As an action on your turn,
you can expend 3 ki points to cause water to !ill the lungs of a
creature you are grappling. The target must make a
Constitution saving throw. On a success, the target takes
5d10 necrotic damage. On a failure, the target also runs out
of breath and can't breathe or speak as long as it remains
grappled by you.
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Sacred!Oath
At 3rd level, a paladin gains the Sacred Oath feature. The Oath
of Freedom is available to a paladin, in addition to those
offered in the Player's Handbook.

Oath!of!Freedom
The Oath of Freedom beckons paladins who value liberty of
mind, body and spirit above all else. Often travelers by heart,
paladins who've sworn the Oath of Freedom have pledged
themselves to secure the freedom of others, no matter the
cost. Such paladins are often loners, traveling far and wide, as
they seek to free the entrapped and liberate the oppressed.
For some, this oath means they'll take no prisoners, but
instead liberate their foes with death – while others still
believe that the gift of freedom is the seed of redemption.

Channel!Divinity
When you take this oath at 3rd level, you gain the following
Channel Divinity options.
Prayer of Liberation. As an action, you present your holy
symbol and speak a prayer freeing the minds and bodies of
your allies. Choose a number of creatures that can hear you
within 30 feet of you, up to your Charisma modi!ier. Until the
end of your next turn, each creature's speed is doubled, and
they have advantage on saving throws and ability checks
made to resist or end any effect that would reduce their
speed or cause them to be grappled, paralyzed, restrained or
stunned.
Free to Fight. You can use your Channel Divinity to hasten
your charge. As a bonus action, you can move up to your
move speed toward a creature. If you end your movement
within reach of that creature, you can make a single melee
weapon attack against it with advantage.

Oath!spells
You gain oath spells at the paladin levels listed.

Paladin Level Spells
3rd

expeditious retreat, longstrider

5th

pass without trace, misty step

9th

haste, water walk

13th

control water, freedom of movement

17th

destructive wave, scrying

Aura!of!Movement
Starting at 7th level, you and friendly creatures within 10 feet
of you are unaffected by dif!icult terrain, spells and other
magical effects can't reduce your speed, and being
underwater imposes no penalties on your movement or
attacks.
At 18th level, the range of this aura increases to 30 feet.

Unbound!and!Unfettered
Starting at 15th level, you have advantage on saving throws
to avoid becoming paralyzed, restrained, or stunned.

Avatar!of!Freedom
At 20th level, you can become freedom incarnate. You can use
your action to gain the following bene!its for 1 hour:
You gain a walking speed, climbing speed, !lying speed
and swim speed of 60 feet.
Your movement doesn't provoke opportunity attacks.
You can cast the spell plane shift, requiring no material
components, a number of times equal to your Charisma
modi!ier.
Once you use this feature, you can't use it again until you
!inish a long rest.
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Ranger!Archetype
At 3rd level, a ranger gains the Ranger Archetype feature. The
Tidal Hunter Ranger Archetype is available to a ranger, in
addition to those offered in the Player's Handbook.

Like!Water
At 15th level, your martial prowess makes you !low like
water, turning even the most advantageous attack into an
awkward strike. When a creature makes an attack against
you with advantage, you can use your reaction to instead
have that creature make the attack with disadvantage.

Tidal!Hunter
Tidal hunters are a special breed of rangers who roam the
wide oceans and deep lakes, as they seek to live off and learn
from the greatest force of nature. Whether dedicated to
protecting the seas from pirates or aberrant threats, or
hunting for their own personal white whale, a tidal hunter is
like water; !lowing, crashing, always on the move.

Tidal!Hunter!Magic
Starting at 3rd level, you learn an additional spell when you
reach certain levels in this class, as shown in the Tidal Hunter
Spells table. The spell counts as a ranger spell for you, but it
doesn’t count against the number of ranger spells you know.

Ranger Level

Spells

3rd

create or destroy water

5th

blur

9th

slow

13th

control water

17th

destructive wave

Deep!Diver
When you choose this archetype at 3rd level, you gain
darkvision out to a range of 60 ft. If you already have
darkvision from your race, its range increases by 30 feet.
Additionally, being underwater imposes no penalties on
your movement or attacks, and you can hold your breath
twice as long as normal.

