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Just on the border of your waking mind 

there lies another realm, 

where time and space dance twixt 

science and superstition, 

the past and the future, 

the known and the ineffable. 

Come with me now, my child; 

to a realm of sight, of sound, 

of shadow and substance, 

of smoke and mirrors; 

a place that lies between the pit of fear and the summit of 
knowledge 

where darkness and light are as vast as space and as timeless as 
infinity. 

And as you tread the halls of sanity, 

you feel so glad to be unable to go beyond. 

I have a message from this wondrous land; 

Welcome to the Wyrlde. 
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WELCOME TO WYRLDE. 
The first Wyrlde campaign was started in 1982, The last one until now was in 1996.  Each of those 

that came before fed into this one, and all of it was something that was pretty wild, with different 

experiments and efforts to try and find something that wasn’t just the run of the mill experience, 

while still giving you a lot of the same fun stuff there. 

As a result, Wyrlde is both a complete campaign of interconnected adventures and a completely 

new setting, different from any other, while still being somewhat familiar. 

In terms of the larger scale D&D universe, Wyrlde still lies in the Prime Material Plane, but is not 

closely linked to any others.  In the act of creating it, there was much that was liberally used from 

other settings to flesh out this one – no sense in reinventing the wheel – but there is also a lot that 

is new, and specific, and different. 

THE GOOD GUYS 

This is a campaign where players are the Good Guys.  

That doesn’t mean they can’t be anti-heroes, nor does 

it mean that they can’t be absolute assholes – “every 

villain sees themselves as the hero of their story” is 

more than just a pleasant phrase.  

But they are the Heroes, and it is very intentional 

that they are that way, because when I tell you that 

the Story being told here is about the small group of 

people who Save The World, it is a very true thing. 

So, as a player, consider, if you would, what it means 

to be a good guy. Alignment is not a big deal here – 

because in the end, it is the actions, not the intent, 

that will matter when the history is told – likely in the 

Campaign that follows this one. 

This is very much a campaign, told in parts, and you 

can make book on it. 

AS A PLAYER 

Hello there! 

I’m your GM. The tone and speaker to you throughout this work is me speaking. The notes, 

comments, and content that comes from me about the world is meant to be listened to. The stuff 

about how you should role play or make your character is a gentle suggestion, since it could have 
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an impact on the side quests in particular, but also the main questline, since at least one of the 

major elements involves each character as a person and their hopes and their dreams and their 

fears and their terrors. You can call me Game Master or Game Mistress or Game Meddler. Ask, 

though, just to be sure. 

There is, however, a thing to ask you that might be surprising. Is this world an immersive VR video 

game for you?  Is it a novel that has sucked you into the story as one of the heroes? Are you 

someone born in the world and of it, not drawn or summoned from other places within the prime 

Material Plane? Did you die and were you reincarnated on this world? These are things you should 

decide – either on your own for you, or as part of a team effort with your fellow players. Because 

these things will subtly alter the way you play your character and add to the entirety of the setting 

and the gaming experience. 

Starting Up 

When you first start to play in this Campaign, you and your party will start at 1st level. Each of you 

might consider filling one of the Backgrounds 

Every Story has a beginning. Your background reveals where you came from, how you became an 

adventurer, and your sense of your place in the world, drawn from experiences of your own and of 

those around you. 

Choosing a background provides you with important story cues about your character’s identity. 

The most important question to ask about your background is Why Things Changed, though the 

question that most people will want to know if they are wise is What Changed?. 

For all PCs in Wyrlde, they have two; one of their choice and one that is part of all of them. 

The backgrounds available to the Characters are all of those listed in the chart from the PHB and 

the XGE, plus those described below, which are drawn from additional sourcebooks. 

BACKGROUND OPTIONS 

City Watch 

You have served the community where you grew up, standing as its first line of defense against 

crime. You aren’t a soldier, directing your gaze outward at possible enemies. Instead, your service 

to your hometown was to help police its populace, protecting the citizenry from lawbreakers and 

malefactors of every stripe. 

You might have been part of the City Watch of Prussia, the baton-wielding police force of the City of 

Splendors, protecting the common folk from thieves and rowdy nobility alike.  

Even if you’re not city-born or city-bred, this background can describe your early years as a 

member of law enforcement. Most settlements of any size have their own constables and police 

forces, and even smaller communities have sheriffs and bailiffs who stand ready to protect their 

community. 
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Skill Proficiencies: Athletics, Insight 

Languages: Two of your choice 

Equipment: A uniform in the style of your unit and indicative of your rank, a horn with which to 

summon help, a set of manacles, and a pouch containing 10 gp 

Feature: Watcher’s Eye 

Your experience in enforcing the law, and dealing with lawbreakers, gives you a feel for local laws 

and criminals. You can easily find the local outpost of the watch or a similar organization, and just 

as easily pick out the dens of criminal activity in a community, although you’re more likely to be 

welcome in the former locations rather than the latter. 

Investigator 

Rarer than watch or patrol members are a community’s investigators, who are responsible for 

solving crimes after the fact. Though such folk are seldom found in rural areas, nearly every 

settlement of decent size has at least one or two watch members who have the skill to investigate 

crime scenes and track down criminals. If your prior experience is as an investigator, you have 

proficiency in Investigation rather than Athletics. 

Suggested Characteristics 

Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a member of the city 

watch. 

Your bond is likely associated with your fellow watch members or the watch organization itself and 

almost certainly concerns your community. Your ideal probably involves the fostering of peace and 

safety. An investigator is likely to have an ideal connected to achieving justice by successfully 

solving crimes. 

Clan Crafter 

The Stout Folk are well known for their artisanship and the worth of their handiworks, and you 

have been trained in that ancient tradition. For years you labored under a dwarf master of the 

craft, enduring long hours and dismissive, sour-tempered treatment in order to gain the fine skills 

you possess today. 

You are most likely a dwarf, but not necessarily — dwarf clans learned long ago that only proud 

fools who are more concerned for their egos than their craft turn away promising apprentices, even 

those of other races. If you aren’t a dwarf, however, you have taken a solemn oath never to take on 

an non-dwarf apprentice in the craft: it is not for non-dwarves to pass on these skills. You would 

have no difficulty, however, finding a dwarf master who was willing to receive potential apprentices 

who came with your recommendation. 

Skill Proficiencies: History, Insight 
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Tool Proficiencies: One type of artisan’s tools 

Languages: One of your choice 

Equipment: A set of artisan’s tools with which you are proficient, a maker’s mark chisel used to 

mark your handiwork with the symbol of the clan of crafters you learned your skill from, a set of 

traveler’s clothes, and a pouch containing 5 gp and a gem worth 10 gp 

Feature: Respect of the Stout Folk 

As well respected as clan crafters are among outsiders, no one esteems them quite so highly as 

dwarves do. You always have free room and board in any place where shield dwarves or gold 

dwarves dwell, and the individuals in such a settlement might vie among themselves to determine 

who can offer you (and possibly your compatriots) the finest accommodations and assistance. 

Suggested Characteristics 

Use the tables for the guild artisan background in the Player’s Handbook as the basis for your 

traits and motivations, modifying the entries when appropriate to suit your identity as a clan 

crafter. (For instance, consider the words “guild” and “clan” to be interchangeable.) 

Your bond is almost certainly related to the master or the clan that taught you, or else to the work 

that you produce. Your ideal might have to do with maintaining the high quality of your work or 

preserving the dwarven traditions of craftsmanship. 

Cloistered Scholar 

As a child, you were inquisitive when your playmates were possessive or raucous. In your formative 

years, you found your way to one of Wyrlde’s great institutes of learning, where you were 

apprenticed and taught that knowledge is a more valuable treasure than gold or gems. Now you are 

ready to leave your home—not to abandon it, but to quest for new lore to add to its storehouse of 

knowledge. 

The most well-known of Wyrlde’s fonts of knowledge is Candlekeep, in the great City of Shangrila. 

The great library is always in need of workers and attendants, some of whom rise through the 

ranks to assume roles of greater responsibility and prominence. You might be one of Candlekeep’s 

own, dedicated to the curatorship of what is likely the most complete body of lore and history in all 

the world. 

Perhaps instead you were taken in by the scholars of some other great City, and now you have 

struck out to increase your knowledge and to make yourself available to help those in other places 

who seek your expertise. You might be one of the few who aid in helping to catalogue and maintain 

records of the information that arrives daily from across Wyrlde. 

Skill Proficiencies: History, plus your choice of one from among Arcana, Nature, and Religion 

Languages: Two of your choice 
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Equipment: The scholar’s robes of your cloister, a writing kit (small pouch with a quill, ink, folded 

parchment, and a small penknife), a borrowed book on the subject of your current study, and a 

pouch containing 10 gp 

Feature: Library Access 

Though others must often endure extensive interviews and significant fees to gain access to even 

the most common archives in your library, you have free and easy access to the majority of the 

library, though it might also have repositories of lore that are too valuable, magical, or secret to 

permit anyone immediate access. 

You have a working knowledge of your cloister’s personnel and bureaucracy, and you know how to 

navigate those connections with some ease. 

Additionally, you are likely to gain preferential treatment at other libraries across the Bright 

Realms, as professional courtesy shown to a fellow scholar. 

Suggested Characteristics 

Use the tables for the sage background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a cloistered scholar. 

Your bond is almost certainly associated either with the place where you grew up or with the 

knowledge you hope to acquire through adventuring. Your ideal is no doubt related to how you 

view the quest for knowledge and truth—perhaps as a worthy goal in itself, or maybe as a means to 

a desirable end. 

Courtier 

In your earlier days, you were a personage of some significance in a noble court or a bureaucratic 

organization. You might or might not come from an upper-class family; your talents, rather than 

the circumstances of your birth, could have secured you this position. 

You might have been one of the many functionaries, attendants, and other hangers-on in the 

Court, or perhaps you traveled in baroque and sometimes cutthroat conglomeration of guilds, 

nobles, adventurers, and secret societies. You might have been one of the behind-the-scenes law-

keepers or functionaries in some place, or you might have grown up in and around the castle. 

Even if you are no longer a full-fledged member of the group that gave you your start in life, your 

relationships with your former fellows can be an advantage for you and your adventuring 

comrades. You might undertake missions with your new companions that further the interest of 

the organization that gave you your start in life. In any event, the abilities that you honed while 

serving as a courtier will stand you in good stead as an adventurer. 

Skill Proficiencies: Insight, Persuasion 

Languages: Two of your choice 

Equipment: A set of fine clothes and a pouch containing 5 gp 
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Feature: Court Functionary 

Your knowledge of how bureaucracies function lets you gain access to the records and inner 

workings of any noble court or government you encounter. You know who the movers and shakers 

are, whom to go to for the favors you seek, and what the current intrigues of interest in the group 

are. 

Suggested Characteristics 

Use the tables for the guild artisan background in the Player’s Handbook as the basis for your 

traits and motivations, modifying the entries when appropriate to suit your identity as a courtier. 

The noble court or bureaucratic organization where you got your start is directly or indirectly 

associated with your bond (which could pertain to certain individuals in the group, such as your 

sponsor or mentor). Your ideal might be concerned with the prevailing philosophy of your court or 

organization. 

Faction Agent 

Many organizations active in and across the face of Wyrlde aren’t bound by strictures of geography. 

These factions pursue their agendas without regard for political boundaries, and their members 

operate anywhere the organization deems necessary. These groups employ listeners, 

rumormongers, smugglers, sellswords, cache-holders (people who guard caches of wealth or magic 

for use by the faction’s operatives), haven keepers, and message drop minders, to name a few. At 

the core of every faction are those who don’t merely fulfill a small function for that organization, 

but who serve as its hands, head, and heart. 

As a prelude to your adventuring career (and in preparation for it), you served as an agent of a 

particular faction in Wyrlde. You might have operated openly or secretly, depending on the faction 

and its goals, as well as how those goals mesh with your own. Becoming an adventurer doesn’t 

necessarily require you to relinquish membership in your faction (though you can choose to do so), 

and it might enhance your status in the faction. 

Skill Proficiencies: Insight and one Intelligence, Wisdom, or Charisma skill of your choice, as 

appropriate to your faction 

Languages: Two of your choice 

Equipment: Badge or emblem of your faction, a copy of a seminal faction text (or a code-book for a 

covert faction), a set of common clothes, and a pouch containing 15 gp 

Feature: Safe Haven 

As a faction agent, you have access to a secret network of supporters and operatives who can 

provide assistance on your adventures. You know a set of secret signs and passwords you can use 

to identify such operatives, who can provide you with access to a hidden safe house, free room and 
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board, or assistance in finding information. These agents never risk their lives for you or risk 

revealing their true identities. 

Suggested Characteristics 

Use the tables for the acolyte background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a faction agent. (For 

instance, consider the words “faith” and “faction” to be interchangeable.) 

Your bond might be associated with other members of your faction, or a location or an object that 

is important to your faction. The ideal you strive for is probably in keeping with the tenets and 

principles of your faction, but might be more personal in nature. 

Far Traveler 

Almost all of the common people and other folk that one might encounter have one thing in 

common: they live out their lives without ever traveling more than a few miles from where they 

were born. 

You aren’t one of those folk. 

You are from a distant place, one so remote that few of the common folk realize that it exists, and 

chances are good that even if some people you meet have heard of your homeland, they know 

merely the name and perhaps a few outrageous stories. You have come to this part of Wyrlde for 

your own reasons, which you might or might not choose to share. 

Although you will undoubtedly find some of this land’s ways to be strange and discomfiting, you 

can also be sure that some things its people take for granted will be to you new wonders that 

you’ve never laid eyes on before. By the same token, you’re a person of interest, for good or ill, to 

those around you almost anywhere you go. 

SKILL PROFICIENCIES: Insight, Perception 

TOOL PROFICIENCIES: Any one musical instrument or gaming set of your choice, likely something 

native to your homeland 

LANGUAGES: Any one of your choice 

EQUIPMENT: One set of traveler’s clothes, any one musical instrument or gaming set you are 

proficient with, poorly wrought maps from your homeland that depict where you are in Wyrlde, a 

small piece of jewelry worth 10 gp in the style of your homeland’s craftsmanship, and a pouch 

containing 5 gp 

d6 Reason 

1 Emissary 
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 Why Are You Here? 

 A far traveler might have set out on a journey for one of a number of reasons, 

and the departure from his or her homeland could have been voluntary or 

involuntary. To determine why you are so far from home, roll on the table below 

or choose from the options provided. The following section, discussing possible homelands, 

includes some suggested reasons that are appropriate for each location. 

Where Are You From? 

The most important decision in creating a far traveler background is determining your homeland.  

ANCIENT LANDS: You come from a tiny collection of people who never made the journey South and 

East after the destruction. You turned your backs on the gods and the people who left, and your 

people have been struggling to survive around the edges of the Bleak Land, developing a culture 

that is unique and unlike anything in these so-called “bright lands”. You made the perilous 

crossing and found yourself in Thule, Durango, or Dorado. 

ISLANDIA: You come from a remote part of Islandia, where your people subsist mostly on fish and 

what they can grow. You went out one day to fish, got caught too far offshore in your small boat, 

and were tossed in the sea of storms until you came upon land. You ended up in Thule, Durango, 

or Prussia. 

GILEAD: You were born to a slave, raised in a creche with others by slaves told they could benefit 

and prosper as long as they made you think you were not going to be food, and you were certain 

you would die as either a dinner treat, like your siblings, or a slave yourself. You escaped by 

unimaginable chance and through a daring and terrifying experience with a dozen others, only to 

find yourself in the Wylde, alone, without a clue what to do from there beyond climb the mountains 

you say ahead of you. You ended up in Dorado. 

HELLANIA: You are a half-orc. You were born in violence, child of a slave slain for having you, and 

you were certain you would die as a slave yourself. You escaped by unimaginable chance and 

through a daring and terrifying experience you found yourself in the Wylde, alone, without a clue 

what to do from there beyond climb the mountains you say ahead of you. Odds are good you ended 

up around Prussia or Shangrila. 

HYBOREAL: You are a Halfling (only). You come from one of the many tribes of Halfings there. 

Feature: All Eyes on You 

Your accent, mannerisms, figures of speech, and perhaps even your appearance all mark you as 

foreign. Curious glances are directed your way wherever you go, which can be a nuisance, but you 

also gain the friendly interest of scholars and others intrigued by far-off lands, to say nothing of 

everyday folk who are eager to hear stories of your homeland. 

2 Exile 

3 Fugitive 

4 Pilgrim 

5 Sightseer 

6 Wanderer 
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You can parley this attention into access to people and places you might not otherwise have, for 

you and your traveling companions. Noble lords, scholars, and merchant princes, to name a few, 

might be interested in hearing about your distant homeland and people. 

Suggested Characteristics 

Personality Traits 

d6 Personality Trait 

1 
I have different assumptions from those around me concerning personal space, blithely invading 

others’ space in innocence, or reacting to ignorant invasion of my own. 

2 
I have my own ideas about what is and is not food, and I find the eating habits of those around me 

fascinating, confusing, or revolting. 

3 I have a strong code of honor or sense of propriety that others don’t comprehend. 

4 I express affection or contempt in ways that are unfamiliar to others. 

5 I honor my deities through practices that are foreign to this land. 

6 I begin or end my day with small traditional rituals that are unfamiliar to those around me. 

 

Ideals 

d6 Ideal 

1 Open. I have much to learn from the kindly folk I meet along my way. (Good) 

2 
Reserved. As someone new to these strange lands, I am cautious and respectful in my dealings. 
(Lawful) 

3 Adventure. I’m far from home, and everything is strange and wonderful! (Chaotic) 

4 
Cunning. Though I may not know their ways, neither do they know mine, which can be to my 
advantage. (Evil) 

5 Inquisitive. Everything is new, but I have a thirst to learn. (Neutral) 

6 Suspicious. I must be careful, for I have no way of telling friend from foe here. (Any) 

 

Bonds 

d6 Bond 

1 So long as I have this token from my homeland, I can face any adversity in this strange land. 

2 The gods of my people are a comfort to me so far from home. 

3 I hold no greater cause than my service to my people. 
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4 My freedom is my most precious possession. I’ll never let anyone take it from me again. 

5 I’m fascinated by the beauty and wonder of this new land. 

6 
Though I had no choice, I lament having to leave my loved one(s) behind. I hope to see them again 
one day. 

 

Flaws 

d6 Flaw 

1 
I am secretly (or not so secretly) convinced of the superiority of my own culture over that of this 
foreign land. 

2 
I pretend not to understand the local language in order to avoid interactions I would rather not 
have. 

3 I have a weakness for the new intoxicants and other pleasures of this land. 

4 
I don’t take kindly to some of the actions and motivations of the people of this land, because these 
folk are different from me. 

5 I consider the adherents of other gods to be deluded innocents at best, or ignorant fools at worst. 

6 I have a weakness for the exotic beauty of the people of these lands. 

 

Inheritor 

You are the heir to something of great value—not mere coin or wealth, but an object that has been 

entrusted to you and you alone. Your inheritance might have come directly to you from a member 

of your family, by right of birth, or it could have been left to you by a friend, a mentor, a teacher, or 

someone else important in your life. The revelation of your inheritance changed your life, and 

might have set you on the path to adventure, but it could also come with many dangers, including 

those who covet your gift and want to take it from you—by force, if need be. 

Skill Proficiencies: Survival, plus one from among Arcana, History, and Religion 

Tool Proficiencies: Your choice of a gaming set or a musical instrument 

Languages: Any one of your choice 

Equipment: Your inheritance, a set of traveler’s clothes, the tool you choose for this background's 

tool proficiency, and a pouch containing 15 gp 

Feature: Inheritance 

Choose or randomly determine your inheritance from among the possibilities in the table below. 

Work with your Dungeon Master to come up with details: Why is your inheritance so important, 

and what is its full story? You might prefer for the DM to invent these details as part of the game, 

allowing you to learn more about your inheritance as your character does. 
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The Dungeon Master is free to use your inheritance as a story hook, sending you on quests to learn 

more about its history or true nature, or confronting you with foes who want to claim it for 

themselves or prevent you from learning what you seek. The DM also determines the properties of 

your inheritance and how they figure into the item’s history and importance. For instance, the 

object might be a minor magic item, or one that begins with a modest ability and increases in 

potency with the passage of time. Or, the true nature of your inheritance might not be apparent at 

first and is revealed only when certain conditions are met. 

When you begin your adventuring career, you can decide whether to tell your companions about 

your inheritance right away. Rather than attracting attention to yourself, you might want to keep 

your inheritance a secret until you learn more about what it means to you and what it can do for 

you. 

Inheritance 

d8 Object or Item 

1 A document such as a map, a letter, or a journal 

2–3 A trinket (see “Trinkets” in chapter 5 of the Player’s Handbook) 

4 An article of clothing 

5 A piece of jewelry 

6 An arcane book or formulary 

7 A written story, song, poem, or secret 

8 A tattoo or other body marking 

Suggested Characteristics 

Use the tables for the folk hero background in the Player’s Handbook as the basis for your traits 

and motivations, modifying the entries when appropriate to suit your identity as an inheritor. 

Your bond might be directly related to your inheritance, or to the person from whom you received 

it. Your ideal might be influenced by what you know about your inheritance, or by what you intend 

to do with your gift once you realize what it is capable of. 

Knight of the Order 

You belong to an order of knights who have sworn oaths to achieve a certain goal. The nature of 

this goal depends on the order you serve, but in your eyes it is without question a vital and 

honorable endeavor. Wyrlde has a wide variety of knightly orders, all of which have a similar 

outlook concerning their actions and responsibilities. 

Though the term “knight” conjures ideas of mounted, heavily armored warriors of noble blood, 

most knightly orders in Wyrlde don’t restrict their membership to such individuals. The goals and 

philosophies of the order are more important than the gear and fighting style of its members, and 

so most of these orders aren’t limited to fighting types, but are open to all sorts of folk who are 

willing to battle and die for the order’s cause. 
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The “Knightly Orders of Wyrlde” sidebar details several of the orders that are active at present and 

is designed to help inform your decision about which group you owe allegiance to. 

Skill Proficiencies: Persuasion, plus one from among Arcana, History, Nature, and Religion, as 

appropriate for your order 

Tool Proficiencies: One type of gaming set or musical instrument 

Languages: One of your choice 

Equipment: One set of traveler’s clothes, a signet, banner or seal representing your place or rank 

in the order, and a pouch containing 10 gp 

Feature: Knightly Regard 

You receive shelter and succor from members of your knightly order and those who are 

sympathetic to its aims. If your order is a religious one, you can gain aid from temples and other 

religious communities of your deity. Knights of civic orders can get help from the community—

whether a lone settlement or a great nation—that they serve, and knights of philosophical orders 

can find help from those they have aided in pursuit of their ideals, and those who share those 

ideals. 

This help comes in the form of shelter and meals, and healing when appropriate, as well as 

occasionally risky assistance, such as a band of local citizens rallying to aid a sorely pressed 

knight in a fight, or those who support the order helping to smuggle a knight out of town when he 

or she is being hunted unjustly. 

Suggested Characteristics 

Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a knight of your order. 

Your bond almost always involves the order to which you belong (or at least key members of it), 

and it is highly unusual for a knight’s ideal not to reflect the agenda, sentiment, or philosophy of 

one’s order. 

KNIGHTLY ORDERS OF WYRLDE 

Many who rightfully call themselves “knight” earn that title as part of a knightly order that serves a 

government, royal family, or are the elite military of a Prussian or Lemurian Town. Other 

knighthoods are secular and nongovernmental organizations of warriors who follow a particular 

philosophy, or consider themselves a kind of extended family, similar to an order of monks. 

Although there are organizations, such as the Knights of the Shield, that use the trappings of 

knighthood without necessarily being warriors, most folk of Wyrlde who hear the word “knight” 

think of a mounted warrior in armor beholden to a code. Below are a few knightly organizations. 

Knights of the Unicorn. The Knights of the Unicorn began as a fad of romantically minded sons 

and daughters of noble families in Prussia. On a lark, they took the unicorn as their mascot and 

went on various adventures for fun. The reality of the dangers they faced eventually sank in. Over 
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time the small group grew and spread, gaining a following in places as far as Durango. The Knights 

of the Unicorn are chivalric adventurers who follow romantic ideals: life is to be relished and lived 

with laughter, quests should be taken on a dare, impossible dreams should be pursued for the 

sheer wonder of their completion, and everyone should be praised for their strengths and 

comforted in their weaknesses. 

Knights of White Rose. Long ago, the Knights of White Rose were a famous adventuring band, 

and Dove Falconhand, one of the famous Seven Sisters, was one of them. The band took its name 

to honor the legendary Ancient City, just as the new Knights of White Rose do today. With the city 

in ruins, Dove Falconhand decided to reform the group with the primary goal of building alliances 

and friendship between the civilized races of the world and goodly people in order to combat evil. 

Their members, each accepted by The White Rose herself, are above all valiant and honest. 

Knights of the Silver Chalice. The Knights of the Silver Chalice was formed by edict of the 

demigod Siamorphe in Shangrila a century ago. Siamorphe’s ethos is the nobility’s right and 

responsibility to rule, and the demigod is incarnated as a different noble mortal in each generation. 

By the decree of the Siamorphe at that time, the Knights of the Silver Chalice took it upon 

themselves to put a proper heir on the Council and reestablish order in the region. Since then they 

have grown to be the most popular knighthood in Shangrila, a region that has hosted many 

knighthoods in fealty to the Council. 

Mercenary Veteran 

As a sell-sword who fought battles for coin, you’re well acquainted with risking life and limb for a 

chance at a share of treasure. Now, you look forward to fighting foes and reaping even greater 

rewards as an adventurer. Your experience makes you familiar with the ins and outs of mercenary 

life, and you likely have harrowing stories of events on the battlefield. You might have served with a 

large outfit or a smaller band of sell-swords, maybe even more than one.  

Now you’re looking for something else, perhaps greater reward for the risks you take, or the 

freedom to choose your own activities. For whatever reason, you’re leaving behind the life of a 

soldier for hire, but your skills are undeniably suited for battle, so now you fight on in a different 

way. 

Skill Proficiencies: Athletics, Persuasion 

Tool Proficiencies: One type of gaming set, vehicles (land) 

Equipment: A uniform of your company (traveler’s clothes in quality), an insignia of your rank, a 

gaming set of your choice, and a pouch containing the remainder of your last wages (10 gp) 

Feature: Mercenary Life 

You know the mercenary life as only someone who has experienced it can. You are able to identify 

mercenary companies by their emblems, and you know a little about any such company, including 

the names and reputations of its commanders and leaders, and who has hired them recently. You 

can find the taverns and festhalls where mercenaries abide in any area, as long as you speak the 
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language. You can find mercenary work between adventures sufficient to maintain a comfortable 

lifestyle (see “Practicing a Profession” under “Downtime Activities” in chapter 8 of the Player’s 

Handbook). 

Suggested Characteristics 

Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a mercenary. 

Your bond could be associated with the company you traveled with previously, or with some of the 

comrades you served with. The ideal you embrace largely depends on your worldview and your 

motivation for fighting. 

Urban Bounty Hunter 

Before you became an adventurer, your life was already full of conflict and excitement, because you 

made a living tracking down people for pay. Unlike some people who collect bounties, though, you 

aren’t a savage who follows quarry into or through the wilderness. You’re involved in a lucrative 

trade, in the place where you live, that routinely tests your skills and survival instincts. What’s 

more, you aren’t alone, as a bounty hunter in the wild would be: you routinely interact with both 

the criminal subculture and other bounty hunters, maintaining contacts in both areas to help you 

succeed. 

You might be a cunning thief-catcher, prowling the rooftops to catch one of the myriad burglars of 

the city. Perhaps you are someone who has your ear to the street, aware of the doings of thieves’ 

guilds and street gangs. You might be a “velvet mask” bounty hunter, one who blends in with high 

society and noble circles in order to catch the criminals that prey on the rich, whether pickpockets 

or con artists. The community where you plied your trade might have been one of Wyrlde’s great 

metropolises, such as Shangrila or Prussia, or a less populous location, perhaps Luskan or 

Yartar—any place that’s large enough to have a steady supply of potential quarries. 

As a member of an adventuring party, you might find it more difficult to pursue a personal agenda 

that doesn’t fit with the group’s objectives—but on the other hand, you can take down much more 

formidable targets with the help of your companions. 

Skill Proficiencies: Choose two from among Deception, Insight, Persuasion, and Stealth 

Tool Proficiencies: Choose two from among one type of gaming set, one musical instrument, and 

thieves’ tools 

Equipment: A set of clothes appropriate to your duties and a pouch containing 20 gp 

Feature: Ear to the Ground 

You are in frequent contact with people in the segment of society that your chosen quarries move 

through. These people might be associated with the criminal underworld, the rough-and-tumble 

folk of the streets, or members of high society. This connection comes in the form of a contact in 

any city you visit, a person who provides information about the people and places of the local area. 
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Suggested Characteristics 

Use the tables for the criminal background in the Player’s Handbook as the basis for your bounty 

hunter’s traits and motivations, modifying the entries when appropriate to suit your identity as a 

bounty hunter. 

For instance, your bond might involve other bounty hunters or the organizations or individuals 

that employ you. Your ideal could be associated with your determination always to catch your 

quarry or your desire to maintain your reputation for being dependable. 

Party Roles in that party. The Roles are somewhat important – aside from making it easier to tell 

the story, they also ensure that the party can handle whatever it encounters. And I want you to be 

able to handle whatever you encounter, since very little of it is truly random. This campaign is not 

meant to kill you – but that doesn’t mean it cannot do so. A single goblin can get a lucky roll and 

off goes your character’s head. But, by and large, you have a fighting chance through most of the 

campaign, assuming you can keep your head and remember to stay true to the character. 

Should, however, a character die, it is important to note that replacement characters will also start 

at 1st level or one half the level of the rest of the party, whichever is greater.  This is to ensure that 

while still weaker, they can be fit into the ongoing story as it happens, and there are key points 

where those characters can be introduced often. 

Some effort was put into making the segments of each adventure playable in a single four hour 

session. Assuming for overages, no single adventure should take more than three to five sessions – 

six sessions among the last few, and it is planned to be a full eight sessions for Well of Souls. 

Sourcebooks 

This book, The Wyrlde Book (TWB), is the Player’s Addendum for this setting. It contains a wealth 

of information developed at the same time as the setting and presented to you so that you are not 

flying entirely blind. 

The most essential Books for a player are THE PLAYERS HANDBOOK and XANATHAR’S GUIDE TO 

EVERYTHING. These are abbreviated using PHB and XGE. If you do not have either of them, and/or 

you use the Basic Rules, you can ask to use the House Copy of those sourcebooks. To look things 

up, or you may play using just what you have access to yourself. XGE is worth adding to your own 

collection for use here, as there is a lot of information pulled from it. 

There is some material drawn from THE WAYFARER’S GUIDE TO EBERRON and THE SWORD COAST 

ADVENTURER’S GUIDE sourcebooks as well. They are abbreviated as WGE and SWAG, respectively. 

WGE materials are predominantly drawing on ideas about the setting, while SWAG pulls in 

subclasses and backgrounds. 

These materials as well as some which come from other sources (such as THE DMS GUIDE or D&D 

BEYOND) are presented herein, essentially copied and pasted over, making this a useful supplement 

overall and making it a Sourcebook in and of itself. 
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Influences & Inspiration 

The influences that feed into Wyrlde are many and vast. The Mythopoetic Creatrix of the setting is 

a Sociologist and Psychologist, and she has a broad range of interests and ideas.  She draws often 

from pop culture and Meme Culture for some things, but also from History, from the same sources 

as the original D&D game, from the Sourcebooks, past adventures in previous incarnations of 

Wyrlde, and the usual traditional sources. 

But for this incarnation of Wyrlde, she chose to not only step outside the realm of typical and 

comfortable and familiar, but to rely on newer, younger sources for inspiration and ideas. As a 

glance through this work will tell you, she has drawn heavily from Anime imagery, manga and 

anime works, and not merely in the sense of the Fantasy ones. She has spent time on TVTropes, 

trying to deconstruct and even rebuild some ideas, and she has turned to video games such as 

Horizon Zero Dawn. She has pulled from a host of authors, most of whom were published well after 

the 70s (the early 70’s being the end of the inspiration for the original Dungeons and Dragons 

game), including Stephen Donaldson and Stephen King, Tamora Pierce, Rebecca Roanhorse, 

Patricia Briggs and Kim Harrison, Kameron Hurley, Leigh Bardugo, N.K. Jemisin, Brian Vaughn, 

Fiona Staples, Ao Jyumoni, Glen Cook, Reki Kawahara, Tanya Huff, and Elizabeth Moon. 

She herself started playing D&D in 1979. Then kids, life, and more got in the way, and she only 

returned to it in 2019, after having stopped for 20 years, and this is the result of her return, a 

massive pair of tomes and an assortment of handouts, bric a brak, and the keys to kingdom unlike 

many others. 

I, your GM, hope you find her hard work worthy of your time, and that it brings you happiness, 

even if for but a little while. 

THE CAMPAIGN 

This is a campaign that is told in nine Adventures: 

1. The Rising Legend 2. The Abyssal Summit 3. The Tower of Ism 
4. The Shattered Dreams 5. The Journey Home 6. The Shattered Hopes 
7. The Master’s Tools 8. The Floating Mountain 9. The Well of Souls 

 

Each of the Adventures should, in theory, take your character up through three levels. Assuming 

the guidance in the GM’s Guide is sufficient, the experiences will also give your characters 

increasing renown, and put them in a position of greater fame or infamy. 

Each adventure has a beginning, a middle, and an end, in and of itself. Each part of the adventure 

is designed for a well rounded party of five players, with at least one Cleric, one Warrior, one Mage, 

and One Rogue among them. It is designed for five players, so that it can be played by three to 

seven players. 

Each Adventure is essentially going to take you up three levels. Each level of adventure is easily 

divided up into the ability to do it in three sessions of four hours each. And all of them lead int the 

next one, with plenty of time for other stuff. 
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There are also side quests, also nine of them, that can be done in addition to the main course. 

The end goal is that you will have a chance to shape the world itself – what you do will have 

consequences and impact that you will be able to see. Because, in the end… 

THIS IS A STORY 

This is a long story, and your group of hardy souls will be the ones who ultimately decide how 

many sessions you play, so how long it takes, but it has been set up so that you can take your 

time, and develop your characters, and have stories afterwards about the acts of bravery and 

heroism and all the rest that we all like to prattle on about when we look back on old games. 

Development on the Setting and Campaign began in late May and early June of 2019. Every 

element of the setting was looked at, because nothing in this world is without a reason – even if 

that reason may sometimes be “the sheer damn foolishness of it”.  

That is why there is a Player’s Guide specific to this effort. There are races, classes, backgrounds, 

equipment, spells, monsters, magic items, quirks, and other oddities that need to be laid you for 

you, all while also giving you a sense of this world, this time and place.  A favorite class may not be 

available, or a standard race may be absent, or a kind of weapon or magic item you have grown 

used to may be missing. 

This is not going to be a tournament permissible campaign, then. It will be a fun one, though. 

This Guide will give you all the stuff that’s different. It will also give you stuff that’s useful, new, 

and possibly annoying, as well as all three of those things and more.  

THANK YOU 

Thank you for coming to play in Wyrlde. I hope even this little bit so far proves helpful. 

It is a lot to take in for a simple introduction, but I, your GM, think you can handle it.  

After all, you want to be a Hero, don’t you? 
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THE WORLD 
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HISTORY 

Here’s a super brief history of the world to now: 

Around 2000 years ago, there was a place in what is now called The Ancient Lands that was where 

everyone was.  At that time, the only people and people-like folks around were humans. They lived 

pretty happily for a long time, until something happened and there was this big ass fight between 

Gods that is called The God’s War. 

Hey, I didn’t say the people on Wyrlde were creative with names. 

The God’s War went on for five hundred years, ending badly for five of the many Gods. They are 

called the Dread Gods.  The nine of them who made it end badly for them are called the Bright 

Gods 

The God’s War ended about a thousand years ago, and the Ancient Lands are now a barren 

wasteland where nothing lives or can live. In the time of that war, though, some humans served 

the different Gods, and from them came the other races.  We call them Elves and Dwarves and 

Goblins and the like, and you’ll learn a lot more about them soon enough. They were never really 

able to form their own communities, their own “homelands” as they have in other Realms within 

the Prime Material Plane, so they don’t have some of the things most people might think they have. 

Following the God’s War, around 925 years ago, the city of Prussia was founded by the survivors.  

All the survivors who fought for the Bright Gods. There were not many. So the Apocalypse came 

and went, and this is the world we are going into. 

The Dread Gods and their servants are the bad guys. For over a thousand years, the Bright Peoples 

have fought to ensure that the Dread Gods never rise again, and that their servants are given 

neither quarter nor space. 

You know that they have a base up north, a massive city teeming like an insect hive with the most 

vile and horrible of the servants, the Goblins. Goblins do not only live there, though -- they are 

creatures of the night, hiding in shadows and roaming out there.  They eat people. They rape and 

pillage and raid and engage in mayhem. They are vile creatures with a stench that is instantly 

recognizable, though you haven't smelled it. 

When they rape, on occasion, the women will birth an egg. From that egg will come an Orc, a half-

goblin. Orcs are hairy, deformed, broken things that are feral and vicious and are better off dead.  

Orcs are slaves to Goblins. Sometimes, on a raid, an Orc will rape a human woman, and she will 

give birth to a Half-Orc. 

Half orcs are untrustworthy, unpleasant, and unlikeable. All half orcs have goblin blood in them. 

Goblins typically travel in Bands, of between 15 and 50. They are always doing the bidding of the 

Dread Gods or the Dark Lord in Hellania. They steal, they defecate in graniaries, they poison water, 

and their blood is poison to all who touch it. 

Goblins were created by the Dread Gods from people who once served them in the God's War.  
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Goblins often work closely with Trolls, who are nightmares from the deepest pits of horror. Oozing, 

dripping, terrifying creatures that hide in places where people shouldnt go. Under bridges, in 

caves, in the scary places.  But no one you know has ever seen one, so they are probably a myth, 

like Giants. People who are fifteen feet tall? Really? 

Goblins do not get along with Kobolds for some reason. Kobolds are small, six limbed, creatures, 

like a spider met a lizard and got along. They are smarter, faster, stronger, and they are rumored to 

not serve the Dread Gods, though how that's possible isn't known. 

Kobolds are blue, black or red or striped furry, reptilian looking, four armed, bad tempered, and 

ballsy little dudes, around four feet tall, they are a wild critter, that loves metal -- they will steal 

any metal they can. They live in dark burrows, and it is said they are were made by the Dread 

Gods to be spies. THey can climb up damn near anything, are fast, furious, and prone to being 

drunkards. 

The Dread Gods names are never spoken. There are five of them, and so they are called The Five. 

They are absolute evil, and they were overthrown by The Nine, the Bright Gods. 

There is rumor that there are other Gods as well -- they are called the Seven, or the Shadow Gods. 

But they have no temples or towers in the cities and towns. 

The God’s War took place in what are called the Ancient Lands, now a vast desert where nothing 

grows and nothing lives, haunted by the ghosts of the millions who died in the five hundred year 

war. 

After the War, the survivors wandered for decades, until the founding of Prussia. Prussia is where 

the coins come from, and where the King lives. Prussia is like a beacon for everywhere else – they 

have lights that do not burn, and they have books that are for everyone. 

Thule was next, and it is where the Prince of Thrones is. They are a weird people, but their stones 

are amazing and pretty and very valuable. 

Aztlan came after that, deep in the jungles, where the medicines are. 

Then came Durango, where they honor the past. 

Then came Dorado,  where the mines are. 

Then came Shangrila, where the magic comes from. 

Then there was a war in Aztlan, and Lemuria, where the grains are, was founded, though there are 

still fights there, and lots of pirates. 

Beyond the mountains are wild, feral tribes of half human animals that no one ever returns from. 

The only safe place at night is a walled compound. There are monsters in the world that will prey 

on travelers.  This is why all the villages are a day's ride away, or there is a walled Tavern House.   

To travel, you must have a Guild Pass, or a Knight's Mark or better, in order to enter a city or 

town. 
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This is why the fields are walled as well. Traveling beyond your home is a dangerous thing, and 

even though the merchants talk tough and all, ever notice how rarely you see one come back 

through? 

 

THE PLACES YOU’LL COME FROM 

Cities, Towns, and Villages here are Walled.  All of them.  And starting your own village (which 

grows to become a town and then a city) is even encouraged in most places.  Not so much Aztlan, 

but they have reasons. 

These walls are essential: the world is not a safe place. Especially at night.  The world left after the 

God’s War has plenty of critters malign and benign who just aren’t healthy to be around. 

Typically, a City will support a few Towns, each of which supports a few Villages. The walls are 

huge. They encircle the fields and crops and even the cattle at night, called in.  

When you create a character, you will have the option of coming from a City (there are a few), a 

Town (not as many) or a village.  If you choose a village, you get to name it. 

The Cities of Wyrlde are scattered. Prussia, Durango, Thule, Aztlan, Lemuria, Shangrila, and 

Dorado are the cities, and each City has its own culture and within them elves, dwarves, humans, 

etc. all pretty much just live as people of that place. This is called Ethnicity.  

So, where you come from has as much impact as what you are here, in terms of role playing, 

backgrounds, and more.  The campaign has pulled from other settings to increase the possible 

options for backgrounds, traits, ideals, trinkets, and the like. Those tables and options are 

presented here. 

There are classes that are only available if you come from some places. Magicians of various sorts 

may find that they need to come from Shangrila, which tends to have a lot more support for that 

kind of thing, while certain Fighter subclasses will find themselves coming from Prussia, which is 

still the heart of the Civilized World, as much as the other cities roll their eyes at them. 

Each City influences the culture of the Towns and Villages beholden to it – typically because that is 

where the people came from (limited space inside cities that are walled), but also because of the 

assorted ways in which laws and governments work around them. 

You will learn much more about them as you create your character. 

The Gods tend to favor certain cities, as well, and this has manifested in physical qualities about 

them – notably complexion, hair color, and eye color.  Folks – human, elf, dwarf, etc – who come 

from one city tend to have similar traits. 

It should be noted that only one location has light skin, blonde hair, and blue eyes as a possible 

combination: Prussia. Red hair and green eyes with light skin is only available in Thule. The rest of 

the regions tend towards dusky, swarthy, and dark, wth some interesting hair and eye color 

possibilities. 
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THE BAD GUYS 

A fantasy world needs bad guys. In general, this doesn’t mean Villains, it means the humanoid 

enemies. On Wyrlde, there are two kinds of them. They tend to serve the interests of the Dread 

Gods. Let’s take a quick look at them. 

Goblins 

The main bad guys of the world – the vermin that are the stuff of 

children’s horror stories – are the Goblins. The Goblins are Bad Guys. 

They were forged by the Dread Gods, and they have the appropriate ideas 

from that, as well as a strong appetite for the flesh of the Bright Races, 

whom they see more as cattle. Goblins are described in a chapter by 

themselves, because most people are aware of Goblins. Also, when 

Goblins rape (which they do with gleeful abandon), they will sometimes 

have a victim who has a child.  That Child is an Orc, and there are only a 

handful of known cases for an orc’s birth to not have killed the mother.  

Possibly because the egg really doesn’t fit will with people.  When an Orc 

rapes a human woman – and it is always and only 

human women – you end up with a half-orc, who 

does not come from an egg. Goblins use Orcs as 

slaves, and will often capture women to use as slave 

breeding stock.  But they will always try to kill half-

orcs.  One of the few things most People agree with 

them on. 

Kobolds 

The other main Bad guys are a little more 

challenging. Picture in your head Stitch from Lilo 

and Stitch.  Six limbed, large mouth, antennae, 

blue, furry – that cute little guy.  Got it? Now make 

him more like a Honey Badger – or just a regular 

badger – and then give him a reason to hate pretty much everyone.  Give him a terrifying look, and 

suddenly you have what are the Kobolds of Wyrlde, able to grow up to eight feet tall. They are 

rumored to make Goblins seem downright tame and gentle beings. 

There are the assorted and various predators of the Wilds, as well.  

THE LOCOMOTIVE 

Starting in Dorado, running south to Thule, where the railway splits towards Shangrila by way of 

Prussia on one Line, and down to Durango along the other Line, the Doradan Railway is the 
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wonder of the world, and has changed all manner of things while also creating a host of unforeseen 

problems. 

Among them is the wealth afforded the Syndicate of Rails, which maintains a monopoly on it. Their 

Greymen are known to pursue thieves and vagabonds to the end of the earth, and are often former 

adventurers themselves, often armed with magical and even legendary gear. 

There are four tracks running side by side throughout the world, and each track carries at least 

one Engine and as many as three dozen carriages. Most of those carriages are filled with trade 

goods, but at least one carriage always has passengers, typically the wealthiest. 

Once a Locomotive is moving, it only stops in the Villages, Towns, and Cities along its route – some 

of which have sprung up entirely around it going there.  There is always a stop every day, typically 

around ninety miles (three days ride), and the Locomotive is made of wood and stone enchanted 

with a hundred different spells – including anti-magic ones. 

Still, that much potential wealth, no matter how fast it is moving, tends to attract those who want 

a piece of it for themselves. Even moreso since one of the reasons for it being so favored is that it is 

described as safer than a caravan, and able to carry much more. 

A single Carriage interior is typically twelve feet wide by thirty-six feet long and twelve feet high.  

The walls of a given carriage are usually around four inches thick. They can carry a lot of cargo. 

Being able to move three times faster than a single person on a mount, the Locomotive is often a 

way to travel across large chunks of the planet, but it is not the only way. 

THE AIRSHIPS OF THE SKY SYNDICS. 