Tidebringer
At 3rd level, your attacks bring on a tide of pain for your
enemies. When you hit a creature with a weapon attack, you
can choose a number of creatures that you can see up to your
Wisdom modi!ier (minimum of 1). Each of these creatures
deal an additional 1d6 damage the next time they hit that
target with a weapon attack, until the start of your next turn.

Flowing!Tide
At 7th level, you have learned how to evade capture like the
receding tide. You gain advantage on saving throws and
ability checks made to resist or escape being restrained or
grappled, and you can take the disengage action as a bonus
action.

Crashing!Wave
Starting at 11th level, you learn how to crash through your
foes like a wave on a rocky shore. As an action, move up to
your move speed in a straight line, ignoring dif!icult terrain.
This movement doesn't provoke opportunity attacks, and you
can make a single melee weapon attack against each enemy
creature that is within your reach at any point during this
movement. If you are wielding a melee weapon in your offhand, you can use your bonus action to make an additional
melee weapon attack with that weapon against one of the
creatures.

Roguish!Archetype
At 3rd level, a rogue gains the Roguish Archetype feature. The
Reaver Roguish Archetype is available to a rogue, in addition
to those offered in the Player's Handbook.

Reaver
Whether you're just a sailor with a deeper scowl than the rest
or a fully !ledged pirate, one thing is certain: you're an
adventurer of the sea, as comfortable on a ship's deck as a
!ish in water. Whether you're the captain or the cabin boy,
you know that a good !ight is a fast !ight, so you aim to make
every attack strike both body and spirit of your enemies.

Rigging!Runner
When you choose this archetype at 3rd level, you gain
pro!iciency with the Dexterity (Acrobatics) and Charisma
(Intimidation). Your pro!iciency bonus is doubled for any
ability check you make that uses either of those pro!iciencies.

Rattling!Blow
At 3rd level, you learn how to strike fear into the heart of
your enemies. Whenever you deal Sneak Attack damage to a
creature, it must make a Wisdom saving throw (DC 8 + your
Dexterity modi!ier + your pro!iciency bonus). On a failed
save, the creature is frightened of you until the start of your
next turn.

Sea!Legs
Starting at 9th level, you have advantage on Strength and
Dexterity ability checks and saving throws made to avoid
being shoved back, knocked prone, or losing your balance.

Tell!No!Tales
Starting at 13rd level, you've learned how to make a
gruesome spectacle of your kills. Once per turn when you kill
a creature, you can choose to have any number of creatures
within 30 feet of that creature who can see it make a Wisdom
saving throw (DC 8 + your Dexterity modi!ier + your
pro!iciency bonus). A creature that fails this saving throw is
frightened of you until the start of your next turn.

Cut!of!their!Jib
At 17th level, when a creature within 5 feet of you makes an
attack with disadvantage, you can use your reaction to make
a weapon attack against that creature.
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Identifying Magic Items:
Items:

Changes to the
Core Rules

Common Items (Identify automatic upon
examining them.)

The below information addresses changes to the
core content in the 5th Edition Player’s Handbook
for this campaign and also adds some new rules.

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 type of items commonly.

Short Rest Changes
Using Hitdice to heal: A character can’t spend
any Hit Dice after finishing a short rest until
someone expends one use of a healer’s kit to
bandage and treat a character’s wounds. A
character who finishes a long rest still regains full
HP as normal.

Equipment Changes:
Healer’s Kits: Healer’s Kits automatically
stabilize a creature that has 0 hit points if the
user is proficient in the Medicine skill. Users not
proficient get advantage on the Medicine skill
roll to stabilize a creature instead.