Going only from City to City where there is a Gantry – a tall, stone and wood building typically five 

stories high – the various airships that fly out from Shangrila are universe to themselves. The 

airships vary in size from small private craft, typically owned by the wealthy and nobility, to the 

vast monstrosities that are reportedly able to fend off the Dragons themselves, the size of what we 

would call football fields. 

The Airships are often described as being held aloft by large fabric bags of special airs, though not 

all of them have such, and while airships were used to devastating effect a thousand years ago, it 

has taken many centuries to recover the secrets that allowed them to return to the skies. 

Because that history is still well known, airships are not always trusted, and looked on with 

suspicion by most folks. It is rumored that there are pirates, but no one would confess to such, 

and the Gantries are well controlled, so even if there were, where would they dock? 

They provide trade between the rebels calling themselves Islandia, Lemuria, Aztlan, Prussia, and 

Dorado, but do not travel to Durango, where they are outlawed, or Thule, where they are likely to 

be stolen. 

Shangrila is the home of the Airships, and the place where they were reborn.  There, the Sky 

Syndicate controls them, and strives to be as controlling as their competition on the ground.  
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BESTIARY 
For much of the last 40 years, a booklet is often found among the hands and in the hearts of many 

folks of the land.  Typically fashioned of a rough paper, printed on a press, bound in a thick cover, 

and scattered throughout the land, they are nearly ubiquitous. It is certain that at least one 

member of the party has one, if not all of them. 

The book is called The Bestiary.  It was written by Shim Sheroo, and although folks keep waiting 

for him to update it, he hasn’t. Shim is a merchant, and by all accounts one who made his fortune 

before the book, which he wrote in his retirement. 

In the book, he describes many of the creatures and denizens of the world beyond the walls, all of 

them encountered in his travels, with some tips for dealing with many of them.   

We present the most frequently cited entries here for you – isn’t wise to be a first level and not at 

least have an idea of what you are doing, after all; you’ve heard the stories growing up, and learned 

the bulk of this from the campfire and town talk of your elders. 

COMMON CREATURES 

While there are some minor differences between what is presented in the Monster Manual, these 

creatures are found in the world with the same stats as listed there.  

Aboleth Animated Objects Ankheg Banshee 
Basilisks Behirs Blights Bulette 
Carrion Crawler Cloaker Couatl Crawling Claw 
Darkmantle Demilich Displacer Beast Dryad 
Ettercap Flameskull Ghost Ghast 
Ghoul Gibbering Mouther Golems Gorgon 
Grick Hags Hell Hound Homonculous 
Kraken Lich Mimic Nagas 
Ogres Oni Oozes Peryton 
Piercer Pseudodragon Revenant Roc 
Roper Scarecrow Shadow Shambling Mound 
Skeletons Spectre Stirge Troll 
Vampires Vampire Spawn Wight Will-o-wisp 
Wraith Yeti Zombie  

There are, of course, regular animals as well, and even some that are larger than what you might 

typically think. 

WYRLDE VARIANT MONSTERS 

Avatars 
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Beholders 

 

Celestials 

 

Chuul 

 

Demons 

 

Devils 

 

Elementals 

 

Air 

 

Earth 

 

Fire 

 

Water 

 

Spirit 

 



 

  34 

 

Fae (Fey & Fell) 

 

Dragons 

 

Fungi 

 

Tarrasque 

 

WYRLDE BEASTS 

Warmachines 

The God’s War, a thousand years ago, was absolutely devastating to the planet as a whole, not 

merely to the Ancient Lands. The people had spread far and wide across the lands, and built many 

places that were special, and even sacred.  

Wherever people were, the Gods 

fought. The Gods tried many things 

before they turned to creating the 

young races. The most devastating 

and fearful of them all were the 

warmachines. 

Warmachines are machines built 

for the sole purpose of destroying 

life, and they feed on all things. But 

they were often left alone, or 

abandoned, and the places they 

were made, the vast forges, were 

not shut down. Some say these 

forges are still out there, somewhere, still building them, though the materials are rare and there 

does not appear to be anyone still mining for them, let alone who might know who how to make 

them or what to make them from. 

There are several different kinds of warmachines. Each has vitredure armor around its inner 

workings, but all are still able to be felled, and vitredure is a very valuable material, as are many of 

the other parts from these things. 
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Warmachines are not alive. They have no Soul, but it wouldn’t be something you could tell. They 

will stalk, hunt, and kill people, and there are rumors of the Goblins even using them. 

The advice of the wisest is that when you see a warmachine, you run. You run for all you are 

worth, and you do not stop until it goes back into sleep. 

Mahifamin 

Mahifamin are tiny sized, hybrid animal (such as cat/fox) creatures 

that are magical and denizens of the Feywilde who are summoned to 

Wyrlde. They are also known to escape and venture into the world at 

large, where they float about and observe things.  It is believed they 

are spies for the Feywilde, who likely have designs on Wyrlde for 

themselves. There are many different varieties of them, and according 

to legend they were once actively sought out for arena fighting 

purposes, since they do reproduce. That was before the God’s War, 

however, and the manner of capturing them has been lost, except 

perhaps to Mahishojin. 

 

 

WYRLDE DANGERS 

There is more in Wyrlde that is deadly than just the beasts of the field and stream and sky. 

Dangerous Plants 

 

Diseases 

 

Other Risks 

Poisons 

 

Ruins & Tombs 
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Remainders 

When a powerful adventurer or other person dies, they often have left behind Remainders – not 

quite ruins, not quite intentional tombs.  Towers, Castles, and more are scattered across the world, 

and they await new people to claim, reclaim, or discover them. 

This is important, for those that are not often become outposts for Goblins or Kobolds, and present 

real and present dangers to the Bright Lands should they gain true footholds. 

THE ANCIENT LANDS 

Once in a while, someone will desire to risk themselves to try and recover some of the iron and 

steel that were lost in The Ancient Lands. Less than 1% of those who have tried that effort ever 

return, but those that have come back have spun wild stories about how the world there is 

reclaiming the land, but that what has come is twisted and vile and deadly to everything. 

The most reliable source is the Sorcerer Amenhast, who described the Ancient lands as being 

beautiful and deadly, filled with vast ruins overrun by deadly plants, of waterways and rain that 

are poison, or vast clouds of spores that will choke and swarms of insects that will bleed you dry. 

He claimed that there are areas there where magic is dead, that no bird nor beast flies or crawls 

there, that it is a realm beyond anything imaginable – and that it is trying desperately to grow and 

expand. 

The truth remains unknown, save for two things. The first is that Amenhast died the night after 

giving this report, and his body erupted with growths and was twisted monstrously before he was 

burned. The second is that he brought back with him samples. 

Water that was like acid, plants that moved on their own, even severed and without soil, and dead 

insects the size of a hand, six legged and with mandibles that are razor sharp and stingers that 

leave behind eggs. 

Branches of crystal, and soil that nothing natural could grow in and that had to be destroyed. 

The sacrifice of Amenhast and the team of fifty others who were not able to return is a key point to 

remember, for the temptation remains; steel, iron, and artifacts from the God’s War still lie within 

that realm, untouched and lost for generations unknown. 

THERE ARE MORE 

This list is by no means exhaustive – one man can only encounter so much in his travels, or gather 

only some information through third parties. 

But is should give you an idea of what is out there, and what you can look forward to. 

I hope.  
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THE FIVE, THE SEVEN, AND THE NINE 

 

This world has a host of Gods, but they are not strictly a pantheon in the traditional sense. The 

God’s of this world are not, in fact, ineffable. They are petty, cruel, kind, benevolent, capricious, 

and as varied in their temperaments as any person is from another. They can have understandable 

motivations and they do not always react like we tend to think God’s will react.  

The Gods of the World are divided into three rough groups: 

The Five, also called The Dread Gods. 

The Seven, also called the Shadow Gods. 

The Nine, also called the Bright Gods.  

There are often partnerships among the gods in various actions and activities – typically, these 

come in groups of three. For example, each of the races other humans have three gods they turn to 

as their source. These groups may cross lines – this is especially true with the shadow gods. 

Deity City 1st Domain 2nd Domain 3rd Domain Spheres  Gender 

The Nine       
Cybele Dorado Trickery Tempest Knowledge Luck F 

Gaea Wyldes Nature Life Light Nature F 

Parabellum Prussia War Arcana Forge Battle M 

Paragon Lemuria Light Forge War Righteousness M 

Paramour Durango Life Trickery Nature Love F 

Shavan Shangrila Arcana Knowledge Life Magic F 

Tempest Islandia Tempest War Trickery Storms F 

Tremore Aztlan Knowledge Light Tempest Secrets F 

Vulcana Thule Forge Nature Arcana Making F 

The Five      
 

Belial Hellania War Trickery Dread na M 

Dusit Hellania Death Arcana Dread na M 

Pallor Hellania & Gilead Grave Knowledge Dread na M 

Timur Gilead Arcana Grave Dread na M 

Trundle Gilead Trickery Forge Dread na M 

The Seven      
 

Alfey Thule Nature Life Light Fey M 

Antelle Dorado Life Knoweldge Dread Expression TF 

Gallae Prussia Life Forge Light Hearth & Home F 

Kirin Shangrila Tempest Nature Light Song & Dance TM 

Lamia Aztlan Nature Tempest Dread Youth F 

Mystirend Durango Arcana Knowledge Trickery Mystery NB 

Paria Lemuria Life Death Knowledge Freedom M 
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It would, however, be a mistake to think in terms of Good, Neutral, and Evil when looking to the 

way they are grouped – the Bright Gods are not all nor always what we would think of as good, the 

Shadow gods are not always or all what we would think of as neutral, and the Dread gods are not 

always or all what we would think of as evil. 

Instead, think of them more as alliances that have simply been stable for a thousand years. These 

beings did, after all, nearly destroy the world and all the people in it a thousand years ago – 

Prussia was founded by a scant few thousand people after wandering for years, and they were the 

last of them. 

That said, do not also think that the Dread Gods are not pretty bad guys. Belial is selfish, cruel, 

authoritarian, and narcissistic, and while he did at one time encourage democracy, it was entirely 

to meet his own ends. As the principal deity of the Goblins, his motivations and goals at this point 

can be fairly well guessed at and classified as Evil. That may not hold true for Dusit, though, who 

is said to be pretty damnably serious about making sure no one goes hungry and that poverty isn’t 

a thing. He just only cares about Humans. 

The Bright Gods (The Nine) 

Cybele 

Trickster 

Gaea 

Nature 

Parabellum 

War 

Paragon 

Knoweldge 

Paramour 

Life 

Shavan 

Protection 
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Tempest 

Tempest 

Tremore 

Arcana 

Vulcan 

Forge 

The Dread Gods (The Five) 

The Five were once the masters of the world, the leaders of all the Gods. They tend to enjoy blood 

sacrifice and are the creators of the Goblins and the Kobolds and many of the monstrosities in the 

world. 

The Dread Gods are chained, however, literally. Bound by fetters and confined to a small and dark 

place in the outer planes, their Shells just as bound here in the world, though the power around 

them keeps them from acting with the same level of ease as the others, they have grown strong in 

the centuries of their exile. 

The Dread Gods are known to have Avatars, just as the other Gods do, but theirs are of a different 

nature in some way. 

Belial 

War, Tempest 

Dusit 

Darkness, Light 

Pallor 

Death, Grave, Life 

Timur 

 Trickery, Forge 

Trundle 

Forge, Knowledge, Trickster 
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The Shadow Gods (The Seven) 

 

Alfey 

Trickery 

Antelle 

Tempest 

Gallae 

Life 

Kirin 

Light 

Lamia 

Protection 

Mystirend 

Arcana 

Paria 

Knowledge 
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CHARACTER CREATION 
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ETHNICITIES 
The Realms of Wyrlde are not that many, and while they are young, they have all had time enough 

and guidance enough to establish unique cultures that influence much about the people and the 

relationships on the planet. 

These are the homelands of people, their ethnicity, and race is not a consideration for it. 

There are two ways that Ethnicity is referred to. The first is that of someone who comes from a 

village, town, or city of a particular ethnicity.  The second is someone who comes from a regional 

area in which that ethnicity has an impact. 

Each city has influence over a large region, roughly marked out by the spread of its villages. Most 

regions are about 200 miles in diameter, and where two regions are very close, there may be an 

overlap, where cultural aspects of both are observed, or a Syncretic Ethnicity develops. 

THE ETHNIC WORLD 

The following listings describe each city and its inhabitants, as well as the particular boons that 

are available to those from it. Each one starts with a table of core information about the city, then 

follows it up with key information useful to someone from that region. 

Wyrlde is built around these ethnicities, these ethnic types.  They are pushed into the world by the 

Gods themselves, much as they pushed the elves, dwarves, and others into the world. They each 

come with unique qualities and systems, and they do not have direct parallels to anything on our 

world. 

The Campaign makes use of these differences and qualities to provide some rousing adventures 

and side quests, while also giving you, the player, opportunities for role playing and getting into 

character, so that the experience you have is more enjoyable. 

MORAL CODES 

Each region has a listing of a few elements that feed into that City’s Moral Code, ideals with which 

they are raised. A moral Code has two parts – affirming and punitive. Affirming things are the goals 

that people there strive for in their daily lives, the virtues of that region. Punitive Codes are the 

Sins that people in that region avoid or punish. This moral code is nonbinding, but should have an 

influence on the character as you play them. 

There are Moral Codes built into the character classes as well, and then there are also moral codes 

we gain from our family (race) and then, at last, the moral codes we build for ourselves. It is the 

navigating of those many different codes on a personal basis that can often create some pretty 

incredible moments. 
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AZTLAN 

Core Info Table 

 

Background 

 

Cultural stuff 

 

Names 

 

Alignment 

 

Principal Deities 

 

Languages 

 

Complexion, Hair & Eyes 

 

Moral Code 

 

Lifestyle 

 

Class Restrictions 
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DORADO 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code 

Lifestyle Costs 

Class Restrictions 
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DURANGO 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code  

Lifestyle Costs 

Class Restrictions 
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ISLANDIA 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code  

Lifestyle Costs 

Class Restrictions 
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LEMURIA 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code  

Lifestyle Costs 

Class Restrictions 
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PRUSSIA 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code 

Lifestyle Costs 

Class Restrictions 
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SHANGRILA 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code 

Lifestyle Costs 

Class Restrictions 
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THULE 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code 

Lifestyle Costs 

Class Restrictions 
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WYLDER 

Character Study 

Background 

Cultural stuff 

Names 

Alignment 

Principal Deities 

Languages 

Complexion, Height, Weight, Hair & Eyes 

Moral Code 

Lifestyle Costs 

Class Restrictions 
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RACES 
Wyrlde’s races are described here, following the standard format for 5e. 

It will be noted that some standard races are not possible here. There is no traditional Halfling, no 

Dragonborn, no Tiefling, and no Gnomes, either. This is not a Tolkienesque world, so the norms 

that applied in that epic basis aren’t available here. Bilbo has never lived under Bag End, and 

there is no Frodo to bear the Ring to Mount Doom. 

Dragons, here, are not the dragons like Smaug – they are intelligent, but the kinds of events that 

would lead to the Dragonborn never came about here. Gnomes are often carefully designed to be 

unique in relation to Halflings and Dwarves, whereas here they can be a Dwarf, because the kinds 

of distinctions do not apply. 

That said, there are some rough parallels – Gnomes are what half-Dwarves are often called, and 

Halflings here can come from a specific sub-race of Wyrlde’s halflings. 

A key component to bear in mind is that the non-human races generally are about 18% of the 

entire population as a whole group. They are rare, in the minority, and often have little say in the 

cities and towns and villages they live in. 

All Non-human races were originally created for a purpose – they exist to fill a very specific role, 

and that role was shaped by the God’s War. There is a reason that Dwarves gain an advantage 

against Kobolds and Elves gain one against Goblins.  

You will note that some of the aspects of appearance for races are found under Ethnicities. This is 

because of the way the God’s have marked their people – there is a reason that there are only nine 

cultural backgrounds and nine cities.   
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DWARF 

Purpose 

Dwarves comprise about 5% of the total population, though a thousand years ago there were 

many, many more of them. Dwarves were created by Vulcana, Paragon, and Alfey to essentially 

provide logistical support during the war. They are physically built to be tougher, capable of 

enduring more, and they are meant to be able to stand up to the worst that can be thrown at them 

in any environment or condition.  

Dwarves are stout, hardy, tenacious, tough, enduring, and easily a match for any of the larger folk 

in the world around them. They have a strong dislike of Kobolds, and many a dwarven family will 

tell tales of an ancestor who fought and endured while completing a task against constant 

onslaught and attack by hordes of Kobolds. 

Family 

The world for Dwarves is very tightly knitted around family.  Dwarves prize children above many 

things, and every dwarf holds a desire to have children of their own. But the world is harsh out 

there for Dwarves. Their history tends to make people think of them as the cleaners and the 

makers, and uses the need for money as if it is some kind of character defining trait among all 

dwarves, portraying them as greedy and miserly. One thing all can agree on, though, is that no one 

has a work ethic like Dwarves – it is a point of pride for them that when they take on a task, they 

will complete it, no matter what. 

There were only members from 25 Dwarven families who survived the Gods War, and so those 25 

family names are protected and guarded as if they were clans, though intermarriage became quite 

common following. 

Dwarves tend to stick to themselves, but there are some who strive to make the lot of dwarves 

better, including some who have married humans.  For some reason, Elves and Dwarves can fall in 

love, but nothing ever comes from such, and the dwarven drive for family tends to discourage it as 

a result. 

Half dwarves who embrace their Clan heritage are welcomed, those who do not, are shunned, and 

this is fairly total. 

Racial Traits 

Ability Score increase 

Your constitution increases by 2 
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Lifespan 

Dwarves mature about half the speed of humans, considered to be youthful until around 30 years 

old (roughly equal to a human 15 year old). Dwarves live to be about 250 years old. 

Size 

Dwarves stand between three and a half and five feet tall, and average slightly more than humans 

in weight, with most between 140 and 170 pounds. Your size is Medium. 

Speed 

Your base walking speed is 25 feet. Your speed is not reduced by wearing heavy armor. 

Inherents 

DARKVISION: your people were created to be able to work mines, build facilities at night, and 

thread their way through unlit warrens of goblins. You can see in dim light within 60 feet of you as 

if it were bright light, and in darkens as if it were dim light. In the dark, though, you cannot 

discern color, only shades of grey. 

DWARVEN RESILIENCE: You have advantage on saving throws against poison, and you have a 

resistance against poison damage. You also have advantage on saving throws against paralysis. 

Dwarves don’t go down. 

DWARVEN COMBAT TRAINING: You have proficiency with the battleaxe, handaxe, light hammer, and 

war hammer. 

TOOL PROFICIENCY: You gain proficiency with the artisan’s tools of your choice: 

Smiths, Brewers, Masons 

CRAFTCUNNING: Whenever you make an Intelligence (history) check related to the origin of 

something built, you are considered proficient in the history skill and add double your proficiency 

bonus to the check, instead of your normal proficiency bonus. Dwarves built much of the old 

world, and many of the core foundations of the present one. The knowledge of this is passed down 

among the dwarven families. 

Sub-races: 

Wylde 

Wylde Dwarves are not city-bred. They tend to be thinner, and more attuned to the natural world 

around them. Wylde dwarves gain an increase of 1 to their dexterity, an increase of 1 to their 

wisdom, but lose a point of constitution. 
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Noble 

Noble Dwarves are direct, full blooded descendants of the original 25 families. They think of 

themselves as the rightful rulers of all dwarves, and can be haughty as a result. They gain an 

additional 1 point to their charisma and Constitution, to a maximum of 20. 
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ELF 

Purpose 

Elves were created by the gods Gaea, Gallae, and Paramour. They are remarkable for the symmetry 

of their long, lean forms, the ethereal beauty they possess, and the fact that they were shock 

troops for the Gods. 

Elves have little love for Goblins, and consider it justified to kill them on sight, with or without 

provocation. The education of an elf gives them a broad familiarity with Goblins and their goals, 

and as the longest lived race, they tend to remember things a very long time. 

Elves love everything beautiful, and are known to find beauty in nearly everything – even broken 

things. This tends to get them dismissed as “nature lovers” and as flighty when they stop to admire 

a flower’s complexity and simplicity, or as being “dull and uninteresting” when they can go on for 

an hour about the history of a particular bee colony. 

Elves are about 7% of the total population, more numerous than Dwarves, but they have a hard 

time with Humans, who seem much more rushed than they need to be about, well, everything. 

Elves tend to keep to themselves as a whole, safe in their communes behind walls and barriers, 

and when they go violent they do so ruthlessly and without hesitation. Elves fear the bloodlust that 

they can be subject to, and elves are thought of as much more likely to be psychopaths by the 

broader world. 

Family 

Elves are not super big on family ties, but they are big on Commune ties. Around their 25th year, 

roughly equal to a human at age 5, Elves are given over to a commune that their parent (regardless 

of gender) decides is best for them based on twenty five years of watching them develop. Most cities 

have five to nine Communes, and even a village will have one as long as there are at least a dozen 

Elves. 

Elves tend to not reproduce quickly, and are not monogamous. A child being born is always a 

blessing, and those who have children are cared for in their commune until the child is old enough 

to be placed, at which time the commune takes over raising the Elf in a very open environment 

that is nonetheless structured, something like the schools we are used to. 

Elven education is very deep, and very broad, and they take the time to learn and grow. Elves tend 

to be less concerned about things like gender, or leadership, or power, preferring to forge an 

individual path with the help of those around them. 

Friendships with elves are enduring, and grief for an elf can have a long term effect. The love of an 

Elf is eternal – they will always think kindly and fondly of those they love or give their hearts to, 

even in friendship, and remain loyal unless it threatens their commune. 
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Racial Traits 

Your elf character has a variety of natural abilities, the result of thousands of years of elven 

refinement. 

Ability Score increase 

Your Dexterity score increases by 2. 

Lifespan 

Elves reach physical maturity at about the same rate as humans, and an elf typically claims 

adulthood and an adult name around the age of 75 and can live to be 500 years old. 

Size 

Elves range from 6 to 7 feet tall (72 to 84 inches) and have slender builds, typically weighing about 

150 to 225 pounds. Your size is Medium. 

Speed 

. Your base walking speed is 30 feet 

Inherents 

Darkvision. Accustomed to twilit forests and the night sky, you have superior vision in dark and 

dim conditions. You can see in dim light within 60 feet of you as if it were bright light, and in 

darkness as if it were dim light. You can’t discern color in darkness, only shades of gray. 

Keen Senses. You have proficiency in the Perception skill. 

Fey Ancestry. You have advantage on saving throws against being charmed, and magic can’t put 

you to sleep. 

Trance. Elves don’t need to sleep. Instead, they meditate deeply, remaining semiconscious, for 4 

hours a day. (The Common word for such meditation is “trance.”) While meditating, you can dream 

after a fashion; such dreams are actually mental exercises that have become reflexive through 

years of practice. After resting in this way, you gain the same benefit that a human does from 8 

hours of sleep. 
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Sub-races: 

High Elf 

As a high elf, you have a keen mind and a mastery of at least the basics of magic. Elves of this sort 

are haughty and reclusive, believing themselves to be superior to non-elves and even other elves.  