Using Spell Scrolls:
Scrolls:
On page 200 of the DMG in the "Spell Scroll"
entry it states that "if the spell is on your class list
you can use an action to read it...otherwise the
scroll is illegible". Then there is the bit about a
DC 10+scroll spell level arcana roll if the spell is
higher than a spell slot than you can cast.
New Rule: Any other class (spell caster or not)
can attempt to use a scroll not on their spell list
but they have disadvantage on the arcana check.
So yes a Barbarian can attempt to activate a
scroll in a pinch. A creature who tries and fails to
cast a spell properly from a spell scroll must
make a DC 10 Intelligence saving throw. If the
saving throw fails, roll on the Scroll Mishap table.

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.
Rare Items (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)
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.)

Recovering Spent Ammunition:
Ammunition:
Here are the recovery rules for all your
ammunition that you might use in the game.
Ammunition items like arrows, bolts and darts
have a 50% chance to not be recoverable
because of breakage, and loss, the arrowhead
being bent or snapping off of a dart point. When
you go to recover ammunition after a battle you
will roll 1d6 for each piece that was fired. On a 13 the ammunition was recovered, and you can
use it again. On a 4-6 then the piece of
ammunition could not be recovered and is lost.
Also please keep in mind that other situations
will effect this as well, if you are firing at a
creature on the edge of a cliff or lake or some
other means of terrain that make the recovery of
ammunition difficult or impossible then any
ammunition used of any kind will not be
recoverable.

New Rules
The below information addresses new rules that
are in effect for this campaign.

Hero Points System:
Earning Hero Points
Characters begin play with Hero Points equal to
5 + ½ character level (rounded down). They are
replenished whenever a level is gained. Hero
Points may also be given out at the DM's
discretion when a PC performs an especially
heroic, epic or otherwise amazing feat. Examples
include jumping off a tower to attack a fleeing
wizard, even though the PC possesses no
personal protection from falling damage and the
Wizard can fly or running back into a burning
building to rescue an orphan, or trying to right a

falling airship so it doesn't hit a halfling village
only jumping off at the last minute.

Using Hero Points
Hero Points provide a player with the means to
alter d20 rolls in dramatic situations, reflecting
the luck that can change crushing failure into
heroic success. Your character has a limited
number of hero points, and you must use them
wisely, since you don’t replenish this supply until
your character attains a new level.
Main Use: You can spend a hero point to
improve the result of an attack roll, a skill check,
an ability check, saving throw, or a death save.
When you spend a hero point, you add the result
of a roll of 1d6 to your d20 roll to help you meet
or exceed the target number for the roll. You can
declare that you are spending a hero point after
you have already rolled the d20, but you must do
so before the Dungeon Master reveals the result
of your roll (whether the attack roll or check or
saving throw succeeded or failed).
You can only use hero points once in a round. If
you spend 1 or more hero points on a special
action (see below), you can’t spend a point in the
same round to improve a die roll, and vice versa.
No spell, power, or other special ability can allow
a character to reroll a hero point die. If a
character suffers permanent level loss, he does
not lose any hero points he has remaining, and
any subsequent level advancement provides
new hero points as normal.
If your character level is 8th or higher, you can
roll more than one d6 when you spend a hero
point. If you do so, apply the highest result and
disregard the other rolls. As a 15th-level
character, for example, you can roll 3d6 and take
the best result of the three. So, if you rolled 1, 2,
and 4, you would apply the 4 to your d20 roll.

Other Hero Point Uses
Instead of altering the result of a d20 roll, you
can use hero points to perform one of the special
actions described below.
Additional Action: You can spend 2 hero points
to gain an additional action on your turn.
Additional Movement: You can spend 1 hero
point to gain additional movement up to your
normal speed.
Advantage: You can spend 2 hero points to gain
advantage on any d20 roll.
Stabilize: When your character is dying, you can
spend 2 hero points to automatically stabilize.
Spending a hero point does nothing for you if
you’re already dead.
Stamina of Heroes: When your character is
dying, you can spend 3 hero points to
automatically gain 1 hitpoint and awaken.
Spending a hero point does nothing for you if
you’re already dead.
* Please note that the hero point system
replaces the DM Inspiration mechanic in the
game, so no DM Inspiration will be handed out.

Death & Dying:
If your character dies for some unfortunate
reason or if you just got sliced up by a goblin
during the campaign, then the following takes
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.
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.