Ability Score Increase. Your Intelligence score increases by 1. 

Commune Weapon Training. You have proficiency with the longsword, shortsword, shortbow, 

and longbow. 

Cantrip. You know one cantrip of your choice from the wizard spell list. Intelligence is your 

spellcasting ability for it. 

Extra Language. You can speak, read, and write one extra language of your choice. 

Wylde Elf 

As a Wylde elf, you have keen senses and intuition, and your fleet feet carry you quickly and 

stealthily through your native lands. Wylde elves are reclusive and distrusting of non-elves. 

Ability Score Increase. Your Wisdom score increases by 1. 

Elf Weapon Training. You have proficiency with the longsword, shortsword, shortbow, and 

longbow. 

Fleet of Foot. Your base walking speed increases to 35 feet. 

Mask of the Wild. You can attempt to hide even when you are only lightly obscured by foliage, 

heavy rain, falling snow, mist, and other natural phenomena. 
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HALFLING 

Purpose 

Halflings are a peculiar group of peoples created by Alfey, Paria, and Antelle. They are humanoid, 

with marked animalistic features such as ears, tails, claws, and even skin that is derived from 

what they came from originally. 

Halflings are best thought of as Demi-humans, and are sometimes called that. All Halflings 

originally come from Hyboreal, the mysterious and barely known Savage Lands, but how they got 

to the Bright Lands is questionable. Halflings make up about 1% of the total population in the 

Bright Lands. 

Unlike most of the other races, they were not created to be part of the God’s war, but to prepare for 

after it. They were intended to be the replacements for humans, should they have all died out – 

when that didn’t happen, they were set aside and left alone, seemingly discarded, and allowed to 

develop on their own. 

Feminine Halflings tend to be exoticized in human culture, but all 

halflings in the Bright Lands are pretty much at risk of death or 

worse should their nature be discovered. They are often enslaved, 

and many of those halflings in the Bright lands are run away slaves 

or their descendants, especially from Lemuria, where raids often go 

out to capture and enslave them. 

The diminutive halflings survive in a world full of larger creatures 

by avoiding notice or, barring that, avoiding offense. Standing about 

3 feet tall, they appear relatively harmless and so have managed to 

survive for centuries on the edges of wars and political strife.  

They like to wear simple, comfortable, and practical clothes, favoring bright colors. 

Halfling practicality extends beyond their clothing. They’re concerned with basic needs and simple 

pleasures and have little use for ostentation. Even the wealthiest of halflings keep their treasures 

locked in a cellar rather than on display for all to see, but generally prefer to carry their wealth on 

them – just well hidden. They have a knack for finding the most straightforward solution to a 

problem, and have little patience for dithering. 

Halflings are adept at fitting into a community of humans, dwarves, 

or elves, making themselves valuable and welcome. The 

combination of their inherent stealth and their unassuming nature 

helps halflings to avoid unwanted attention. 

Halflings work readily with others, and they are loyal to their 

friends, whether halfling or otherwise. They can display remarkable 

ferocity when their friends, families, or communities are threatened. 
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Halflings usually set out on the adventurer’s path to defend their communities, support their 

friends, or explore a wide and wonder-filled world. For them, adventuring is less a career than an 

opportunity or sometimes a necessity. 

Racial Traits 

Ability Score increase 

Your Dexterity score increases by 2. 

Lifespan 

Halflings of all sorts tend to mature a bit faster than humans, taking an adult name and role in 

their family or tribe at around 10. They live between 60 and 70 years. 

Size 

Halflings tend to be between 3 and 3.5 feet tall, the smallest of the races. They typically weigh 

between 60 and 90 pounds. Your size is Small. 

Speed 

Halflings tend to be quicker than expected. Your base walking speed is 30 feet. 

Inherents 

Lucky: When you roll a 1 on the d20 for an attack roll, 

ability check, or saving throw, you can reroll the die and 

must use the new roll. 

Brave: You have advantage on saving throws against 

being frightened. 

Halfling Nimbleness: You can move through the space 

of any creature that is of a size larger than yours. 

Feral Savagery: You channel primal magic to enhance 

your bestial nature, causing your teeth and nails to 

sharpen, gaining a more animalistic look. You can make 

a melee attack on a creature within 10 feet of you; if you 

hit, you do 1d10 damage, and gain your action back. If 

you miss, you must make a Wisdom (animal handling) 

saving throw or your animal side dominates the next turn, and will attack the nearest creature to 

you on it. You can only do this three times before a long rest recharges the ability. 
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Sub-races: 

Simian 

Ability Score Increase. Your Charisma score increases by 1, your Dexterity increases by one 

Naturally Stealthy. You can attempt to hide even when you are obscured only by a creature that 

is at least one size larger than you. 

Feline 

Ability Score Increase. Your Intelligence score increases by 1. 

Naturally Stealthy. You can attempt to hide even when you are obscured only by a creature that 

is at least one size larger than you. 

Animal Ears: You gain advantage when someone tries to sneak up on you thanks to incredibly 

keen hearing. 

Canine 

Ability Score Increase. Your Wisdom score increases by 1. 

Naturally Stealthy. You can attempt to hide even when you are 

obscured only by a creature that is at least one size larger than you. 

Animal Sense: Wolf or Fox, you gain advantage when someone tries 

to sneak up on you thanks to incredible sense of smell. 

Ursine 

Ability Score Increase. Your Strength score increases by 1. 

Naturally Stealthy. You can attempt to hide even when you are obscured only by a creature that 

is at least one size larger than you. 
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Animal Ears: You gain advantage when someone tries to sneak up on you thanks to incredible 

hearing. 

Serpentine 

Ability Score Increase. Your Constitution score increases by 1. 

Naturally Stealthy. You can attempt to hide even when you are 

obscured only by a creature that is at least one size larger than you. 

Animal Sense: You gain advantage when someone tries to sneak up 

on you thanks to incredible sense of touch. 

Ersine 

Ability Score Increase. Your Dexterity score increases by 1.  

Naturally Stealthy. You can attempt to hide even when you are 

obscured only by a creature that is at least one size larger than you. 

Animal Ears: You gain advantage when someone tries to sneak up 

on you thanks to incredible sense of hearing. 
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HALF – DWARF (GNOME) 

Purpose 

Half-Dwarves are also called Gnomes. They are the product of a dwarf and human getting it on, 

which produces a slimmer, more intellectually sharper but less physically durable person. 

As with other halfbreeds, Gnomes are looked down on in human societies, and given slim options 

in Dwarven families, though neither will ever admit to it. Dwarven Children are rare enough, but 

Gnomes tend to be infertile and lack the drive to have children that dwarves have. They are around 

2% of the total population. 

Gnomes tend to enjoy much from their Dwarven heritage, especially in the making of things. Their 

overall physicality tends to be appreciated a bit more, and they are often called ruggedly handsome 

or strongly beautiful. Gnomes are more nimble than full blood Dwarves or Humans. 

Racial Traits 

Ability Score increase 

Your Intelligence score increases by 1 and your Constitution increases by 1. 

Lifespan 

Gnomes mature at the same rate as humans, reaching adulthood around 15, and living for 100 

years. 

Size 

Half-Dwarves stand between four and five feet tall, and average slightly more than humans in 

weight, with most between 115 and 165 pounds. Your size is Medium. 

Speed 

Your base walking speed is 25 feet. 

Inherents 

Darkvision. Accustomed to life underground, you have superior vision in dark and dim conditions. 

You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were 

dim light. You can’t discern color in darkness, only shades of gray. 

Gnome Cunning. You have advantage on all Intelligence, Wisdom, and Charisma saving throws 

against magic. 
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Artificer’s Lore. Whenever you make an Intelligence (History) check related to magic items, 

alchemical objects, or technological devices, you can add twice your proficiency bonus, instead of 

any proficiency bonus you normally apply. 

Tinker. You have proficiency with artisan’s tools (tinker’s tools). Using those tools, you can spend 1 

hour and 10 gp worth of materials to construct a Tiny clockwork device (AC 5, 1 hp). The device 

ceases to function after 24 hours (unless you spend 1 hour repairing it to keep the device 

functioning), or when you use your action to dismantle it; at that time, you can reclaim the 

materials used to create it. You can have up to three such devices active at a time. 

When you create a device, choose one of the following options: 

CLOCKWORK TOY. This toy is a clockwork animal, monster, or person, such as a frog, mouse, 

bird, dragon, or soldier. When placed on the ground, the toy moves 5 feet across the ground 

on each of your turns in a random direction. It makes noises as appropriate to the creature 

it represents. 

FIRE STARTER. The device produces a miniature flame, which you can use to light a candle, 

torch, or campfire. Using the device requires your action. 

MUSIC BOX. When opened, this music box plays a single song at a moderate volume. The 

box stops playing when it reaches the song’s end or when it is closed. 
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HALF – ELF 

Purpose 

Half-Elves are the product of humans and elves getting it on. As Elves and Dwarves are descended 

from humans, but via different means, they cannot blend among themselves. Thus far, only goblins 

seem to have that ability, with horrifying results. 

Walking in two worlds but truly belonging to neither, half-elves combine what some say are the 

best qualities of their elf and human parents: human curiosity, inventiveness, and ambition 

tempered by the refined senses, love of nature, and artistic tastes of the elves. Some half-elves live 

among humans, set apart by their emotional and physical differences, watching friends and loved 

ones age while time barely touches them. Others live with the elves, growing restless as they reach 

adulthood in the timeless elven realms, while their peers continue to live as children. Many half-

elves, unable to fit into either society, choose lives of solitary wandering or join with other misfits 

and outcasts in the adventuring life. Half elves are about 2% of the total population. 

Of Two Worlds 

To humans, half-elves look like elves, and to elves, they look human. In height, they’re on par with 

both parents, though they’re neither as slender as elves nor as broad as humans. They range from 

under 5 feet to about 6 feet tall, and from 100 to 180 pounds, with women only slightly taller and 

heavier than men. Half-elf men do have facial hair, and sometimes grow beards to mask their elven 

ancestry. Half-elven coloration and features lie somewhere between their human and elf parents, 

and thus show a variety even more pronounced than that found among either race. They tend to 

have the eyes of their elven parents. 

Racial Traits 

 

Ability Score increase 

Your Charisma score increases by 2, and two other ability scores of your choice increase by 1. 

Lifespan 

Half-elves mature at the same rate humans do and reach adulthood around the age of 20. They live 

much longer than humans, however, often exceeding 180 years. 

Size 

Half-elves are about the same size as humans, ranging from 5 to 6 feet tall. Your size is Medium. 
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Speed 

Your base walking speed is 30 feet. 

Inherents 

Darkvision. Thanks to your elf blood, you have superior vision in dark and dim conditions. You 

can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim 

light. You can’t discern color in darkness, only shades of gray. 

Fey Ancestry. You have advantage on saving throws against being charmed, and magic can’t put 

you to sleep. 

Skill Versatility. You gain proficiency in two skills of your choice. 
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HALF – ORC 

Purpose 

Born from horror and violence across generations, a half-orc is the product of an Orc raping a 

woman. She could be Elven, Human, Dwarven, or even a half-breed. Half-orcs are the third 

generation products of rape, as Orcs are the half-breed product of rape as well. 

This makes Half-orcs the least popular people on the planet in human societies. They tend to not 

meet the expectations for what a person should look like, no matter how one tries to slice it, and 

there is no such thing as a pretty or handsome half-orc. 

Half-orcs have goblin blood, and that tinges all their coloration a slightly green color, from hair to 

skin to eyes. They are asexual, physically – they do not have the capacity to reproduce, and many 

feel that that is a just punishment from the gods. 

Half-orcs have a fifty-fifty chance of having killed their mother in childbirth, and are rarely raised 

by welcoming homes. Most spend their time on the streets or in the Wylde and are denied 

opportunities that others may have routinely. Half-Orcs are 1% of the population at most. 

Half-orcs are prized as slaves by both Goblins and by the Slavers of Lemuria. 

 

Racial Traits 

 

Ability Score increase 

Your Strength score increases by 2, and your Constitution score increases by 1. 

 

GRUDGING ACCEPTANCE 

 

Each half-orc finds a way to gain acceptance from those who hate orcs. Some are reserved, trying not to draw attention 

to themselves. A few demonstrate piety and good-heartedness as publicly as they can (whether or not such 

demonstrations are genuine). And some simply try to be so tough that others just avoid them. 
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Lifespan 

Half-orcs mature a little faster than humans, reaching adulthood around age 14. They age 

noticeably faster and rarely live longer than 75 years 

Size 

Half-orcs stand between 5 and 7 feet tall and usually weigh between 180 and 250 pounds. Half-orcs are 

somewhat larger and bulkier than humans. Your size is Medium. 

Speed 

Your base walking speed is 30 feet. 

Inherents 

Darkvision. Thanks to your orc blood, you have superior vision in dark and dim conditions. You 

can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim 

light. You can’t discern color in darkness, only shades of gray. 

Menacing. You gain proficiency in the Intimidation skill. 

RELENTLESS ENDURANCE. When you are reduced to 0 hit points but not killed outright, you can drop 

to 1 hit point instead. You can’t use this feature again until you finish a long rest. 

SAVAGE ATTACKS. When you score a critical hit with a melee weapon attack, you can roll one of the 

weapon’s damage dice one additional time and add it to the extra damage of the critical hit. 

 

 

 

  

https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Intimidation
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HUMAN 

Purpose 

Perhaps it is because of their shorter lives that they strive to achieve as much as they can in the 

years they are given. Or maybe they feel they have something to prove to the other, younger races, 

and that’s why they build their mighty empires on the foundation of conquest and trade. Whatever 

drives them, humans are the innovators, the achievers, and the pioneers of the worlds. 

A Broad Spectrum 

With their penchant for migration and conquest, humans are more physically diverse than other 

common races. There is no typical human. An individual can stand from 5 feet to a little over 6 feet 

tall and weigh from 125 to 250 pounds. Human skin shades range from nearly black to very pale, 

and hair colors from black to blond (curly, kinky, or straight); males might sport facial hair that is 

sparse or thick. A lot of humans have a dash of nonhuman blood, revealing hints of elf, orc, or 

other lineages. Humans reach adulthood in their late teens and rarely live even a single century. 

Variety in All Things 

Humans are the most adaptable and ambitious people among the common races. They have widely 

varying tastes, morals, and customs in the many different lands where they have settled. When 

they settle, though, they stay: they build cities to last for the ages, and great kingdoms that can 

persist for long centuries. An individual human might have a relatively short life span, but a 

human nation or culture preserves traditions with origins far beyond the reach of any single 

human’s memory. They live fully in the present — making them well suited to the adventuring life 

— but also plan for the future, striving to leave a lasting legacy. Individually and as a group, 

humans are adaptable opportunists, and they stay alert to changing political and social dynamics. 

Lasting Institutions 

Where a single elf or dwarf might take on the responsibility of guarding a special location or a 

powerful secret, humans found sacred orders and institutions for such purposes. While dwarf 

clans and halfling elders pass on the ancient traditions to each new generation, human temples, 

governments, libraries, and codes of law fix their traditions in the bedrock of history. Humans 

dream of immortality, but (except for those few who seek undeath or divine ascension to escape 

death’s clutches) they achieve it by ensuring that they will be remembered when they are gone. 

Although some humans can be xenophobic, in general their societies are inclusive. Human lands 

welcome large numbers of nonhumans compared to the proportion of humans who live in 

nonhuman lands. 
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Exemplars of Ambition 

Humans who seek adventure are the most daring and ambitious members of a daring and 

ambitious race. They seek to earn glory in the eyes of their fellows by amassing power, wealth, and 

fame. More than other people, humans champion causes rather than territories or groups. 

Racial Traits 

 

Ability Score increase 

Ability Score Increase. Two different ability scores of your choice increase by 1. 

Lifespan 

Humans reach maturity around 15, and live to around a hundred years. 

Size 

Humans vary widely in height and build, from barely 5 feet to well over 6 feet tall. Regardless of 

your position in that range, your size is Medium. 

Speed 

Your base walking speed is 30 feet. 

Inherents 

Skills. You gain proficiency in one skill of your choice. 

Feat. You gain one feat of your choice. 
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CLASSES 
Classes are a fundamental part of the game, and where the most fun can sometimes be had. It 

should be noted that when it comes to class, multi-classed characters are not uncommon among 

those few who go wandering out in the world. These optional rules are fully allowable (from PHB, 

Chapter 6). 

Ethnicity has an impact on classes available to your character, and some of the sub-classes are 

limited by regional/ethnic zones as well. 

The following class listings address stuff that is different, with a focus on sub-classes that are 

available and the one new class that is introduced from official sources (Artificer). 

The source books used here are The Players Handbook (PHB) and Xanathar’s Guide to Everything 

(XGE). Material in them is referenced, with any distinct differences noted. 

Wyrlde likes multiclass characters. 

 

 

  



 

  72 

 

ARTIFICER 

Description 

Wyrlde does incorporate the Artificer class, which is non-standard as of this writing. As it moves 

closer to adoption, these stats will change accordingly. 

Masters of unlocking magic in everyday objects, artificers are supreme 

inventors. They see magic as a complex system waiting to be decoded 

and controlled. Artificers use tools to channel arcane power, crafting 

temporary and permanent magical objects. To cast a spell, an artificer 

could use alchemist’s supplies to create a potent elixir, calligrapher’s 

supplies to inscribe a sigil of power on an ally’s armor, or tinker’s tools 

to craft a temporary charm. The magic of artificers is tied to their tools 

and their talents. 

Arcane Science 

In the Wyrlde, arcane magic has been harnessed as a form of science 

and deployed throughout society. Artificers reflect this development. 

Their knowledge of magical devices, and their ability to infuse mundane 

items with magical energy, allows the grand magical projects of Thule to continue running. 

During the God’s War, artificers were marshaled on a massive scale. Many lives were saved 

because of the inventions of brave artificers, but also countless lives were lost because of the mass 

destruction that artificers’ creations unleashed. 

Seekers of New Lore 

Nothing excites an artificer quite like uncovering a new metal or 

discovering a source of elemental energy. In artificer circles, new 

inventions and strange discoveries create the most excitement. 

Artificers who wish to make a mark must find something fresh, 

rather than uncover someone else’s work. 

This drive for novelty pushes artificers to become adventurers. 

Wyrlde’s main travel routes and populated regions have long since 

been explored. Thus, artificers take to the edge of civilization in 

hopes of making the next great discovery in arcane research. 

Creating an Artificer 

When creating an artificer character, think about your character’s background and drive for 

adventure. Does the character have a rival? What is the character’s relationship with the artisan or 

artificer who taught the basics of the craft?  
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Starting Age 

Race Starting Age Race Starting Age 
Dwarf 45 Gnome  20 

Elf 100 Half-Elf 25 

Human 20 Half-Orc 20 

 

The Artificer Table 
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—Spell Slots per Spell Level— 
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1st +2 Magical Tinkering, Spellcasting — — 2 2 — — — — 

2nd +2 Infuse Item 3 2 2 2 — — — — 

3rd +2 Artificer Specialist, Tool Expertise 3 2 2 3 — — — — 

4th +2 Ability Score Improvement  4 2 2 3 — — — — 

5th +3 Arcane Armament  4 2 2 4 2 — — — 

6th +3 Artificer Specialist Feature  4 3 2 4 2 — — — 

7th +3 — 5 3 2 4 3 — — — 

8th +3 Ability Score Improvement  5 3 2 4 3 — — — 

9th +4 — 5 3 2 4 3 2 — — 

10th +4 The Right Cantrip for the Job 5 3 3 4 3 2 — — 

11th +4 — 6 4 3 4 3 3 — — 

12th +4 Ability Score Improvement  6 4 3 4 3 3 — — 

13th +5 — 6 4 3 4 3 3 1 — 

14th +5 Artificer Specialist Feature  6 4 4 4 3 3 1 — 

15th +5 — 7 4 4 4 3 3 2 — 

16th +5 Ability Score Improvement  7 5 4 4 3 3 2 — 

17th +6 — 7 5 4 4 3 3 3 1 

18th +6 Spell-Storing Item 7 5 4 4 3 3 3 1 

19th +6 Ability Score Improvement 8 5 4 4 3 3 3 2 

20th +6 Soul of Artifice  8 5 4 4 3 3 3 2 

 

 

Hit Points 

Hit Dice: 1d8 per artificer level 

Hit Points at 1st Level: 8 + your Constitution modifier 

https://www.dndbeyond.com/classes/artificer#MagicalTinkering-565938
https://www.dndbeyond.com/classes/artificer#Spellcasting-565984
https://www.dndbeyond.com/classes/artificer#InfuseItem-597298
https://www.dndbeyond.com/classes/artificer#ArtificerSpecialist-568096
https://www.dndbeyond.com/classes/artificer#ToolExpertise-568097
https://www.dndbeyond.com/classes/artificer#AbilityScoreImprovement-568109
https://www.dndbeyond.com/classes/artificer#ArcaneArmament-568114
https://www.dndbeyond.com/classes/artificer#ArtificerSpecialists
https://www.dndbeyond.com/classes/artificer#AbilityScoreImprovement-568109
https://www.dndbeyond.com/classes/artificer#TheRightCantripfortheJob-568127
https://www.dndbeyond.com/classes/artificer#AbilityScoreImprovement-568109
https://www.dndbeyond.com/classes/artificer#ArtificerSpecialists
https://www.dndbeyond.com/classes/artificer#AbilityScoreImprovement-568109
https://www.dndbeyond.com/classes/artificer#Spell-StoringItem-568153
https://www.dndbeyond.com/classes/artificer#AbilityScoreImprovement-568109
https://www.dndbeyond.com/classes/artificer#SoulofArtifice-568157
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Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per artificer level after 1st 

Proficiencies 

Armor: Light armor, medium armor, shields 

Weapons: Simple weapons, hand crossbows, heavy crossbows, firearms, explosives 

Tools: Thieves' tools, tinker's tools, one type of artisan's tools of your choice 

Saving Throws: Constitution, Intelligence 

Skills: Choose two from Arcana, History, Investigation, Medicine, Nature, Perception, Sleight of 

Hand, Firearms, Explosives 

Equipment 

You start with the following equipment, in addition to the equipment granted by your background: 

• any two simple weapons 

• a light crossbow and 20 bolts 

• studded leather armor or (b) scale mail 

• thieves’ tools and a dungeoneer’s pack 

Spellcasting 

Magical Tinkering 

At 1st level, you learn how to invest a spark of magic in objects that would otherwise be mundane. 

To use this ability, you must have thieves’ tools, tinker’s tools, or other artisan’s tools in hand. You 

then touch a Tiny nonmagical object as an action and give it one of the following magical properties 

of your choice: 

• The object sheds bright light in a 5-foot radius and dim light for an additional 5 feet. 

• Whenever tapped by a creature, the object emits a recorded message that can be heard up 

to 10 feet away. You utter the message when you bestow this property on the object, and 

the recording can be no more than 6 seconds long. 

• The object continuously emits your choice of an odor or a nonverbal sound (wind, waves, 

chirping, or the like). The chosen phenomenon is perceivable up to 10 feet away. 

• A static visual effect appears on one of the object’s surfaces. This effect can be a picture, up 

to 25 words of text, lines and shapes, or a mixture of these elements, as you like. 

The chosen property lasts indefinitely. As an action, you can touch the object and end the property 

early. 



 

  75 

 

You can give the magic of this feature to multiple objects, touching one object each time you use 

the feature, and a single object can bear only one of the properties at a time. The maximum 

number of objects you can affect with the feature at one time is equal to your Intelligence modifier 

(minimum of one object). If you try to exceed your maximum, the oldest property immediately ends, 

and then the new property applies. 

Spellcasting 

You have studied the workings of magic, how to channel it through objects, and how to awaken it 

within them. As a result, you have gained a limited ability to cast spells. To observers, you don’t 

appear to be casting spells in a conventional way; you look as if you’re producing wonders through 

various items. 

Tools Required 

You produce your artificer spell effects through your tools. You must have a spellcasting focus—

specifically thieves’ tools or some kind of artisan’s tool—in hand when you cast any spell with this 

Spellcasting feature. You must be proficient with the tool to use it in this way. See  the PHB or 

XGE for descriptions of these tools. After you gain the Infuse Item feature at 2nd level, you can also 

use any item bearing one of your infusions as a spellcasting focus. 

Cantrips 

At 1st level, you know two cantrips of your choice from the artificer spell list below. At higher 

levels, you learn additional artificer cantrips of your choice, as shown in the Cantrips Known 

column of the Artificer table. When you gain a level in this class, you can replace one of the 

artificer cantrips you know with another cantrip from the artificer spell list. 

Preparing and Casting Spells 

The Artificer table shows how many spell slots you have to cast your artificer spells. To cast one of 

your artificer spells of 1st level or higher, you must expend a slot of the spell’s level or higher. You 

regain all expended spell slots when you finish a long rest. 

You prepare the list of artificer spells that are available for you to cast, choosing from the artificer 

spell list. When you do so, choose a number of artificer spells equal to your Intelligence modifier + 

half your artificer level, rounded down (minimum of one spell). The spells must be of a level for 

which you have spell slots. 

For example, if you are a 5th-level artificer, you have four 1st-level and two 2nd-level spell slots. 

With an Intelligence of 14, your list of prepared spells can include four spells of 1st or 2nd level, in 

any combination. If you prepare the 1st-level spell cure wounds, you can cast it using a 1st-level or 

a 2nd-level slot. Casting the spell doesn’t remove it from your list of prepared spells. 

You can change your list of prepared spells when you finish a long rest. Preparing a new list of 

artificer spells requires time spent in tinkering with your spellcasting focuses: at least 1 minute per 

spell level for each spell on your list. 

https://www.dndbeyond.com/spells/cure-wounds
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SPELLCASTING ABILITY 

Intelligence is your spellcasting ability for your artificer spells; your understanding of the theory 

behind magic allows you to wield these spells with superior skill. You use your Intelligence 

whenever an artificer spell refers to your spellcasting ability. In addition, you use your Intelligence 

modifier when setting the saving throw DC for an artificer spell you cast and when making an 

attack roll with one. 

Spell save DC = 8 + your proficiency bonus + your Intelligence modifier 

Spell attack modifier = your proficiency bonus + your Intelligence modifier 

RITUAL CASTING 

You can cast an artificer spell as a ritual if that spell has the ritual tag and you have the spell 

prepared. 

THE MAGIC OF ARTIFICE 

As an artificer, you use tools when you cast your spells. When describing your spellcasting, think 

about how you’re using a tool to perform the spell effect. If you cast cure wounds using alchemist’s 

supplies, you could be quickly producing a salve. If you cast it using tinker’s tools, you might have 

a miniature mechanical spider that binds wounds. When you cast poison spray, you could fling 

foul chemicals or use a wand that spits venom. The effect of the spell is the same as for a 

spellcaster of any other class, but your method of spellcasting is special.  

The same principle applies when you prepare your spells. As an artificer, you don’t study a 

spellbook or pray to prepare your spells. Instead, you work with your tools and create the 

specialized items you’ll use to produce your effects. If you replace cure wounds with shocking 

grasp, you might be breaking down the device you used to heal and creating an offensive item in its 

place—perhaps a gauntlet that lets you channel a surge of energy. 

Such details don’t limit you in any way or provide you with any benefit. You don’t have to justify 

how you’re using tools to cast a spell. But describing your spellcasting creatively is a fun way to 

distinguish yourself from other spellcasters. 

Infuse Item 

At 2nd level, you gain the ability to imbue mundane items with certain magical infusions. The 

magic items you create with this feature are effectively prototypes of permanent items. 

INFUSIONS KNOWN 

When you gain this feature, pick three artificer infusions to learn, choosing from the 

“Artificer Infusions” section at the end of the class’s description. You learn additional 

infusions of your choice when you reach certain levels in this class, as shown in the 

Infusions Known column of the Artificer table. 

Whenever you gain a level in this class, you can replace one of the artificer infusions you 

learned with a new one. 
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INFUSING AN ITEM 

Whenever you finish a long rest, you can touch a nonmagical object and imbue it with one 

of your artificer infusions, turning it into a magic item. An infusion works on only certain 

kinds of objects, as specified in the infusion’s description. If the item requires attunement, 

you can attune yourself to it the instant you infuse the item, or you can forgo attunement 

so that someone else can attune to the item. If you decide to attune to the item later, you 

must do so using the normal process for attunement (see “Attunement” in the Dungeon 

Master’s Guide, page 136). 

Your infusion remains in an item indefinitely, but when you die, the infusion vanishes after 

a number of days have passed equal to your Intelligence modifier (minimum of 1 day). The 

infusion also vanishes if you give up your knowledge of the infusion for another one. 

You can infuse more than one nonmagical object at the end of a long rest; the maximum number of 

objects appears in the Infused Items column of the Artificer table. You must touch each of the 

objects, and each of your infusions can be in only one object at a time. If you try to exceed your 

maximum number of infusions, the oldest infusion immediately ends, and then the new infusion 

applies. 

ARTIFICER SPECIALIST 

At 3rd level, you choose the type of specialist you are: Alchemist or Artillerist, each of which is 

detailed at the end of the class’s description. Your choice grants you features at 3rd level and again 

at 6th and 14th level. 

Tool Expertise 

Starting at 3rd level, your proficiency bonus is doubled for any ability check you make that uses 

your proficiency with a tool. 

ARTIFICER INFUSIONS 

Artificers have invented numerous magical infusions that rapidly create magic items. To the 

untrained, artificers seem like wonderworkers, accomplishing in hours what others need weeks to 

complete. 

The description of each infusion tells you the type of item that can receive it. The description also 

tells you if the resulting magic item requires attunement. 

Some infusions specify a minimum artificer level. You can’t learn such an infusion until you are at 

least that level. 

Unless an infusion’s description says otherwise, you can’t learn the infusion more than once. 

BOOTS OF THE WINDING PATH 

Prerequisite: 4th-level artificer 

Item: A pair of boots (requires attunement) 

https://www.dndbeyond.com/sources/dmg/treasure#Attunement
https://www.dndbeyond.com/sources/dmg
https://www.dndbeyond.com/sources/dmg
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While wearing these boots, a creature can teleport up to 15 feet as a bonus action to an 

unoccupied space the creature can see. The creature must have occupied that space at 

some point during the current turn. 

ENHANCED DEFENSE 

Item: A suit of armor or a shield 

A creature gains a +1 bonus to Armor Class while wearing (armor) or wielding (shield) the 

infused item. 

The bonus increases to +2 when you reach 12th level in this class. 

ENHANCED WAND 

Item: A wand (requires attunement) 

While holding this wand, a creature gains a +1 bonus to spell attack rolls. In addition, the 

creature ignores half cover when making a spell attack. 

The bonus increases to +2 when you reach 12th level in this class. 

ENHANCED WEAPON 

Item: A simple or martial weapon 

This magic weapon grants a +1 bonus to attack and damage rolls made with it. 

The bonus increases to +2 when you reach 12th level in this class. 

MANY-HANDED POUCH 

Prerequisite: 4th-level artificer 

Item: 2–5 pouches 

The infused pouches all share one interdimensional space of the same capacity as a single 

pouch. Thus, reaching into any of the pouches allows access to the same storage space. A 

pouch operates as long as it is within 100 miles of another one of the pouches; the pouch is 

otherwise empty and won’t accept any contents. 

If this infusion ends, the items stored in the shared space move into one of the pouches, 

determined at random. The rest of the pouches become empty. 

RADIANT WEAPON 

Prerequisite: 8th-level artificer 

Item: A simple or martial weapon (requires attunement) 

This magic weapon grants a +1 bonus to attack and damage rolls made with it. While 

holding it, the wielder can take a bonus action to cause it to shed bright light in a 30-foot 

radius and dim light for an additional 30 feet. The wielder can extinguish the light as a 

bonus action. 
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As a reaction immediately after being hit by a melee attack, the wielder can cause the 

attacker to be blinded until the end of the attacker’s next turn, unless the attacker succeeds 

on a Constitution saving throw against your spell save DC. Once used, this reaction can’t be 

used again until the wielder finishes a short or long rest. 

REPEATING SHOT 

Item: A simple or martial weapon with the ammunition property (requires attunement) 

This magic weapon grants a +1 bonus to attack and damage rolls made with it when it’s 

used to make a ranged attack, and it ignores the loading property if it has it. 

The weapon requires no ammunition; it magically produces one piece of ammunition each 

time you make a ranged attack with it, unless you manually load it. The ammunition 

produced by the weapon vanishes the instant after the it hits or misses a target. 

REPULSION SHIELD 

Prerequisite: 8th-level artificer 

Item: A shield (requires attunement) 

A creature gains a +1 bonus to Armor Class while wielding this shield. While holding it, the 

wielder can use a reaction immediately after being hit by a melee attack to push the 

attacker up to 15 feet away. Once used, this reaction can’t be used again until the wielder 

finishes a short or long rest. 

RESISTANCE ARMOR 

Prerequisite: 8th-level artificer 

Item: A suit of armor (requires attunement) 

While wearing this armor, a creature has resistance to one of the following damage types, 

which you choose when you infuse the item: acid, cold, fire, force, lightning, necrotic, 

poison, psychic, radiant, or thunder. 

RETURNING WEAPON 

Item: A simple or martial weapon with the thrown property 

This magic weapon grants a +1 bonus to attack and damage rolls made with it, and it 

returns to the wielder’s hand immediately after it is used to make a ranged attack. 

REPEATING SHOT 

Item: A simple or martial weapon with the ammunition property (requires attunement) 

This magic weapon grants a +1 bonus to attack and damage rolls made with it when it’s 

used to make a ranged attack, and it ignores the loading property if it has it. 

The weapon requires no ammunition; it magically produces one piece of ammunition each 

time you make a ranged attack with it, unless you manually load it. The ammunition 

produced by the weapon vanishes the instant after the it hits or misses a target. 
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To add a repeating shot weapon to a character's inventory, use the Manage Equipment 

screen in the Equipment section. 

REPLICATE MAGIC ITEM 

Prerequisite: See below 

Using this infusion, you replicate a particular magic item. You can learn this infusion 

multiple times; each time you do so, choose a different magic item that you can make with 

it, picking from the Replicable Magic Items tables below. If a table has a level in its title, you 

must be of at least that level in this class to choose an item from the table. 

In the tables, an item’s entry tells you whether the item requires attunement. See the item’s 

description in the Dungeon Master’s Guide for more information about it, including the type 

of object required for its making. 

Replicable Magic Items 

Magic Item Attunement 

Alchemy jug No 

Bag of holding No 

Cap of water breathing No 

Cloak of the manta ray No 

Goggles of night No 

Lantern of revealing No 

Rope of climbing No 

Sending stones No 

Wand of magic detection No 

Wand of secrets No 

 

Replicable Magic Items (12th-Level Artificer) 

Magic Item Attunement 

Boots of elvenkind No 

Boots of striding and springing Yes 

Boots of the winterlands Yes 

Bracers of archery Yes 

Brooch of shielding Yes 

Cloak of elvenkind Yes 

Cloak of protection Yes 

Eyes of charming Yes 

Eyes of the eagle Yes 

Gauntlets of ogre power Yes 

Gloves of missile snaring Yes 

Gloves of swimming and climbing Yes 

Gloves of thievery No 

Hat of disguise Yes 

Headband of intellect Yes 

Helm of telepathy Yes 

Medallion of thoughts Yes 

Periapt of wound closure Yes 

Pipes of haunting No 

https://www.dndbeyond.com/magic-items/repeating-shot-weapon
https://www.dndbeyond.com/magic-items/alchemy-jug
https://www.dndbeyond.com/magic-items/bag-of-holding
https://www.dndbeyond.com/magic-items/cap-of-water-breathing
https://www.dndbeyond.com/magic-items/cloak-of-the-manta-ray
https://www.dndbeyond.com/magic-items/goggles-of-night
https://www.dndbeyond.com/magic-items/lantern-of-revealing
https://www.dndbeyond.com/magic-items/rope-of-climbing
https://www.dndbeyond.com/magic-items/sending-stones
https://www.dndbeyond.com/magic-items/wand-of-magic-detection
https://www.dndbeyond.com/magic-items/wand-of-secrets
https://www.dndbeyond.com/magic-items/boots-of-elvenkind
https://www.dndbeyond.com/magic-items/boots-of-striding-and-springing
https://www.dndbeyond.com/magic-items/boots-of-the-winterlands
https://www.dndbeyond.com/magic-items/bracers-of-archery
https://www.dndbeyond.com/magic-items/brooch-of-shielding
https://www.dndbeyond.com/magic-items/cloak-of-elvenkind
https://www.dndbeyond.com/magic-items/cloak-of-protection
https://www.dndbeyond.com/magic-items/eyes-of-charming
https://www.dndbeyond.com/magic-items/eyes-of-the-eagle
https://www.dndbeyond.com/magic-items/gauntlets-of-ogre-power
https://www.dndbeyond.com/magic-items/gloves-of-missile-snaring
https://www.dndbeyond.com/magic-items/gloves-of-swimming-and-climbing
https://www.dndbeyond.com/magic-items/gloves-of-thievery
https://www.dndbeyond.com/magic-items/hat-of-disguise
https://www.dndbeyond.com/magic-items/headband-of-intellect
https://www.dndbeyond.com/magic-items/helm-of-telepathy
https://www.dndbeyond.com/magic-items/medallion-of-thoughts
https://www.dndbeyond.com/magic-items/periapt-of-wound-closure
https://www.dndbeyond.com/magic-items/pipes-of-haunting
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Pipes of the sewers Yes 

Quiver of Ehlonna No 

Ring of jumping Yes 

Ring of mind shielding Yes 

Ring of water walking No 

Slippers of spider climbing Yes 

Winged boots Yes 

 

Replicable Magic Items (16th-Level Artificer) 

Magic Item Attunement 

Amulet of health Yes 

Belt of hill giant strength Yes 

Boots of levitation Yes 

Boots of speed Yes 

Bracers of defense Yes 

Cloak of the bat Yes 

Dimensional shackles No 

Gem of seeing Yes 

Horn of blasting No 

Ring of free action Yes 

Ring of protection Yes 

Ring of the ram Yes 

Abilities 

When you reach 4th, 8th, 12th, 16th, and 19th level, you can increase one ability score of your 

choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can’t 

increase an ability score above 20 using this feature. 

Using the optional feats rule, you can forgo taking this feature to take a feat of your choice instead. 

Arcane Armament 

Starting at 5th level, you can attack twice, rather than once, whenever you take the Attack action 

on your turn, but one of the attacks must be made with a magic weapon, the magic of which you 

use to propel the attack. 

The Right Cantrip for the Job 

At 10th level, you gain the ability to make sure you have the right magical tool for a job. Whenever 

you finish a short or long rest, you can replace one of the artificer cantrips you know with another 

cantrip from the artificer spell list. 

Spell-Storing Item 

When you reach 18th level, you learn how to store a spell in an object for repeated use. Whenever 

you finish a long rest, you can touch one simple or martial weapon or an item that you can use as 

https://www.dndbeyond.com/magic-items/pipes-of-the-sewers
https://www.dndbeyond.com/magic-items/quiver-of-ehlonna
https://www.dndbeyond.com/magic-items/ring-of-jumping
https://www.dndbeyond.com/magic-items/ring-of-mind-shielding
https://www.dndbeyond.com/magic-items/ring-of-water-walking
https://www.dndbeyond.com/magic-items/slippers-of-spider-climbing
https://www.dndbeyond.com/magic-items/winged-boots
https://www.dndbeyond.com/magic-items/amulet-of-health
https://www.dndbeyond.com/magic-items/belt-of-hill-giant-strength
https://www.dndbeyond.com/magic-items/boots-of-levitation
https://www.dndbeyond.com/magic-items/boots-of-speed
https://www.dndbeyond.com/magic-items/bracers-of-defense
https://www.dndbeyond.com/magic-items/cloak-of-the-bat
https://www.dndbeyond.com/magic-items/dimensional-shackles
https://www.dndbeyond.com/magic-items/gem-of-seeing
https://www.dndbeyond.com/magic-items/horn-of-blasting
https://www.dndbeyond.com/magic-items/ring-of-free-action
https://www.dndbeyond.com/magic-items/ring-of-protection
https://www.dndbeyond.com/magic-items/ring-of-the-ram
https://www.dndbeyond.com/compendium/rules/basic-rules/combat#Attack
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a spellcasting focus and store a spell in it, choosing one 1st- or 2nd-level spell from the artificer 

spell list that requires 1 action to cast (you don’t need to have the spell prepared). With the object 

in hand, a creature can take an action to produce the spell’s effect from it, using your spellcasting 

ability modifier. 

The spell stays in the object until it has been used a number of times equal to twice your 

Intelligence modifier (minimum of twice) or until you use this feature again. 

Soul of Artifice 

At 20th level, your understanding of magic items is unmatched, allowing you to mingle your soul 

with items linked to you. You can attune to up to six magic items at once. In addition, you gain a 

+1 bonus to all saving throws per magic item you are currently attuned to. 

Specialist Disciplines 

Artificers pursue a variety of disciplines. Here are two specialist options you can choose from at 

3rd level: the Alchemist and the Artillerist. 

Alchemist 

An Alchemist is an expert at combining exotic reagents to produce mystical effects. Among 

artificers, members of this subclass are the greatest healers, as well as the ones most adept at 

wielding dangerous chemicals. 

Alchemist Features 

Artificer Level Feature 

3rd Tools of the Trade, Alchemist Spells, Alchemical Homunculus 

6th Alchemical Mastery 

14th Chemical Savant 

 

TOOLS OF THE TRADE 

By the time you adopt this specialty at 3rd level, you’re deeply familiar with employing its tools. 

Proficiencies. You gain proficiency with alchemist’s supplies and the herbalism kit, assuming you 

don’t already have them. You also gain alchemist’s supplies and an herbalism kit for free—the 

result of tinkering you’ve done as you’ve prepared for this specialization. 

Crafting. If you craft a magic item in the potion category, it takes you a quarter of the normal 

time, and it costs you half as much of the usual gold. 
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ALCHEMIST SPELLS 

Starting at 3rd level, you always have certain spells prepared after you reach particular levels in 

this class, as shown in the Alchemist Spells table. These spells count as artificer spells for you, but 

they don’t count against the number of artificer spells you prepare. 

ALCHEMIST SPELLS 

Artificer Level Spell 

3rd purify food and drink, ray of sickness 

5th Melf’s acid arrow, web 

9th create food and water, stinking cloud 

13th blight, death ward 

17th cloudkill, raise dead 

ALCHEMICAL HOMUNCULUS 

At 3rd level, you learn ancient methods for magically creating a special homunculus that is formed 

by alchemical substances. 

Whenever you finish a long rest and your alchemist’s supplies are with you, you can form this 

homunculus in an unoccupied space within 5 feet of you. If you already have a homunculus from 

this feature, the first one immediately dies. 

The homunculus is friendly to you and your companions, and it obeys your commands. See this 

creature’s game statistics in the Alchemical Homunculus stat block. You determine the 

homunculus’s appearance, which includes wings and bits of alchemical equipment. Some 

alchemists prefer mechanical-looking birds, whereas others like winged vials or miniature 

cauldrons. 

In combat, the homunculus shares your initiative count, but it takes its turn immediately after 

yours. The only action it takes on its turn is the Dodge action, unless you take a bonus action on 

your turn to command it to take one of the actions in its stat block or to take the Dash, Disengage, 

or Help action. 

If the mending spell is cast on it, it regains 2d6 hit points. If it has died within the last hour, you 

can use your alchemist’s supplies as an action to revive it, provided you are within 5 feet of it and 

you expend a spell slot of 1st level or higher. The homunculus returns to life with all its hit points 

restored. 

ALCHEMICAL MASTERY 

At 6th level, your command of magical chemicals has become masterful, enhancing the healing 

and damage you create through them. When you cast a spell using your alchemist’s supplies as 

the spellcasting focus, you gain a bonus to one roll of the spell. That roll must restore hit points or 

https://www.dndbeyond.com/spells/purify-food-and-drink
https://www.dndbeyond.com/spells/ray-of-sickness
https://www.dndbeyond.com/spells/melfs-acid-arrow
https://www.dndbeyond.com/spells/web
https://www.dndbeyond.com/spells/create-food-and-water
https://www.dndbeyond.com/spells/stinking-cloud
https://www.dndbeyond.com/spells/blight
https://www.dndbeyond.com/spells/death-ward
https://www.dndbeyond.com/spells/cloudkill
https://www.dndbeyond.com/spells/raise-dead
https://www.dndbeyond.com/compendium/rules/basic-rules/combat#Dodge
https://www.dndbeyond.com/compendium/rules/basic-rules/combat#Dash
https://www.dndbeyond.com/compendium/rules/basic-rules/combat#Disengage
https://www.dndbeyond.com/compendium/rules/basic-rules/combat#Help
https://www.dndbeyond.com/spells/mending
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be a damage roll that deals acid or poison damage, and the bonus equals your Intelligence modifier 

(minimum of +1). 

In addition, you can cast lesser restoration without expending a spell slot, provided you use 

alchemist’s supplies as the spellcasting focus. You can do so a number of times per day equal to 

your Intelligence modifier (minimum of once). 

CHEMICAL SAVANT 

By 14th level, you have been exposed to so many chemicals and unlocked their secrets that they 

pose little risk to you, and you can use them to quickly end certain ailments. You gain resistance 

to acid damage and poison damage, and you are now immune to the poisoned condition. 

In addition, you can cast greater restoration once without expending a spell slot and without 

providing the material component, provided you use alchemist’s supplies as the spellcasting focus. 

You regain the ability to do so when you finish a long rest. 