Perception versus Investigation:
One of my biggest pet peeves is players that
constantly roll dice to see and find things while
thinking the die roll does everything without
them having to think "But I rolled a natural 20?"
How could I have not found it?" is what I hear.
Let me break it down for you. The die roll tells
me how well your character did whatever it was
that you told me that they were doing.
Perception
This has to do with your four main senses and
that is your sight, and your hearing, your smell
and your touch. If you are looking for something
moving in the dark then it is your sight that will
see it. If you are listening at a door then it is your
hearing that will hear it. If you are smelling food
to see if it is bad then that would be your smell
that was doing it. If you are trying to feel which
way the wind was blowing, then your touch
would determine that.
However if your four senses cannot do it then it
is not a perception check. If your character does
something that requires perception and you do
not wish to roll then you may use your passive
score (10 + your perception modifier) to
determine the average die roll. Your perception
(your
senses)
are
always on by default. If
something around you
has a perception DC
lower than your passive
perception you will see,
or hear it, or whatever
automatically without
rolling the dice. You
would only really need
a roll when you think
something may be
there that is harder to
perceive than normal.

Investigation
While perception above is a general (always on)
ability, i.e. you see a desk, or you see a door etc.
A lot of times your perception will locate where
hidden things are but then you will need to use
your investigation skill to examine and search
them and to calculate exactly what it is that you
have found or how something works.
Correct examples might include: I search
through the desk, I search through the
wardrobe, I examine the door for traps, and I
search the dead orcs.
Bad examples might include: I search the desk
but don't touch anything, I examine the sword,
but I don't pick it up. etc.
The bad examples would not be investigation at
all but perception as you are only looking at it.
More classic bad examples are: I search the
room, I search the entire area.
The above doesn't work because they are
general (always on) perception attempts and not
investigation. Remember perception is general
(sight, hearing, smell, and touch) and
investigation is specific (rummaging through
pockets, desk drawers, searching over every inch
of a door, etc.)
Also saying I search the area here is my roll is
usually a player attempt to find anything in the
entire area with one roll, it does not work like
that in this game. If you spot something with
your senses (a perception roll) I will let you know,
but if you are investigating something you need
to tell be exactly what you are investigating (i.e.
the body, the desk, the statue, etc.)

Downtime

What can I spend downtime days on?
There is a variety of activities that you can use
your downtime days to accomplish.

The below information addresses new rules that
are in effect for Downtime days will be awarded
as a consumable during the game each time that
you level up.
2nd level - 3 Downtime Days
3rd level - 6 Downtime Days
4th level - 18 Downtime Days
5th level - 38 Downtime Days
6th level - 75 Downtime Days
7th level - 90 Downtime Days
8th level - 110 Downtime Days
9th level - 140 Downtime Days
10th level - 160 Downtime Days
11th level - 210 Downtime Days
12th level - 150 Downtime Days
13th level - 200 Downtime Days
14th level - 200 Downtime Days
15th level - 250 Downtime Days
16th level - 300 Downtime Days
17th level - 300 Downtime Days
18th level - 400 Downtime Days
19th level - 400 Downtime Days
20th level - 500 Downtime Days

Spending Downtime:
You may spend your downtime days to
accomplish things at the appropriate times
between challenges, your DM will let you know
when you can spend downtime. Other than
times that the DM assigns for downtime
activities, they may not be used during the game
itself unless a special situation in the game
allows it. This use of downtime days represents
something you may have been working on for
weeks and are just finishing up or putting the
final touches on a project. It does not mean that
you crafted something in a few moments but is
the out of game reflection of efforts over days,
weeks, or years finally coming to the conclusion
in a finished product or activity.

Mundane Crafting:
Every day of downtime spent crafting, the
player can craft 10gp worth of something and
expend materials equal to half the total market
value. If something has a market value greater
than 10gp, then progress is made in 10gp / day
timelines. You maintain a modest lifestyle while
crafting without spending the extra expense. So
as an example you could craft a Potion of Healing
which normally cost 50gp with 5 days of
downtime and materials that equal 25gp in cost.
But you also must have the proficiency in the
tools required to craft particular items. (See
below)
Alchemist’s supplies – Allows you to reverse
engineer potions to find the formula to create
that type of potion and to create potions from
formulas that are known. Also lets you craft
items such as alchemist fire, acids and poisons

that are listed in the PHB. At the beginning of the
campaign the only potion formula know is for
Healing Potions described in the PHB. In Rappan
Athuk this is a really important formula because
no regular healing potions are available in
Zokar’s Ferry and what is available is highly
expensive. The proficiency with alchemist’s
supplies also allows you to automatically
appraise potions and alchemical items for their
exact worth. You gain the ability to sell such
items for 10% more than you would normally
get. It also allows you to find a buyer for
unwanted potions and alchemical items through
your contacts within the area. (Required to craft
potions.)
Brewer’s supplies - Allows you to craft ales,
wines and other beverages that are listed in the
PHB. Also allows you to craft custom brews and
set the quality of the drink by the gp value you
assign while crafting. Also allows you to
automatically appraise wines, drinks and other
beverages for their exact worth. You gain the
ability to sell such items for 10% more than you
would normally get. (Required to craft drinks.)
Calligrapher's supplies – Allows you to forge
documents, scribe scroll’s (Spell Casters Only),
copy documents and to write communications
that are influential in nature. Also allows you to
automatically appraise books and other written
items for their exact worth. You gain the ability
to sell such items for 10% more than you would
normally get. (Required to craft scrolls and forge
documents.)
Carpenter’s tools – Allows you to craft both
mundane and masterwork items made of wood.
Masterwork items cost 100gp more than a
normal item. Only masterwork items can be
enchanted at a later time. Masterwork items are
commissioned items and are not available for
purchase normally. (Required to craft items
made of wood.)

Cartographer’s tools – Allows you to draw
detailed maps of a place, region or area in
absolute detail that is easily readable by any
common person. Also lets you hide secret
messages into a map that only other
Cartographer’s can understand. Also allows you
to automatically appraise maps and similar
drawings for their exact worth. You gain the
ability to sell such items for 10% more than you
would normally get.
Cobbler’s tools - Allows you to craft shoes and
boots for all occasions. Snowshoes, fine shoes,
etc. Allows you to craft both mundane and
masterwork shoes and boots. Masterwork items
cost 100gp more than a normal item. Only
masterwork items can be enchanted at a later
time. Masterwork items are commissioned items
and are not available for purchase normally.
(Required to craft shoes and footwear.)
Cook’s utensils – Allows you to turn food and
water that is not so good quality into a
masterpiece worthy of consumption. It also
allows you to extend trail rations. When there is
a party member proficient with Cook’s utensils
all party members only require a half ration per
day. This proficiency also allows you to
automatically appraise plates, cups, platters and
other kitchen/dining items made of precious
metals/stones for their exact worth. You gain
the ability to sell such items for 10% more than
you would normally get.
Glassblower’s tools - Allows you to craft both
mundane and masterwork items made of glass.
Masterwork items cost 100gp more than a
normal item. Only masterwork items can be
enchanted at a later time. Masterwork items are
commissioned items and are not available for
purchase normally. (Required to craft items
made of glass.)
Jeweler’s tools - Allows you to craft jewelry for
all occasions. Items made from gems, stones and
precious metals, etc.
Allows you to