Artillerist 

An Artillerist specializes in using magic to create explosions and defensive positions, as well as 

magic-infused sidearms—especially wands—that can be used on the battlefield. Artillerists were 

valued by all the armies of the Last War. 

Artillerist Features 

Artificer Level Feature 

3rd Tools of the Trade, Artillerist Spells, Arcane Turret 

6th Wand Prototype 

14th Fortified Position 

Tools of the Trade 

By the time you adopt this specialty at 3rd level, you’re deeply familiar with employing its tools. 

PROFICIENCIES. You gain proficiency with smith’s tools and woodcarver’s tools, assuming you don’t 

already have them. You also gain those tools for free—the result of tinkering you’ve done as you’ve 

prepared for this specialization. 

In addition, you gain the ability to use rods, staffs, and wands as spellcasting focuses for your 

artificer spells. You also gain a nonmagical, wooden wand for free, which you’ve carved in your 

spare time. 

CRAFTING. If you craft a magic item in the wand category, it takes you a quarter of the normal time, 

and it costs you half as much of the usual gold. 

https://www.dndbeyond.com/spells/lesser-restoration
https://www.dndbeyond.com/compendium/rules/basic-rules/appendix-a-conditions#Poisoned
https://www.dndbeyond.com/spells/greater-restoration


 

  85 

 

Artillerist Spells 

Starting at 3rd level, you always have certain spells prepared after you reach particular levels in 

this class, as shown in the Artillerist Spells table. These spells count as artificer spells for you, but 

they don’t count against the number of artificer spells you prepare. 

ARTILLERIST SPELLS 

Artificer Level Spell 

3rd shield, thunderwave 

5th scorching ray, shatter 

9th fireball, wind wall 

13th ice storm, wall of fire 

17th cone of cold, wall of force 

Arcane Turret 

At 3rd level, you learn how to create a magical turret. With your smith’s tools in hand, you can 

take an action to magically summon a Medium turret in an unoccupied space on a horizontal 

surface within 5 feet of you. 

The turret is a magical object that occupies its space and that has crablike legs. It has an AC of 18 

and a number of hit points equal to five times your artificer level. It is immune to poison damage, 

psychic damage, and all conditions. If it is forced to make an ability check or a saving throw, treat 

all its ability scores as 10 (+0). If the mending spell is cast on it, it regains 2d6 hit points. It 

disappears if it is reduced to 0 hit points or after 10 minutes. You can dismiss it early as an action. 

When you summon the turret, you decide which type it is, choosing from the options on the Arcane 

Turrets table. On each of your turns, you can take a bonus action to cause the turret to activate if 

you are within 60 feet of it. As part of the same action, you can direct the turret to walk or climb 

up to 15 feet to an unoccupied space. 

You can summon a turret once for free and must finish a long rest before doing so again. You can 

also summon the turret by expending a spell slot of 1st level or higher. If you summon a second 

turret, the first turret disappears. 

As an action, you can command your turret to detonate if you are within 60 feet of it. Doing so 

destroys the turret and forces each creature within 10 feet of it to make a Dexterity saving throw 

against your spell save DC, taking 3d6 force damage on a failed save or half as much damage on a 

successful one. 

ARCANE TURRETS 

Turret Activation 

https://www.dndbeyond.com/spells/shield
https://www.dndbeyond.com/spells/thunderwave
https://www.dndbeyond.com/spells/scorching-ray
https://www.dndbeyond.com/spells/shatter
https://www.dndbeyond.com/spells/fireball
https://www.dndbeyond.com/spells/wind-wall
https://www.dndbeyond.com/spells/ice-storm
https://www.dndbeyond.com/spells/wall-of-fire
https://www.dndbeyond.com/spells/cone-of-cold
https://www.dndbeyond.com/spells/wall-of-force
https://www.dndbeyond.com/spells/mending
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Flamethrower The turret exhales fire in an adjacent 15-foot cone that you designate. Each 

creature in that area must make a Dexterity saving throw against your spell 

save DC, taking 1d8 fire damage on a failed save or half as much damage on 

a successful one. The fire ignites any flammable objects in the area that 

aren’t being worn or carried. 

Force Ballista Make a ranged spell attack, originating from the turret, at one creature or 

object within 120 feet of it. On a hit, the target takes 2d8 force damage, and 

if the target is a creature, it is pushed up to 5 feet away from the turret. 

Defender The turret emits a burst of positive energy that grants itself and each 

creature of your choice within 10 feet of it a number of temporary hit points 

equal to 1d8 + your Intelligence modifier (minimum of +1). 

Wand Prototype 

By 6th level, you now regularly experiment with channeling different types of magic through 

wands. Whenever you finish a long rest and your woodcarver’s tools are with you, you can touch a 

nonmagical, wooden wand and turn it into a magic item. When you do so, you invest it with one 

artificer cantrip of your choice—even one you don’t know—that has a casting time of 1 action. As 

an action, you can cause the magic wand to produce the cantrip, using your spellcasting ability 

modifier (other creatures are unable to use the wand’s magic). The wand loses this magic when you 

finish your next long rest. 

Any damage roll you make for a cantrip in the wand gains a bonus equal to your Intelligence 

modifier (minimum of +1). 

When you reach 14th level in this class, you can invest the wand with two cantrips at the end of a 

long rest. 

Fortified Position 

Starting at 14th level, you’re a master at conjuring a well-defended emplacement. You and your 

allies have half cover while within 10 feet of a turret you create with Arcane Turret, as a result of a 

shimmering field of magical protection that the turret emits. 

You can also now summon a second turret for free and must finish a long rest before doing so 

again. If you summon the second turret while the first is still present, the first one doesn’t 

disappear, and each turret can be of a different type (if you summon a third turret, the first turret 

vanishes). Moreover, you can use one bonus action to activate both turrets. 
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BARBARIAN 

Description 

Barbarians exist on Wyrlde, defending their tribes and roaming the Wylde between the cities. The 

Barbarian class is the same as it is described in the Player’s Handbook, and has both of the Primal 

Paths available to it. 

The Path of the Totem Warrior is the more likely one to take for nearly all Barbarians.  

Barbarians are the proof that sometimes what most people think isn’t true. To most people on 

Wyrlde, life isn’t possible outside the strong, sturdy walls of a village, town, or city. This despite the 

coming and going of Merchants, the fact that someone had to travel, camp, and spend time to 

build the walls, and so forth. 

There are not very many people who do live in the Wylde, though, and it is not an easy life, nor one 

that brings material force. But they do exist out there, and there are those who come from beyond 

the Bright Lands as well. 

Beyond the Bright Lands is the realm of Hyboreal, where a BrightLander is likely to be killed on 

sight by any one of the many tribes of Halflings that live there. 

Creating a Barbarian 

When creating a barbarian character, be aware that all barbarians come from the Wylde, and so 

must have the Wylder Ethnicity.  

The exception to this is Halfling Barbarians, who can choose to come from the tribal region of 

Hyboreal – though if such is the case, they are sworn to protect their people and that includes the 

secret paths they took to come to this realm. 

So ask yourself some questions: 

What led you to take up the adventuring life? Were you lured to settled lands by the promise of 

riches? Did you join forces with soldiers of those lands to face a shared threat? Did monsters or an 

invading horde drive you out of your homeland, making you a rootless refugee? Perhaps you were a 

prisoner of war, or a slave, brought in chains to “civilized” lands and only now able to win your 

freedom. Or you might have been cast out from your people because of a crime you committed, a 

taboo you violated, or a coup that removed you from a position of authority. 

Barbarians follow the standard development sets for the class in the PHB. 

Starting Age 

Race Starting Age Race Starting Age 
Dwarf 30 Gnome  15 

Elf 75 Half-Elf 20 

Human 15 Half-Orc 14 

Halfling 10   
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Equipment 

Barbarians all have a totem. A totem is a secret and sacred thing.  

Often it is something that has an unstated purpose, and a barbarian 

who pleases the gods may be given a boon with that totem, so they 

are never revealed, lest the power they contain be lost – it is no 

different from losing it. 

Totems can be generated from the table in the XGE, or from the 

Wyrlde tables at the end of this book. 

Tattoos 

Barbarians are marked in very specific ways that are precise to their 

tribes. This is important to help those fighting beside them in the 

Wylde to know to stay out of their way, and to accord them proper 

respect and acknowledgement. 

These can be generated using the tables in the XGE or the end this 

book. 

Superstitions 

Barbarians have superstitions that they have to deal with.  

Primal Path Location Requirements Sourcebook 

Path of the Totem Warrior None PHB 

Path of the Ancestral 
Guardian Durango, Thule, Hyboreal Regions XGE 

Path of the Storm Herald Aztlan, Durango, Thule Regions XGE 
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These can be generated using the tables in the XGE or the end this book. 

Primal Paths 

The Primal Paths available to Barbarians on Wyrlde are given below, in order of most common to 

least common, with the Sourcebook listed in parentheses, and any requirements specific to them. 

Path of the Totem Warrior 

Totem Spirit 

These options are available to you when you choose a totem animal at 3rd level. 

As with the spirits in the Player’s Handbook, the options here require a physical object 

incorporating some part of the totem beast, and you might acquire minor physical attributes 

associated with your totem spirit, such as a prominent nose if you have an elk totem spirit or 

catlike eyes if you have a tiger totem spirit. 

Also, your totem spirit might be an animal similar to one listed here but more suitable to your 

homeland, such as a horse or stag, rather than an elk, or a lion, panther, or other big cat, rather 

than a tiger. 

ELK. While you’re raging and aren’t wearing heavy armor, your walking speed increases by 

15 feet. The spirit of the elk makes you extraordinarily swift. 

TIGER. While raging, you can add 10 feet to your long jump distance and 3 feet to your high 

jump distance. The spirit of the tiger empowers your leaps. 

Aspect of the Beast 

These options are available to you when you choose a totem animal at 6th level. 

ELK. Whether mounted or on foot, your travel pace is doubled, as is the travel pace of up to 

ten companions while they’re within 60 feet of you and you’re not incapacitated (see chapter 

8 in the Player’s Handbook for more information about travel pace). The elk spirit helps you 

roam far and fast. 

TIGER. You gain proficiency in two skills from the following list: Athletics, Acrobatics, 

Stealth, and Survival. The cat spirit hones your survival instincts. 

Totemic Attunement 

These options are available to you when you choose a totem animal at 14th level. 

Path of The Zealot Islandia, Lemuria Region XGE 

Path of the Berserker Hyboreal Halflings only PHB 

https://www.dndbeyond.com/compendium/rules/basic-rules/appendix-a-conditions#Incapacitated
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Athletics
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Acrobatics
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Stealth
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Survival
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Elk. While raging, you can use a bonus action during your move to pass through the space 

of a Large or smaller creature. That creature must succeed on a Strength saving throw (DC 

8 + your Strength bonus + your proficiency bonus) or be knocked prone and take 

bludgeoning damage equal to 1d12 + your Strength modifier. 

Tiger. While you’re raging, if you move at least 20 feet in a straight line toward a Large or 

smaller target right before making a melee weapon attack against it, you can use a bonus 

action to make an additional melee weapon attack against it. 

  

https://www.dndbeyond.com/compendium/rules/basic-rules/appendix-a-conditions#Prone
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BARD 

Description 

The Bards of Wyrlde have a peculiar difference from many others: the 

form of their art. For Bards that adventure, those Art forms possible 

are Dance, Music, Song, and Oration. There are bards in the world 

who also do Painting, Sculpture, and Writing, but they tend 

extraordinarily strongly to be homebodies, and their arts are not as 

nimble in fighting situations. 

Traditional Bards employ Song, and some combine Song and Music 

or Song and Oration.  This is not particularly critical, but Dance 

Bards are about movement as expression, as inspiration, and it is 

important that one realize that any given bard can employ Dance as 

well as the others. 

It is in Durango that Bards are the most famous and potent, and it is 

there that the vast Bard College rests, after having been driven out of 

Prussia following an untoward incident. 

Bards follow standard development rules and systems, contained in 

the PHB and XGE. 

Creating a Bard 

Bards thrive on stories, whether those stories are true or not. Your 

character’s background and motivations are not as important as the 

stories that he or she tells about them. Perhaps you had a secure 

and mundane childhood. There’s no good story to be told about that, 

so you might paint yourself as an orphan raised by a hag in a dismal swamp. Or your childhood 

might be worthy of a story. Some bards acquire their magical music through extraordinary means, 

including the inspiration of fey or other supernatural creatures. 

Did you serve an apprenticeship, studying under a master, following the more experienced bard 

until you were ready to strike out on your own? Or did you attend a college where you studied 

bardic lore and practiced your musical magic? Perhaps you were a young runaway or orphan, 

befriended by a wandering bard who became your mentor. Or you might have been a spoiled noble 

child tutored by a master. Perhaps you stumbled into the clutches of a hag, making a bargain for a 

musical gift in addition to your life and freedom, but at what cost? 

Starting Age 

Race Starting Age Race Starting Age 
Dwarf  Gnome   

Elf  Half-Elf  
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Human  Half-Orc  

 

 

Defining Works (XGE) 

Bards typically have a defining work.   

Development of this can be assisted by using the tables provided at the end of this book. 

Instrument (XGE) 

Bards commonly have some sort of instrument – it might be a mask, 

or a ribbon baton, but is usually a musical instrument that they 

play. 

Selection of this can be assisted by using the tables provided at the 

end of this book. 

Embarrassments (XGE) 

There is always that one time, and typically a Bard will have more 

than one. No one can get by without a flop or three.  For every five 

levels, a bard will have at least one embarrassment. 

Development of this can be assisted by using the tables provided at 

the end of this book. 

 

Muse (XGE) 

On Wyrlde, Bards typically have a muse. There are several potential muses given at the end of this 

work, but a further word on muses is necessary. 

It is said that every single Bard has a Muse in the world, that haunts them, that is always 

watching, always giving them a bit of mystery or guidance or perhaps just toying with them.  

Muses are not fickle, but they are jealous, and there is little else that can have a more lasting effect 

on a Bard than the loss of their muse, or – worse – a fight with one. 

Legends, myths, even the very stories of bards themselves, shared among only them, tell of what 

happens when a Bard meets her muse. Entire affairs have been performed about these. Which all 

leads to a certain point to be aware of: muses are real.  

And they are out there. 

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 

SKILLS: Firearms, Explosives 
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Colleges 

The Bards of Wyrlde come from various Colleges. The Colleges available here are shown below, with 

a few notes. 

Not every college is available everywhere. As noted previously, Prussia has outlawed Bards. They 

don’t feel bad about it because they have the printing press and town criers, but it is not a place 

where they are welcome, and there are no Colleges there. 

Bard Colleges in Wylrde are actual schools, physical locations. The destruction of one often means 

it will need to be rebuilt, but doing so takes around a year, during which those in that College 

cannot advance. As the Colleges are scattered, not all of them can be found among the same 

ethnicities. 

College Locations Sourcebook 

College of Lore Any (even Prussia) PHB 

College of Valor Durango, Thule, Dorado, Islandia PHB 

College of Glamour Aztlan, Durango, Lemuria, Shangrila  XGE 

College of Swords Durango, Thule XGE 

College of Whispers Durango, Shangrila XGE 

 

College of Glamour 

The College of Glamour as described in the XGE makes notes of the Feywild. On Wyrlde, however, 

the college taught not by the Fey, but by the priests of the Shadow God Kirin, who is the patron 

deity of all bards, kind of by default. The college is otherwise the same.  
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CLERIC 

Description 

Wyrlde was torn apart for five hundred years by massive, incredibly destructive battles that 

changed the fae of the planet forever. 

These battles were fought between Gods, and the pawns and tools and even the very stuff their 

troops were made of came from Humans. After 500 years, people tended to look to Gods as more of 

a problem than a good thing, and that kind of thinking has had an effect and impact on the people 

of the world to an extent, but many still recognize the power of the Temples and the Gods. 

Wyrlde’s Gods are petty, vindictive, capricious, generous, loving, gentle, evil, cruel, malicious, 

benevolent, and, above all else, desperate for worshippers. They have temples and Priests aplenty – 

and all the temples compete for worship and tithes – but for a long while they were seen as 

nuisances, and not needed, and then it was Paragon who chose a Priest and granted him the 

sacred powers that made him a Cleric.  That was 500 years ago. 

It has been a tough fight, but the role of a Cleric remains the same: to convince the people of 

Wyrlde that the Nine are not like the Gods of Old, that they care, that they will give a boon, and 

that Miracles are just as important as Magic. 

In short, Clerics are about making the world a better place, and it just happens that their 

inspiration for doing so is a bunch of beings in whom everyone needs to have more faith 

Creating a Cleric 

Clerics serve a God. They are divine messengers, the manifest presence of the will of their God on 

this planet. They did not pick their God. In some cases they may not ever have been consecrated 

for their God. They didn’t get a choice in the matter. But they are filled with an essence of power as 

a result, and the ability to communicate with their God pretty well. 

The Gods of Wyrlde compete for followers, for offerings, for prayers, for Faith. A cleric can only 

serve one God, and they must be consecrated for them to come into their power. Typically that 

consecration happens during their Proving, but sometimes it can happen later. 

Consecration is not an easy or simple task, but a test of endurance and faith for Priests and 

Clerics. For a lay person, it may be as simple as a blessing, but the Gods demand more of those 

who promise to serve them, and all Clerics have taken an oath that is binding and potentially 

deadly should they anger their God. 

In return for this, however, Clerics gain immense and vital power in the world – power no Priest 

has. They can heal wounds and restore crops, create holy water and demonstrate miracles. They 

are, truly, the Will of the Gods, and all that comes with it. 
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Clerics are the front line against the other Gods. On Wyrlde, this is especially true for The Nine. 

The Nine are the only Gods who have Temples in the cities and Towns and Villages – there is no 

such place for The Seven, and the worship of any of The Five is punishable by death. 

Starting Age 

Clerics are Called; that is, they receive word from their God that they have been chosen. Most of 

the Temples will require they prove it to some degree, and Clerics are always looked at somewhat 

askance by Priests. Clerics often only have rudimentary training in the specific rituals that are 

practiced by the Priests in the Temple, and so can start a bit younger than many. 

Race Starting Age Race Starting Age 
Dwarf 33 Gnome  18 

Elf 79 Half-Elf 20 

Human 18 Half-Orc 17 

Halfing 13   

 

Clerics are essentially driven, and so do not do well with long periods that are not very productive. 

They prefer to be on the move, to be doing God’s Work over hanging around. 

Clerics can claim Hearth Right at any Temple of their God, be it city, town, or village. This allows 

them up to a week of residence. The Cleric of one God cannot, no matter what they do or try, ever 

enter into the temple of another God. 

Temples, Shrines, and Churches 

TEMPLES are where The Nine are worshipped. Every City and Town typically has at least one Temple 

to each of the Nine, even though each City is given over to a specific member of the Nine. Villages 

may only have a temple of one of The Nine. 

CHURCHES are typically the places of worship for beings who are not the Gods. These religious 

buildings are small, and serve as the outlets for demigods and spiritual beings. While a Cleric can 

be from one of these lesser powers, they do not gain the benefit of any Domain, and they cannot 

channel divinity, turn or destroy undead, though they can still call on Divine Intervention at 10th 

level. This intervention, however, is much, much less potent, and easily overwhelmed by the efforts 

of those who follow The Nine or the Seven. 

SHRINES are where The Seven are worshipped. The Shadow Gods are not widely worshipped in 

Wyrlde, and often speaking of them is met with confusion or wonder, as most people think The 

Seven, who do not compete for worshippers and are far less active, are mythical or long gone. 

Shrines are small, typically filled with the things that please the seven as offerings, and in out of 

the way places. Unlike Temples, where treading Holy Ground is not possible, Shrines cannot be 

disturbed except by the followers of the God or Gods the shrine is to. The Seven can be worshipped 

individually, or in various groupings. Shrines are typically found in the Wylde, and among the 

barbarian or Wylder families, who often are more familiar with the Shadow Gods than the city and 

town folks are. Some shrines can be found in Villages, especially smaller ones. 
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Consecration 

An individual, a place, or a thing can be consecrated. When used on denizens of the Lower planes, 

consecration is a devastating attack, but for the most part it has little effect except one important 

one: it defines ground as Holy, and so sacrosanct from those on the Prime Material Plane from who 

are not followers that have been consecrated from stepping foot on it. 

It is, essentially counting coup for the Gods.  If one is consecrated int eh Name of a specific God, 

that God then has the ability to act in these simple manners.  If you are not consecrated to a deity, 

you cannot receive a blessing from them, nor can you enter their holy ground (or disturb their 

Shrine). 

Clerics may be consecrated by one God from each of the three groups of Powers.  That is, you can 

be consecrated to a Bright God (one of The Nine), a Shadow God (one of The Seven), and a Dread 

God (one of The Five).  However, you are still and always only a cleric for one of them. 

This rule about consecration applies to others as well – anyone can be consecrated in the name of 

one deity in each of the groups. 

The Shadow Gods are not all that picky, like the Dread Gods or the Bright Gods are, and so they 

allow someone to receive the boons they have so long as at least one of them is involved.  This can 

be important: it sucks to not be able to Bless a fighter’s weapon in the heat of battle because the 

Fighter is a follower of a different God. 

And yet, that is what we have here in Wyrlde. 

The Powers That Be 

DEITY CITY 1ST DOMAIN 2ND DOMAIN 3RD DOMAIN 

THE NINE (THE BRIGHT GODS, THE LORDS OF LIGHT, THE SHINING ONES) 

Cybele Dorado Trickery Tempest Knowledge 

Gaea Wylders Nature Life Light 

Parabellum Prussia War Arcana Forge 

Paragon Lemuria Light Forge War 

Paramour Durango Life Trickery Nature 

Shavan Shangrila Arcana Knowledge Life 

Tempest Islandia Tempest War Trickery 

Tremore Aztlan Knowledge Light Tempest 

Vulcana Thule Forge Nature Arcana 

THE SEVEN (THE SHADOW GODS, THE LORDS OF SHADOW) 

Alfey Thule Nature Life Light 

Antelle Dorado Life Knowledge Dread 

Gallae Prussia Life Forge Light 

Kirin Shangrila Tempest Nature Light 

Lamia Aztlan Nature Tempest Dread 
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Mystirend Durango Arcana Knowledge Trickery 

Paria Lemuria Life Death Knowledge 

 

Each Cleric must choose which God they will serve from the list above. Each God has three Divine 

Domains, and the Cleric selects which feature or aspect of the deity they will draw on. 

Halfling Clerics from the Wylde or Hyboreal can only choose Gaea or any of the Shadow Gods.  

 

Divine Domains 

These are the Domains available to Clerics in the Wyrlde setting. 

Arcana 

Magic is an energy that suffuses the multiverse and that fuels both destruction and creation. Gods 

of the Arcana domain know the secrets and potential of magic intimately. For some of these gods, 

magical knowledge is a great responsibility that comes with a special understanding of the nature 

of reality. Other gods of Arcana see magic as pure power, to be used as its wielder sees fit. 

The gods of this domain are often associated with knowledge, as learning and arcane power tend to 

go hand-in-hand.  