automatically appraise jewelry, gems and
precious and semi-precious stones for their
exact worth. You gain the ability to sell such
items for 10% more than you would normally
get.
Leatherworker’s tools - Allows you to craft
both mundane and masterwork items made of
leather. Masterwork items cost 100gp more than
a normal item. Only masterwork items can be
enchanted at a later time. Masterwork items are
commissioned items and are not available for
purchase normally. (Required to craft items
made of leather.)
Mason’s tools - Allows you to craft items made
of stone. Allows you to automatically appraise
any item made from stone such as a statue or
bust for their exact worth. You gain the ability to
sell such items for 10% more than you would
normally get.
Painter’s supplies - Allows you to create art,
both on the canvas and off. You are an artist by
your very nature. You can also copy artwork,
designs and symbols and even portraits in great
detail. Also allows you to automatically appraise
all works of art such as paintings, portraits, and
other mundane art determined by the DM for
their exact worth. You gain the ability to sell
such items for 10% more than you would
normally get.
Potter’s tools - Allows you to create pottery of
all types. You are a creator of things by your very
nature. You can also copy the designs of other
items you find to create pots, dishes, mugs,
vases, and other types of artwork that relates to
pottery. Also allows you to automatically
appraise all works of art such as pots, dishes,
mugs, vases, and other types of artwork that
relates to pottery. You gain the ability to sell
such items for 10% more than you would
normally get.
Smith’s tools - Allows you to craft both
mundane and masterwork items made of metal.

Masterwork items cost 100gp more than a
normal item. Only masterwork items can be
enchanted at a later time. Masterwork items are
commissioned items and are not available for
purchase normally. (Required to craft items
made of metal.)
Tinker’s tools - Allows you to repair/mend
both mundane and masterwork items made of
metal and leather by using downtime days to
repair a damaged item.
The amount of
downtime required for such a repair is
determined by the DM based on how bad the
item is damaged. (Required to repair items made
of metal and leather.)
Weaver’s tools - Allows you to craft both
mundane and masterwork items made of cloth,
like vestments, and other clothing. Masterwork
items cost 100gp more than a normal item. Only
masterwork items can be enchanted at a later
time. Masterwork items are commissioned items
and are not available for purchase normally.
(Required to craft items made of cloth.)
Woodcarver’s tools - Allows you to
repair/mend both mundane and masterwork
items made of wood or cloth by using downtime
days to repair a damaged item. The amount of
downtime required for such a repair is
determined by the DM based on how bad the
item is damaged. (Required to repair items made
of wood or cloth.)

Magic Item Crafting:
Magic items can be crafted from a formula,
which is basically a design plan or recipe to
create such an item. Formula can be obtained by
any spellcaster that is proficient in the Arcana
Skill, reverse engineering a magic item in a
character’s possession. Reverse engineering
cost 1 downtime day and destroys the original
item in the process to obtain the formula for
creation. The formula is general in purpose so
for example if you obtained a Wand of Magic

Missiles and reverse engineered it then it would
allow you to make a staff of Magic Missiles or a
mace of Magic Missiles, etc. The formula
pertains to storing the spell in the item of choice.
When a formula is obtained it will have all the
requirements and cost for making that item and
can be used to create as many items as you have
the resources for. Formula are closely guarded
secrets and are never sold or traded.
Requirements of a formula usually have a
creation time, material components needed and
any restrictions on who can create it. An
example formula is given below.

Example Formula for a Potion of Invisibility
Restrictions: Must be proficient in Alchemist
supplies to create.
Time to manufacture: 18 downtime days*
* Multiple characters that are proficient with
Alchemist supplies can work together toward
this cost.
Appearance: an eyelash encased in gum
Arabic, floating in a clear watery sharp smelling
liquid with a spicy taste. The eyelash must be
consumed when the potion is used.
Cost/Materials: 90 gp worth of materials.
Sell Value: 180gp

Recuperating
Recuperating
You can use downtime to recuperate at the end
of a long rest. You can use three days of
downtime to make a DC 15 Con save. On a save
you end one effect currently preventing you
from gaining hitpoints or gain advantage on
saving throws against one disease or poison
affecting you. This must be spent before the
saving throw is made.

Researching
Krag is always open to recruiting someone to
help organize Eliander's library and take care of
things in the graveyard. In return for help with
his day job. Krag grants access to the library and
can help conduct research. His expert command
of local history makes him a useful contact. He
has no shortage of semi-interesting tales about
notorious fish and monstrous pirates.
WAGES AND RESEARCH
You can spend a week working with Krag, helping
tend the graveyard during the day and
organizing Eliander's library in the evenings. You
earn enough money to afford a modest lifestyle.
You also learn one piece of lore regarding the
region around Saltmarsh. That lore is the
equivalent of one true statement about a
person, place, or thing found within 25 miles of
town. The DM is the final arbiter on the exact
information learned, but it is likely something
that helps you solve a problem or make progress
with a task. This activity cost ten downtime days.

Training
250 Days and 500gp learns you a new language
or skill or set of tools of your choice. Or you can
train in a tool or skill that you are already
proficient in and become an expert (adding twice
your proficiency modifier to checks in that tool
or skill.) .) If you are an expert with a crafting tool
set, then crafting time with that tool set is cut in
half for your endeavors. Example: If you are
proficient with alchemist supplies and then
spend 250 downtime days to become an expert
with them, then you could make a potion of
healing for 25gp worth of materials and do it in 2
days instead of 5. Being an Expert in Arcana
means that magic item crafting time is also cut in
half.

Emplo
mployment
Characters who are interested in making a fair
wage for little risk can find jobs around town.
Having a job can also enable a character to come
to the attention of one of Saltmarsh's leaders.
The employment opportunities below are
tailored to each of those individuals, including:
• Hiring on with the Oweland family to work on
a fishing boat
• Joining the guard and report to Eliander
Fireborn
• Taking short-term work in Gellan Primewater's
smuggling operation
• Mining or other forms of manual labor with the
dwarves led by Manistrad Copperlocks
• Laboring on the docks, loading and unloading
ships for Anders Solmor's trading company
For each week of employment, you earn the coin
needed to sustain a modest lifestyle. There is
also a chance that you attract the notice of the
prominent person associated with your job. At
the end of each week, make a DC 15 Charisma
check. On a success, you earn the opportunity to
request an audience with that person. This
activity cost ten downtime days.

Mercenary Work
Ingo the Drover is always on the lookout for
skilled mercenaries to fulfill the contracts
offered to him. He has a particular need for those
who can serve as caravan guards, personal
protection for merchants, and sentries aboard
docked ships.
For each week of mercenary work, you earn the
coin needed to sustain a modest lifestyle and an
extra 2d10 gp. Additionally, roll a d20 at the end
of each week. On a 19 or higher, you earn a
bonus of 3d20 gp due to the unexpectedly
dangerous nature of your most recent

assignment. This activity cost ten downtime
days.

Selling Crafted Items
You can spend downtime days to find a buyer for
an item you crafted and get full market price for
it. (Normally items are sold for half value.) For
every day of downtime that you spend doing this
you can sell one mundane crafted item. For
every five days you spend you can sell one
masterwork item that you crafted for full value.

Buying and Selling Magic Items
Captain Xendros of the Faithful Quartermasters
of Iuz has magic items for sale and can also
broker the sale of magic items.

Buying Items
Items
Xendros asks for a 50 gp retainer to engage her
services as an item broker each week, and the
process consumes ten downtime days as it
involves multiple meetings to haggle over prices,
specific desired features, and so on. If the
characters pay the retainer, a list of magical
items that are available for sale will be given to
the characters. The list is only good for ten days.
(Unsold items are shipped elsewhere and
regularly replaced with new options.)
If the characters want a specific item, Xendros
can fulfill a request for an item if it is available.
The cost will be the price of the item plus 10-40
downtime days worth of work. Her asking price
is based on the item's rarity, but she might also
be willing to part with an item in return for a
favor.

Selling Items
Items
Xendros is always on the lookout for items she
can buy for resale. Since she must make a profit
on any item she buys, she offers half of her
standard asking price for any items offered by a
character. Completing the transaction takes ten

days of downtime from the character; before the
deal can be made final, Xendros uses her magic
to ensure that the item is authentic and arranges
for a ship in port to transport the item to the
distant land of Iuz.

chosen tavern. The DM creates a specific
contact, such as the bartender at the
appropriate tavern or a specific person you have
connected with. Optionally. the DM can instead
allow you to declare an NPC as a contact when
you meet them, provided that the individual fits
the contact type. In this case, you recognize the
NPC as a pal from your time spent carousing. In
either case, that individual acts as a trusted
friend and offers help as necessary. though they
are unwilling to risk their life or possessions.
CAROUS
AROUSING CONTACTS
Tavern / Contact Type
The Snapping Line – Fishing, Sailors, Laborers
The Empty Net – Smugglers, Criminals
The Wicker Goat – Dwarves, Town Guards

Creating A Character
To create a character for this campaign, follow
the steps below. This guide is supposed to
supplement the Player’s Handbook—not replace
it.
New characters begin play at 1st level.