Arcana Domain Spells 

Cleric Level Spells 

1st detect magic, magic missile 

3rd magic weapon, Nystul’s magic aura 

5th dispel magic, magic circle 

7th arcane eye, Leomund’s secret chest 

9th planar binding, teleportation circle 

Arcane Initiate 

When you choose this domain at 1st level, you gain proficiency in the Arcana skill, and you gain 

two cantrips of your choice from the wizard spell list. For you, these cantrips count as cleric 

cantrips. 

Channel Divinity: Arcane Abjuration 

Starting at 2nd level, you can use your Channel Divinity to abjure otherworldly creatures. 

As an action, you present your holy symbol, and one celestial, elemental, fey, or fiend of your 

choice that is within 30 feet of you must make a Wisdom saving throw, provided that the creature 

can see or hear you. If the creature fails its saving throw, it is turned for 1 minute or until it takes 

any damage. 

https://www.dndbeyond.com/spells/detect-magic
https://www.dndbeyond.com/spells/magic-missile
https://www.dndbeyond.com/spells/magic-weapon
https://www.dndbeyond.com/spells/nystuls-magic-aura
https://www.dndbeyond.com/spells/dispel-magic
https://www.dndbeyond.com/spells/magic-circle
https://www.dndbeyond.com/spells/arcane-eye
https://www.dndbeyond.com/spells/leomunds-secret-chest
https://www.dndbeyond.com/spells/planar-binding
https://www.dndbeyond.com/spells/teleportation-circle
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Arcana
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A turned creature must spend its turns trying to move as far away from you as it can, and it can’t 

willingly end its move in a space within 30 feet of you. It also can’t take reactions. For its action, it 

can only use the Dash action or try to escape from an effect that prevents it from moving. If there’s 

nowhere to move, the creature can use the Dodge action. 

After you reach 5th level, when a creature fails its saving throw against your Arcane Abjuration 

feature, the creature is banished for 1 minute (as in the banishment spell, no concentration 

required) if it isn’t on its plane of origin and its challenge rating is at or below a certain threshold, 

as shown on the Arcane Banishment table. 

Arcane Banishment 

Cleric Level Banishes Creatures of CR … 

5th 1/2 or lower 

8th 1 or lower 

11th 2 or lower 

14th 3 or lower 

17th 4 or lower 

Spell Breaker 

Starting at 6th level, when you restore hit points to an ally with a spell of 1st level or higher, you 

can also end one spell of your choice on that creature. The level of the spell you end must be equal 

to or lower than the level of the spell slot you use to cast the healing spell. 

Potent Spellcasting 

Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip. 

Arcane Mastery 

At 17th level, you choose four spells from the wizard spell list, one from each of the following levels: 

6th, 7th, 8th, and 9th. You add them to your list of domain spells. Like your other domain spells, 

they are always prepared and count as cleric spells for you. 

City (UAO) 

The City domain is concerned with the citizenry, commerce, traffic, and even architecture of 

modern civilization. In the eyes of a cleric of the city, the center of modern life is a sense and spirit 

of community, and the gravest enemies of the city are those who seek to harm the common weal of 

its citizens.  

New spells introduced for the City domain are marked with an asterisk and detailed in the  “New 

Spells” section.  

CITY DOMAIN SPELLS  

Cleric Level Spells 

1st Comprehend languages, remote access* 

3rd Find vehicle*, heat metal 

https://www.dndbeyond.com/compendium/rules/basic-rules/combat#Dash
https://www.dndbeyond.com/compendium/rules/basic-rules/combat#Dodge
https://www.dndbeyond.com/spells/banishment
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5th Lightning bolt, protection from ballistics* 

7th Locate creature, synchronicity* 

9th Commune with city*, shutdown* 

Bonus Cantrip  

When you choose this domain at 1st level, you gain the on/off' cantrip (see “New Spells”)  in  

addition to your chosen cantrips.  

Bonus Proficiencies  

Also starting at 1st level, you gain proficiency with sidearms and proficiency with vehicles (land) .   

Heart of the City  

From 1st level, you are able to tap into the spirit of community found in the city. While you are 

within any city, you can gain advantage on a single Charisma (Deception, Intimidation, or  

Persuasion check, and you are considered  proficient in the appropriate skill. You can use this 

feature a number of times equal to your Wisdom modifier (a minimum of once). You regain any 

expended uses when you finish a long  rest.  

Channel Divinity: Spirits of the City  

Starting at 2nd level, you can use your Channel Divinity to call on the city for aid. As an action, 

you present your holy symbol, and any city utility within 30 feet of you either works perfectly or 

shuts down entirely for 1 minute (your choice).    

Additionally, each hostile creature within 30 feet of you must make a Charisma saving throw.  On 

a failed save, the creature is knocked prone or restrained (your choice) by hazards such as 

entangling wires, high pressure water erupting from fire hydrants, pavement collapsing to unseen 

potholes, and so on. A restrained creature can escape by making a successful Strength (Athletics) 

or Dexterity (Acrobatics) check against your spell save DC.  This effect is entirely local and affects 

only utilities within 30 feet of you. Determination of what utilities are available within range and 

how the physical effects of those utilities manifest are left to the DM.  

Block Watch  

Starting at 6th level, your awareness while in the city extends preternaturally. While in an urban 

environment, you are considered proficient in the Insight and Perception skills, and you add 

double your proficiency bonus to Wisdom (Insight) and Wisdom (Perception) checks, instead of 

your normal proficiency bonus.  

Divine Strike  

At 8th level, you gain the ability to infuse your weapon strikes with psychic energy borrowed from 

the citizens of your city. Once on each of your turns when you hit a creature with a weapon attack, 

you can cause the attack to deal an extra 1d8 psychic damage to the target. When you reach 14th 

level, the extra psychic damage increases to 2d8.  
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Express Transit  

At 17th level, you can use mass transit routes to transport instantaneously to other points in the 

city. Starting from a bus stop, train station, subway stop, or other suitable mass transit site  

within the city, you can teleport to any other  similar transit stop within the city, as if you had  

cast a teleport spell whose destination is a permanent teleportation circle you know. Once you use 

this feature, you must finish a short or long rest before using it again. 

Death 

The Death domain is concerned with the forces that cause death, as well as the negative energy 

that gives rise to undead creatures. Deities are patrons of necromancers, death knights, liches, 

mummy lords, and vampires. Gods of the Death domain also embody murder, pain, disease or 

poison, and the underworld. 

Death Domain Spells 

Cleric Level Spells 

1st false life, ray of sickness 

3rd blindness/deafness, ray of enfeeblement 

5th animate dead, vampiric touch 

7th blight, death ward 

9th antilife shell, cloudkill 

Bonus Proficiency 

When the cleric chooses this domain at 1st level, he or she gains proficiency with martial weapons. 

Reaper 

At 1st level, the cleric learns one necromancy cantrip of his or her choice from any spell list. When 

the cleric casts a necromancy cantrip that normally targets only one creature, the spell can instead 

target two creatures within range and within 5 feet of each other. 

Channel Divinity: Touch of Death 

Starting at 2nd level, the cleric can use Channel Divinity to destroy another creature’s life force by 

touch. 

When the cleric hits a creature with a melee attack, the cleric can use Channel Divinity to deal 

extra necrotic damage to the target. The damage equals 5 + twice his or her cleric level. 

Inescapable Destruction 

Starting at 6th level, the cleric’s ability to channel negative energy becomes more potent. Necrotic 

damage dealt by the character’s cleric spells and Channel Divinity options ignores resistance to 

necrotic damage. 

https://www.dndbeyond.com/spells/false-life
https://www.dndbeyond.com/spells/ray-of-sickness
https://www.dndbeyond.com/spells/blindness-deafness
https://www.dndbeyond.com/spells/ray-of-enfeeblement
https://www.dndbeyond.com/spells/animate-dead
https://www.dndbeyond.com/spells/vampiric-touch
https://www.dndbeyond.com/spells/blight
https://www.dndbeyond.com/spells/death-ward
https://www.dndbeyond.com/spells/antilife-shell
https://www.dndbeyond.com/spells/cloudkill
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Divine Strike 

At 8th level, the cleric gains the ability to infuse his or her weapon strikes with necrotic energy. 

Once on each of the cleric’s turns when he or she hits a creature with a weapon attack, the cleric 

can cause the attack to deal an extra 1d8 necrotic damage to the target. When the cleric reaches 

14th level, the extra damage increases to 2d8. 

Improved Reaper 

Starting at 17th level, when the cleric casts a necromancy spell of 1st through 5th level that targets 

only one creature, the spell can instead target two creatures within range and within 5 feet of each 

other. If the spell consumes its material components, the cleric must provide them for each target. 

Dread 

The Dread Domain is a Wyrlde specific domain. This domain applies to Shadow and Dread Gods, 

and is for God’s of darkness and shadow, the hidden and the unseen, despair and defeat. Dread is 

umbral, darkness, and very, very cold. 

Dread Domain Spells 

Cleric Level Spells 

1st Shadow Hands, Fey Darkness 

3rd Shuddering Sphere, Chilling Ray 

5th Slaylight, Frostburn 

7th Guardian of Faith, Wall of Despair 

9th Horror Strike, Scrying 

Bonus Cantrip 

When you choose this domain at 1st level, you gain the Darkness cantrip if you do not already 

know it. 

Warding Shadow 

Also at 1st level, you can interpose divine darkness between yourself and an attacking enemy. 

When you are attacked  by a creature within 30 feet of you that you can see, you can use your 

reaction to impose disadvantage on the attack roll, causing darkness to draw down before the 

attacker before it hits or misses. An attacker that cannot be blinded is immune to this feature. 

You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). 

You regain all expended uses when you finish a long rest. 

Channel Divinity: The Darkness before the Dawn 

Starting at 2nd level, you can use your channel divinity to harness Darkness, banishing light and 

dealing dread damage to your foes. 

As an action, you present your holy symbol, and any magical light within 30 feet of you is 

dispelled. Additionally, each hostile creature within 30 feet of you must make a constitution saving 
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throw. A creature takes Dread Damage equal to 2d10+your cleric level on a failed throw, and half 

as much damage on a successful one. A creature which has total cover is not affected. 

Improved Shadow 

Starting at sixth level, you can use your warding shadow feature when a creature that you can see 

within 30 feet of you attacks a creature other than you. 

Potent Spellcasting 

Starting at 8th level, you add your wisdom modifier to the damage you deal with any cleric cantrip. 

Umbral Wreath 

Starting at 17th level, you can use your action to activate an aura of darkness that lasts for 1 

minute or until you dismiss it using another action. You can enfold an are in a 60 foot radius in a 

darkness that does not affect you, and you dim light for 30 feet beyond that. Your enemies in the 

darkness have a disadvantage on saving throws against any spell that does Dread or Cold damage. 

Forge 

The gods of the forge are patrons of artisans who work with metal, from a humble blacksmith who 

keeps a village in horseshoes and plow blades to the mighty elf artisan whose diamond-tipped 

arrows of mithral have felled demon lords. The gods of the forge teach that, with patience and hard 

work, even the most intractable metal can be transformed from a lump of ore to a beautifully 

wrought object. Clerics of these deities search for objects lost to the forces of darkness, liberate 

mines overrun by orcs, and uncover rare and wondrous materials necessary to create potent magic 

items. Followers of these gods take great pride in their work, and they are willing to craft and use 

heavy armor and powerful weapons to protect them.  

Forge Domain Features 

Cleric Level Feature 

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

2nd Channel Divinity: Artisan’s Blessing 

6th Soul of the Forge 

8th Divine Strike (1d8) 

14th Divine Strike (2d8) 

17th Saint of Forge and Fire 

Domain Spells 

You gain domain spells at the cleric levels listed in the Forge Domain Spells table. See the Divine 

Domain class feature for how domain spells work. 

FORGE DOMAIN SPELLS 

Cleric Level Spells 

1st identify, searing smite 

3rd heat metal, magic weapon 

5th elemental weapon, protection from energy 

https://www.dndbeyond.com/spells/identify
https://www.dndbeyond.com/spells/searing-smite
https://www.dndbeyond.com/spells/heat-metal
https://www.dndbeyond.com/spells/magic-weapon
https://www.dndbeyond.com/spells/elemental-weapon
https://www.dndbeyond.com/spells/protection-from-energy
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7th fabricate, wall of fire 

9th animate objects, creation 

Bonus Proficiencies 

When you choose this domain at 1st level, you gain proficiency with heavy armor and smith’s tools. 

Blessing of the Forge 

At 1st level, you gain the ability to imbue magic into a weapon or armor. At the end of a long rest, 

you can touch one nonmagical object that is a suit of armor or a simple or martial weapon. Until 

the end of your next long rest or until you die, the object becomes a magic item, granting a +1 

bonus to AC if it’s armor or a +1 bonus to attack and damage rolls if it’s a weapon. 

Once you use this feature, you can’t use it again until you finish a long rest. 

Channel Divinity: Artisan's Blessing 

Starting at 2nd level, you can use your Channel Divinity to create simple items. 

You conduct an hour-long ritual that crafts a nonmagical item that must include some metal: a 

simple or martial weapon, a suit of armor, ten pieces of ammunition, a set of tools, or another 

metal object (see chapter 5, “Equipment,” in the Player’s Handbook for examples of these items). 

The creation is completed at the end of the hour, coalescing in an unoccupied space of your choice 

on a surface within 5 feet of you. 

The thing you create can be something that is worth no more than 100 gp. As part of this ritual, 

you must lay out metal, which can include coins, with a value equal to the creation. The metal 

irretrievably coalesces and transforms into the creation at the ritual’s end, magically forming even 

nonmetal parts of the creation. 

The ritual can create a duplicate of a nonmagical item that contains metal, such as a key, if you 

possess the original during the ritual. 

Soul of the Forge 

Starting at 6th level, your mastery of the forge grants you special abilities: 

• You gain resistance to fire damage. 

• While wearing heavy armor, you gain a +1 bonus to AC. 

Divine Strike 

At 8th level, you gain the ability to infuse your weapon strikes with the fiery power of the forge. 

Once on each of your turns when you hit a creature with a weapon attack, you can cause the 

attack to deal an extra 1d8 fire damage to the target. When you reach 14th level, the extra damage 

increases to 2d8. 

Saint of Forge and Fire 

At 17th level, your blessed affinity with fire and metal becomes more powerful: 

https://www.dndbeyond.com/spells/fabricate
https://www.dndbeyond.com/spells/wall-of-fire
https://www.dndbeyond.com/spells/animate-objects
https://www.dndbeyond.com/spells/creation
https://www.dndbeyond.com/sources/phb/equipment
https://www.dndbeyond.com/sources/phb
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• You gain immunity to fire damage. 

• While wearing heavy armor, you have resistance to bludgeoning, piercing, and slashing 

damage from nonmagical attacks. 

Grave 

Gods of the grave watch over the line between life and death. To these deities, death and the 

afterlife are a foundational part of the multiverse. To desecrate the peace of the dead is an 

abomination. Deities of the grave include ancestral spirits. Followers of these deities seek to put 

wandering spirits to rest, destroy the undead, and ease the suffering of the dying. Their magic also 

allows them to stave off death for a time, particularly for a person who still has some great work to 

accomplish in the world. This is a delay of death, not a denial of it, for death will eventually get its 

due. 

Grave Domain Features 

Cleric Level Feature 

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

2nd Channel Divinity: Path to the Grave 

6th Sentinel at Death’s Door 

8th Potent Spellcasting 

17th Keeper of Souls 

Domain Spells 

You gain domain spells at the cleric levels listed in the Grave Domain Spells table. See the Divine 

Domain class feature for how domain spells work. 

GRAVE DOMAIN SPELLS 

Cleric Level Spells 

1st bane, false life 

3rd gentle repose, ray of enfeeblement 

5th revivify, vampiric touch 

7th blight, death ward 

9th antilife shell, raise dead 

Circle of Mortality 

At 1st level, you gain the ability to manipulate the line between life and death. When you would 

normally roll one or more dice to restore hit points with a spell to a creature at 0 hit points, you 

instead use the highest number possible for each die. 

In addition, you learn the spare the dying cantrip, which doesn’t count against the number of cleric 

cantrips you know. For you, it has a range of 30 feet, and you can cast it as a bonus action. 

Eyes of the Grave 

At 1st level, you gain the ability to occasionally sense the presence of the undead, whose existence 

is an insult to the natural cycle of life. As an action, you can open your awareness to magically 

https://www.dndbeyond.com/spells/bane
https://www.dndbeyond.com/spells/false-life
https://www.dndbeyond.com/spells/gentle-repose
https://www.dndbeyond.com/spells/ray-of-enfeeblement
https://www.dndbeyond.com/spells/revivify
https://www.dndbeyond.com/spells/vampiric-touch
https://www.dndbeyond.com/spells/blight
https://www.dndbeyond.com/spells/death-ward
https://www.dndbeyond.com/spells/antilife-shell
https://www.dndbeyond.com/spells/raise-dead
https://www.dndbeyond.com/spells/spare-the-dying
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detect undead. Until the end of your next turn, you know the location of any undead within 60 feet 

of you that isn’t behind total cover and that isn’t protected from divination magic. This sense 

doesn’t tell you anything about a creature’s capabilities or identity. 

You can use this feature a number of times equal to your Wisdom modifier (minimum of once). You 

regain all expended uses when you finish a long rest. 

Channel Divinity: Path to the Grave 

Starting at 2nd level, you can use your Channel Divinity to mark another creature’s life force for 

termination. 

As an action, you choose one creature you can see within 30 feet of you, cursing it until the end of 

your next turn. The next time you or an ally of yours hits the cursed creature with an attack, the 

creature has vulnerability to all of that attack’s damage, and then the curse ends. 

Sentinel at Death’s Door 

At 6th level, you gain the ability to impede death’s progress. As a reaction when you or a creature 

you can see within 30 feet of you suffers a critical hit, you can turn that hit into a normal hit. Any 

effects triggered by a critical hit are canceled. 

You can use this feature a number of times equal to your Wisdom modifier (minimum of once). You 

regain all expended uses when you finish a long rest. 

Potent Spellcasting 

Starting at 8th level, you add your Wisdom modifier to the damage you deal with any cleric cantrip. 

Keeper of Souls 

Starting at 17th level, you can seize a trace of vitality from a parting soul and use it to heal the 

living. When an enemy you can see dies within 60 feet of you, you or one creature of your choice 

that is within 60 feet of you regains hit points equal to the enemy’s number of Hit Dice. You can 

use this feature only if you aren’t incapacitated. Once you use it, you can’t do so again until the 

start of your next turn. 

Knowledge 

This is the same as is shown in the Players Handbook. 

Life 

This is the same as is shown in the Players Handbook. 

Light 

This is the same as is shown in the Players Handbook. 

https://www.dndbeyond.com/compendium/rules/basic-rules/appendix-a-conditions#Incapacitated
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Nature 

This is the same as is shown in the Players Handbook. 

Order 

The Order domain represents discipline, as well as service to a society or an institution, whether 

that service is rendered in obedience to or enforcement of the law—civil, religious, or both.  

The ideal of order is obedience to the law above all else, rather than to a specific individual or the 

passing influence of emotion or popular rule.  

Clerics of order are typically concerned with how things are done, rather than whether an action’s 

results are just. Following the law and obeying its edicts is critical, especially when it benefits these 

clerics and their deities. More importantly, law establishes hierarchies. Those selected by the law to 

lead must be obeyed. Those who obey must do so to the best of their ability.  

In this manner, law creates an intricate web of obligations that allows society to forge order and 

security in a chaotic multiverse.  

ORDER DOMAIN FEATURES  

Cleric Level Feature 

1st Bonus Proficiency, Voice of Authority   

2nd Channel Divinity: Order’s Demand   

6th Order’s Dominion 

8th Divine Strike 

17th Order’s Wrath 

 

Domain Spells (UAO) 

You gain domain spells at the cleric levels listed in the Order Domain Spells table. See the Divine 

Domain class feature for how domain spells work. 

ORDER DOMAIN SPELLS 

Cleric Level Spells 

1st command, heroism 

3rd enhance ability, hold person 

5th mass healing word, slow 

7th compulsion, locate creature 

9th commune, dominate person 

 

BONUS PROFICIENCY  

When you choose this domain at 1st level, you gain proficiency with heavy armor.  
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VOICE OF AUTHORITY  

Starting at 1st level, you can invoke the power of law to drive an ally to attack. Immediately after 

you cast a spell on an ally using a spell slot of 1st level or higher, that ally can use their reaction to 

make one weapon attack against a target of your choice that you can see. If the spell targets more 

than one ally, you choose the ally who can make the attack.  

CHANNEL DIVINITY: ORDER’S DEMAND  

Starting at 2nd level, you can use your Channel Divinity to exert an intimidating presence over 

others. As an action, you present your holy symbol, and each creature of your choice that can see 

or hear you within 30 feet of you must succeed on a Wisdom saving throw or be charmed by you 

until the end of your next turn or until the charmed creature takes any damage. You can also 

cause any of the charmed creatures to fall prone when they fail the saving throw.  

ORDER’S DOMINION  

At 6th level, you become extraordinarily adept at channeling magical energy to compel others. 

When you cast a spell of the enchantment school using a spell slot of 2nd level or higher, you 

regain one expended spell slot. The slot you regain must be of a level lower than the spell you cast 

and can’t be higher than 5th level.  

DIVINE STRIKE  

At 8th level, you gain the ability to infuse your weapon strikes with divine energy. Once on each of 

your turns when you hit a creature with a weapon attack, you can cause the attack to deal an 

extra 1d8 force damage to the target. When you reach 14th level, the extra damage increases to 

2d8.  

ORDER’S WRATH  

Starting at 17th level, enemies you designate for destruction wilt under the combined efforts of you 

and your allies. If you deal your Divine Strike damage to a creature, that creature takes an extra 

2d8 force damage the first time each turn that any ally of yours hits it with a weapon attack. This 

benefit lasts until the start of your next turn. 

Tempest 

This is the same as is shown in the Players Handbook. 

Trickery 

This is the same as is shown in the Players Handbook. 

War 

This is the same as is shown in the Players Handbook. 
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Consecrated Spells 

The following list of spells are those which are consecrated – that is, they will only work on people, 

places, and things which are consecrated to that Deity. 

XGE 

Ceremony Holy Weapon Temple of the Gods 

PHB 

Guidance Resistance Bless 
Protection from Evil and Good Purify Food and Drink Sanctuary 
Shield of Faith Aid Enhance Ability 
Guardian of Faith Heroes’ Feast  
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DRUID 

Description 

Druids on Wyrlde are empowered by the Veil, the Void, the Vault, and the Voes that runs through 

all of them. 

The Veil, Void, and Vault are magical barriers, tests and divisions, and are sentient and powerful 

things, and connecting them all is the Voes, a “river of diamond” that connects them in a path that 

one must follow narrowly, or be destroyed in the Passages, until you come to the source of all 

things, The Well of Souls. 