Carousing
Saltmarsh has several taverns that provide
plenty of opportunities for adventurers to spend
their money on fine food and strong drink.
Carousing gives the characters a chance to make
contacts in town.
A week of carousing costs 2d10 gp and ten
downtime days as you lavish money on food and
drink for yourself and others. When carousing,
pick a single tavern in town to frequent. At the
end of the week, you earn a contact in town. You
can have a maximum number of contacts in town
equal to 1 + your Charisma bonus (minimum of
1). The nature of the contacts depends on the

Choose a Race: All Races available in any WotC
hardcover for character options are allowed for
play, including uncommon races. Monster races
must be approved by the DM before creation.
The Genasi from the Elemental Evil Player
Companion and the Tortle Race from Tomb of
Annihilation supplement are also available.
Choose a Class: All classes and character options
within each class that are in a WotC Hardcover
are allowed for play.
Deities: This campaign takes place in the World
of Greyhawk campaign setting so please chose a
diety from that selection.

Determine Ability Scores: Every character must
generate ability scores either using the 27 point
buy method that is listed in the PHB or by
following the standard set otherwise known as
Standard Array:

Trinkets: You can begin play with one trinket
from the table in chapter 5 of the Player’s
Handbook. You must roll on the table and take
whatever comes.

Character Advancement

[15 (+2), 14 (+2), 13(+1), 12(+1), 10(+0), 8(-1)].
After assigning scores, apply your racial benefits
to derive your starting ability scores at 1st level.
You may not roll your ability scores.

Hit points at higher levels. Whenever you gain a
level, use the average hit point value shown in
your class entry. No rolling for hitpoints.
Customization Options: Human
Multiclassing and Feats are allowed.

Variants,

Describe your character:
Select the following additional details to help
define your character as presented in the PHB:
●

Name

●

Alignment

●

Ideals

●

Bonds

●

Flaws

●

Background

Allowed Alignments: While I recognize that
most players are able to portray characters that
run a wide range of motivations, there is a need
to curtail self-destructive and disruptive
behavior. No NE or CE alignments allowed.
Equipment: You gain starting equipment from
your class and background as usual.
Hit Points: Hit Points represent how healthy your
character is in an abstract way. When you take
damage, you lose hit points. Hit Points at level 1
are equal to your class’ Hit Die + Your
Constitution Modifier. So a human barbarian
(d12 hit die) with a 16 con score (+3 bonus) has
15 hit points at level 1.

Starting Information
The group of characters that will be starting this
campaign have never been to Saltmarsh before
and have traveled here probably from a good
distance hoping to find their fame/fortune/work
and adventure in the fishing village of Saltmarsh.

Creating A Rich
Backstory For Your
Character
Since this is a story driven campaign, it is often a
great benefit that your character has a great and
rewarding backstoy as well.
Below are some questions to ask yourself when
writing your character’s backstory and please
share them with the DM so he can more tie your
character into the plot and storyline during the
campaign.
1. How does your character interact with the
others within a group?
2. What is your character's role in a group?
3. How is your character not as they seem?

4. What are your character's goals,
conscious and, perhaps, subconscious?
5. How easily does your character love?
Have they been in love?
6. Is your character racist at all, either
now or in their past?
7. All people believe something that is
not true, both about the world around
them and about themselves. What
lies/untruths does your character
believe about themselves and the world
around them?
8. How is your character about material
possessions?
9. What does your character perceive
their major problems to be?
10. What does your character perceive
the solutions to those problems to be?
11. What are your character's religious
beliefs?
12. What does your character fear?
13. How much of a temper does your
character have? What sorts of things set
them off?
14. Where is his/her family? Do they have any
siblings? Close friends? Who is important to
them?