Druids don’t buy into the Gods of Wyrlde, and often are very hostile to them, deeply mistrustful of 

their Priests and Clerics, as it was the Gods that nearly destroyed the world, not the people serving 

them. 

Druids revere the world around them, the heart and soul of the planet. They tend to be loners, and 

will often not present themselves as druids in the broader world, in order to protect their Enclave. 

Druids control and are controlled by Enclaves.  Some Enclaves are located in Cities, but most are 

in out of the way locations in the Wylde, locations of exceptional beauty and charm, though most 

do not have especially remarkable features (waterfalls, etc) – they are simply holy places in the 

sense of being unfettered and divine in the sense of the awe they inspire, or the calm and centered 

space. 

Many Druid Enclaves are found near the locations of Monasteries and are often on friendly terms 

with their Monks, for of all the classes, these two get along the best. Druids are ascetic, but still 

people, and as prone to enjoy a hellaciously good meal as anyone else. 

Wyrlde Druids are aware of something few others are aware of: the Fifth Element. Spirit, Aether, 

the Force – the names for it are many, but it is the motivating force that allows a person to live in 

the same way it gives a blade of grass life. They follow the path of Aether, the way of Life, the road 

of the Enclave. 

This affects little about how the class is described as functioning in the PHB, but does present 

some unique challenges in playing one. 

Creating a Druid 

When making a druid, consider why your character has such a close bond with nature.  

Perhaps your character was raised by a druid after being abandoned in the depths of a forest. 

Perhaps your character had a dramatic encounter with the spirits of nature, coming face to face 

with a giant eagle or dire wolf and surviving the experience.  

Maybe your character was born during an epic storm or a volcanic eruption, which was interpreted 

as a sign that becoming a druid was part of your character’s destiny. 
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Yet one must also determine why it is they left the Enclave, for that is both the source of a Druid’s 

power and the destiny of that druid. Druids in Wyrlde are not bound by the rules of People, but by 

deeper, more durable Truths, and this has an effect on them. 

An Ancient Halfling druid may be hundreds of years old – and never leave their Enclave, for to do 

so would allow time and tide to catch up to them. Within an Enclave, a Druid is not quite all 

powerful, but a high level druid on their home ground has more than a fighting chance against a 

dragon. 

Away from it, though, time and tide flow through them as they flow through it, and they are not 

inured to the mortal paths as they are within the enclave, so leaving it must have a good reason. 

The most common reasons for a Druid to leave an Enclave are to seek their own, for they shared 

an enclave with (an)other(s) – which reduces the power of each – or they seek to find a way to 

protect or defend an enclave, or they have felt a disturbance and must seek a way to restore the 

balance. 

Have you always been an adventurer as part of your druidic calling, or did you first spend time as 

a caretaker of a sacred grove or spring? Perhaps your homeland was befouled by evil, and you took 

up an adventuring life in hopes of finding a new home or purpose. 

Starting Age 

Race Starting Age Race Starting Age 
Dwarf  Gnome   

Elf  Half-Elf  

Human  Half-Orc  

 

Treasured Items (XGE) 

Druids may or may not have an item or two that they consider to be sacred to them, or to have 

deep personal significance.  Often, they have a deep personal attachment to these items that is 

spiritual, imbuing them with possible power, but only in circumstances unforeseeable. They are 

not magical in and of themselves, but they are of constant value, and frequently handled, fiddled 

with, studied as part of meditation. 

The table in the XGE or the tables in this book can aid in determining what the treasured items 

your druid may have. 

Guiding Aspects (XGE) 

Druids on Wyrlde have a strong connection to a guiding aspect of the natural world, and it is 

typically an element of their Enclave, tying them to it and through which they draw their powers 

and strength.  

The table in the XGE or the tables in this book can aid in determining what the treasured items 

your druid may have. 
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Mentors (XGE) 

All Druids have learned the central, secret tenets of their class from someone else, typically after at 

least a year of proving themselves to be truly within the spirit of what it means to be a druid. This 

person is their mentor. 

The table in the XGE or the tables in this book can aid in determining what the treasured items 

your druid may have. 

 

Druid Circles 

A druid can always enter the Enclave of their Master, and a Master can always enter th Enclave of 

their student – the two are linked, perpetually.  From a Druid’s Enclave, they can travel to their 

Mentor’s enclave as if it were teleportation once a month. In this way, there are chains of Enclaves 

and Druids bound by central teaching, which are often called Circles. 

These Circles are bound by traditions, rites, and customs that are unique to each of them.  The 

Circles available in the PHB and XGE are available on Wyrlde. 

Circle of the Land 

The Circles available in the PHB are available on Wyrlde. 

Circle of the Moon 

The Circles available in the PHB are available on Wyrlde. 

Circle of the Shepherd 

The Circles available in the XGE are available on Wyrlde. 

Circle of Dreams 

The Circle of Dreams as described in the XGE makes mention of the Feywild. On Wyrlde, however, 

the college taught not by the Fey, but by the priests of the Shadow God Kirin. The college is 

otherwise the same. 

Beast Shapes 

Wyrlde uses the XGE beast shapes rules for the purpose of developing a character and going 

forward. 
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MONK 

Description 

Scattered across the world in remote, difficult to get to places, 

nine Monasteries were found. They were all already standing 

when they were first discovered.  The first of these strange, 

castle-like complexes was the Monastery of Onisama. 

All of them have the same layout, are fashioned from 

seamless stone, and look identical – as if they were simply 

carved out of the mountain crags in which they reside. All of 

them have a large, stone walled vale that is part of the 

complex, and all of them have an abundance of water and 

nearby woodlands. 

Onisama, a human veteran of the last years of the God’s War, 

stumbled into the one that is named for her after having 

wandered for years.  The carvings on the wall of the Great 

Audience told the history of the world, and she found herself 

feeling a need to find a way for people to live without the constant wars and struggles – a new way 

to find peace and harmony with the world, that wasn’t dependent on the Gods. 

She lived there, alone, for nearly twenty years, listening to the wind, and from that experience 

came the Way of the Open Hand, the first Monastic tradition. First, there was one who came to her. 

Then another. And so on, and so forth, and eventually there were too many, and as she lay on her 

dying bed, she heard the Wind speak to her, and sent one of her best students to find the 

Monastery of Heart, and so has the tradition as the Master of Each Monastery has come to be 

named by the one from which they left, and each of them has learned a new Tradition from the 

Wind, or expanded the teachings of one. 

A Monk of Wyrlde is one of the students from these Monasteries, usually on the required Quest 

that all students must finish, so that they are not isolated from the world, merely removed from it.  

Monks are deeply committed to self-knowledge, self-discipline, self-reliance, and self-improvement. 

Personal Perfection through contemplative activities, rigorous training, and more. 

Often, an adventurer who leaves a Monastery has gone to seek their family, perhaps, or to taste the 

world. For one thing Monks are known for is their love of the nicer things in the world. Monks 

adore the world as it is, the beauty of the world, the natural power and grace in it, and they do not 

give much thought or consideration to the Gods, at all. Like Druids and Sorcerers, they are not 

interested in turning to the Gods, for they are the source of much harm and hate in the world. 
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Creating a Monk 

Your Monk character has a choice of locations where they trained – one of the nine monasteries 

scattered around the Bright Lands. Monks may have come from somewhere else, but if they were 

born near the monastery, then they originate in that ethnicity. 

Monasteries 

ONISAMA MONASTERY 

Located in Shangrila, it is the oldest of the traditions, and one of two where the Way of the Open 

Hand is taught. 

HEART MONASTERY 

Located deep in the mountains west of Dorado, the Heart is named after the guiding principal that 

its founder followed, which is to have an open heart.  They teach the Way of the Open Hand here, 

and this is the only monastery were halflings are able to train, being on the border between 

Hyboreal and Dorado. 

BLOOD MONASTERY 

In the mountains west of Thule, on a spur that is approachable only by a narrow stone path, lies 

the Monastery of Blood, where the Way of the Four Elements is taught. Blood is sacred here, and 

there is a command that it never be shed within the walls of the complex, lest nature strike down 

the rulebreaker. 
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THUNDER MONASTERY (F) 

In the mountains southwest of Durango, lies the very 

competitive Monastery of Thunder, sometimes called 

Thunder Rock.  When Di’ne of Thule was told to find 

the monastery, she wandered for seven years, following 

the sound of Thunder, until she came to the seemingly 

unyielding walls of the cloud wrapped place she would 

call home for the rest of her long life. Two things are 

special about Thunder Rock; first, it only allows women 

within its walls. No man is permitted to set foot on the 

lands.  Legend has it this is because Di’ne was badly 

treated b the monks of her original temple, but some 

have said it is because of how she was treated in her 

travels. The second thing is that here they teach the 

Way of the Four Elements, that they can resist the 

incursion of the Wasting that seeks to cross to the 

Bright Lands. 

ERIDIAN MONASTERY (M) 

In a vast sunken region on a spur southwest of Aztlan 

and southeast of Durango lies the Eridian Monastery, 

where B’rus t’Lian, once the Scion of Aztlan and in line for the throne, found home and purpose 

and reason.  Eridian holds yearly, friendly competitions with Thunder Rock, and like them has a 

requirement that only men are allowed within the walls. Eridian follows the Way of the Drunken 

Master, and teaches that moderation is a source of great personal power. 

WAVES MONASTERY 

In a moment when moderation was not on the table, Ducati of Thule managed to get genuinely 

drunk and started a rowdy fight over a woman from a nearby town, and so the next day found 

himself called by the wind to found the next Monastery.  He wandered for a full fortnight before 

coming to the complex of the water, where he teaches the Lemurians that would come the Way of 

the Drunken Master, with a peculiar twist. It is said he has not had a drink since his exile, and 

that his style comes from the waves that beat upon the walls and the floors and the sprays upon 

the roofs of the Waves Monastery in Lemuria’s eastern mountains, perched on a basalt cliff 

overlooking the vastness of The Sea of Storms. 

DRAGYN MONASTERY 

Most monasteries eschew weapons for the most part, though they are not unwilling to take them 

up. Dragyn monastery was founded by Kensei, who was called from his training following his 

victories in a Match of Champions in mid-strike and listened to the wind as it led him into the 

world. The wind carried him into the mountains to the far northeast, and there he found a 

monastery marked by a dragon and two polearms crossed within its jaws upon the door, and he 

took up the arts that have become the Way of Kensei. Dragyn Monastery has not participated in a 

Match of Champions. It is said they are too far from the Path. 
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BURNING MONASTERY 

In the heart of the sand desert north of Shangrila lies an oasis that is the home of the Burning 

Monastery and the Town of Sande, carved into the rocks that jut from the ground like stone 

mushrooms. The Burning Monastery is a hot, arid, dusty place, where many have come to bathe in 

its warm springs and cold springs that support the town, while others have come to follow the Way 

of the Sun Soul in a place nearest it. 

WIND MONASTERY 

South of Shangrila, in the mountains between it and Lemuria, there lies a pass that has a wall 

across it, for that pass travels through the Monastery of the Wind.  Windhome, it is called by 

Lemurians, Windswept it is called by Shangs, and Vale of Passage it is called by those who follow 

the Way of the Long Death, while they also apparently do a brisk business in guarding the caravan 

route that uses the pass. The stone of the Monastery of wind is black and shiny, like obsidian, but 

strong and featureless. Unlike other Monasteries, its walls have no carvings, for to date nothing 

has been able to pierce the stone.  It the main courtyard, a single spire of black stone rises, and 

somehow inscribed in it is a message in Ancient, that declares the breaker of the stone to be the 

Master of Winds. 

The Match of Champions 

B’rus and Di’ne were both disciples of Chan Tien, who was, for a time, the Master of Onisama. 

Each came to favor a different Way, and each felt that their way was the strongest, and so the 

Match of Champions was founded, taking place once every seven years. While these days all the 

Monasteries take part, it was started between Eridian and Thunder Rock, and the absolute loser of 

each event hosts the next event.  The next Match is scheduled to be held soon, at Heart Monastery, 

which is rumored to have thrown the previous Match – their five fighters were all injured in the 

journey, with one dying soon after they arrived. The Monks themselves swear they were set upon 

by Devils seeking to use the match for an evil scheme, but this is likely merely an excuse for their 

poor performance. 

Starting Age 

Those studying in a monastery are subject to long hours of learning and dedication and must 

reach at least an adept level in their skills before they leave, requiring at least ten years. 

Fortunately, your Monk has most likely been raised by them, and started learning early. 

If your Monk came to the monastery late in life, your age is based on ten years after you arrived, 

which is at least five years after you reached adulthood for your race. 

Race Starting Age Race Starting Age 
Dwarf 50 Gnome  20 

Elf 100 Half-Elf 25 

Human 20 Half-Orc 20 

Halfling 15 (only Heart Monastery) 
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Monastic Traditions 

The Following Monastic Traditions are available. There is one from the Sword Coast Adventurers 

Guide (SCAG) that is presented here following the table. 

Tradition Monasteries Locations Notes 
Way of the Open Hand Onisama, Heart  Shangrila, Dorado Y (Shangrila) 

Way of the Four Elements Blood, Thunder (F) Thule, Durango Y (Thule) 

Way of the Drunken Master Eridian(M), Waves Aztlan, Lemuria N 

Way of the Kensei Dragyn Shangrila N 

Way of the Sun Soul Burning Shangrila N 

Way of the Long Death Wind Shangrila/Lemuria Y 

Way of the Long Death 

Monks of the Way of the Long Death are obsessed with the meaning and mechanics of dying. They 

capture creatures and prepare elaborate experiments to capture, record, and understand the 

moments of their demise. They then use this knowledge to guide their understanding of martial 

arts, yielding a deadly fighting style. 

Touch of Death 

Starting when you choose this tradition at 3rd level, your study of death allows you to extract 

vitality from another creature as it nears its demise. When you reduce a creature within 5 feet of 

you to 0 hit points, you gain temporary hit points equal to your Wisdom modifier + your monk level 

(minimum of 1 temporary hit point). 

Hour of Reaping 

At 6th level, you gain the ability to unsettle or terrify those around you as an action, for your soul 

has been touched by the shadow of death. When you take this action, each creature within 30 feet 

of you that can see you must succeed on a Wisdom saving throw or be frightened of you until the 

end of your next turn. 

Mastery of Death 

Beginning at 11th level, you use your familiarity with death to escape its grasp. When you are 

reduced to 0 hit points, you can expend 1 ki point (no action required) to have 1 hit point instead. 

Touch of the Long Death 

Starting at 17th level, your touch can channel the energy of death into a creature. As an action, 

you touch one creature within 5 feet of you, and you expend 1 to 10 ki points. The target must 

make a Constitution saving throw, and it takes 2d10 necrotic damage per ki point spent on a failed 

save, or half as much damage on a successful one. 

 

  

https://www.dndbeyond.com/compendium/rules/basic-rules/appendix-a-conditions#Frightened
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PALADIN 

Description 

The Paladins of Wyrlde are driven, empowered, and enabled by the sacrifice of their Sacred Oaths, 

which contain immense power. Paladins do not necessarily serve a God, yet few and far between 

are the ones who have not spoken of hearing that calling before they found themselves on the Path 

towards taking the Vow and the Oath. 

Paladins take their Oaths at 3rd level, but they take a Vow at 1st – sort of like a practice run. The 

taking of both the Vow and the Oath are ritual ceremonies, usually overseen by a Priest, Cleric, 

Paladin, or similar person with a connection to The Powers That Be. A spell is cast, and in that 

process, they are bound to the Vow (without much consequence) or to the Oath (with enormous 

consequence and horror) for their lifespans. 

It should be noted that while Paladins can multiclass, they can never give up being a Paladin or 

following the tenets of their oath once they take the Oath, without suffering. The Oath of a Paladin 

is for life and should never be taken lightly – by the Paladin themselves, or anyone around them. 

Creating a Paladin 

Paladins can come from anywhere, but not all Paladins are alike. Paladins start later in life than 

others, in part because all Paladins undergo some transformative experience, an Ordeal which 

forges them into the type of people who can forge a pact through the taking of an Oath that 

changes the very nature of their lives. 

Race Starting Age Race Starting Age 
Dwarf 65 Gnome  25 

Elf 125 Half-Elf 35 

Human 23 Half-Orc 27 

Halfling 18  

 

Paladins also have four aspects to them that give them challenge. 

Personal Goal 

This is a goal that lies beneath all the other stuff that feeds into the desire behind a Paladin. IT is a 

goal that drives them through their Vow, becoming a sustained force that feeds into their taking of 

the Oath. 

What is your goal? 

Symbol 

All Paladins have a symbol that exemplifies and symbolizes the Oath they have taken and 

communicates that to those around them, and especially those in opposition to them. 

What is your symbol? 
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Nemesis 

There seems to be a greater power in the world that seeks to create a sense of balance, a structure 

that ensures that for everything as good and true as a Paladin, there is an evil and corrupt nemesis 

that will be called on to stand against them. Paladins are made aware of this the moment their 

Sacred Oath is taken, and thereafter must always find a way to oppose and defeat their Nemesis. 

Who and what is your nemesis? 

Temptation 

The most terrifying thing in the universe that one can hurl at a Paladin is temptation. As mortal 

beings, Paladins are subject to the flaws and weaknesses of all people, and only their Will can ever 

serve to resist such. 

What is the temptation that your character faces? 

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 

SKILLS: Firearms, Explosives 

Sacred Oaths 

The Oaths that can be found in the PHB and XGE are all found on Wyrlde. There are, however, 

some oaths that require some aspects of the setting to determine where they can and cannot be 

taken. 

There is also a horrific penalty for breaking the Oath, one which twists the mind and spirit and 

very flesh of the Paladin, weakening them physically and slowly consuming their soul. 

Sacred Oath Available Restrictions Source 

Oath of The Ancients Any  PHB 

Oath of Chivalry Any  TWB 

Oath of Conquest Prussia, Shangrila No Halflings XGE 

Oath of the Crown Prussia, Thule, Aztlan No Halflings SWAG 

Oath of Devotion Any  PHB 

Oath of Redemption Any  XGE 

Oath of Roland Dorado Must be a native and a noble TWB 

Oath of Vengeance Any  PHB 

 

Oath of The Ancients 

This Oath remains as it is in the PHB. 
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Oath of Chivalry 

These Paladins seek to uphold a tradition that some have said 

predates the World itself.  They follow the path of Arturia, called the 

First Paladin. Arturia was a sherpherd’s daughter, who fought to be 

recognized as worthy as a soldier in the God’s War. She rose in the 

ranks, and went through many trials, including a time when she was 

unable to even touch a weapon. She eventually rose to become the 

First Paladin, and her story and her cause endures to this day, a 

beacon for those who would think to do harm to those lesser than 

them. Chivalrous Paladins are not Knights, they are the example 

that Knights are said to strive for. 

Those Paladins who have taken the Oath of Chivalry serve not a Lord 

or noble, no leader nor potential tyrant. They serve the people, and, 

first and foremost, they serve the people who are served the least. 

They are seekers of equanimity, equality, and equilibrium for all people. 

Tenets of Chivalry 

• Liberality Be generous and tolerant. To fight for the welfare of all. Share resources, 

especially with those who have the most need. 

• Good faith Be honest and keep promises. At all times to speak with honesty and 

truthfulness. 

• Courtesy Treat others with respect despite how they treat you. Give honor to those above 

your station. Earn the respect of those below your station. Never to refuse a challenge from 

an equal. Never to turn the back upon a foe. Always mind your manners. 

• Lawfulness Laws exist to bring prosperity to those under them. Unjust laws must be 

overturned or changed in a reasonable fashion. 

• Humility Do not boast or accept rewards undue to you. To despise pecuniary reward. Lead 

by example. Let your deeds speak your intentions.  

• Good-temperedness Render service cheerfully and without disdain. To eschew unfairness, 

meanness and deceit. To refrain from the wanton giving of offence 

• Wisdom Cause the most good through the least harm. To serve the people in valor and 

faith. To see beyond the rote to the heart. Love is precious and to be defended. 

• Piety To fear the Gods and maintain Their Temples. To keep faith. Be faithful to the 

precepts of your god 

• Kindness Protect the weak. Grant mercy to those who seek redemption. To protect the weak 

and defenseless. To give succor (aid and support) to widows and orphans. 

• Honor Hold true to the code. Death before dishonor. To guard the honor of fellow warriors. 

To respect the honor of women. To persevere to the end in any enterprise begun. 
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Oath Spells 

All Chivalric Paladins can call Holy Light up to three times per day. It centers on one of their 

hands, and they cannot use that hand for anything but that light, which fills an area 30 feet with 

bright light, but only 10 feet after that with dim light. 

Paladin Level Spells 

3rd command, compelled duel 

5th warding bond, zone of truth 

9th aura of vitality, spirit guardians 

13th banishment, guardian of faith 

17th circle of power, geas 

Channel Divinity 

When you take this oath at 3rd level, you gin the following two divinity options. 

LIGHT OF HOPE 

As an action, you can have your light bring advantage to those within 10 feet of you on all 

rolls for 1 minute. This can only be done once, and requires a long rest to recharge it. 

RAY OF HOPE 

As an action, you can raise your weapon or shield and have it emit a strong, bright light in a 

30 foot cone that will dispel illusions and glamours and reveal to you those hidden behind 

cover for 1 minute. 

Chivalric Aura 

Beginning at 7th level, you and friendly creatures within 15 feet have resistance to Charm, Curse, 

and Harm spells. 

Purity of Spirit 

Beginning at 15th level, you are always under the effects of a Protection from Evil and Good spell. 

Legendary Defender 

At 20th level, you can assume the form of mythic hero, your skin suffusing with light, your hair 

floating and arcing with electric-like discharges, your weapons suffused with light, your armor 

gleaming, and a light wind around you wherever you go. This light shines from you in a ten foot 

radius as a bright light, and a dim light for another ten feet. 

For your action, you undergo a transformation. For one minute, you gain the following benefits: 

At the start of each of your turns, you regain 10 hit points. 

https://www.dndbeyond.com/spells/command
https://www.dndbeyond.com/spells/compelled-duel
https://www.dndbeyond.com/spells/warding-bond
https://www.dndbeyond.com/spells/zone-of-truth
https://www.dndbeyond.com/spells/aura-of-vitality
https://www.dndbeyond.com/spells/spirit-guardians
https://www.dndbeyond.com/spells/banishment
https://www.dndbeyond.com/spells/guardian-of-faith
https://www.dndbeyond.com/spells/circle-of-power
https://www.dndbeyond.com/spells/geas
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Whenever you cast a paladin spell that has a casting time of one action, you can cast it as a bonus 

action instead. 

Enemy creatures within 30 feet of you must save at a disadvantage or take 1d10 additional 

damage from any damage you do. 

Once you use this feature, you can’t use it again until after a long rest. 

Oath of Conquest 

This Oath remains as it is in the XGE. 

Oath of the Crown (SWAG) 

The Oath of the Crown is sworn to the ideals of civilization, be it the spirit of a nation, fealty to a 

sovereign, or service to a deity of law and rulership. The paladins who swear this oath dedicate 

themselves to serving society and the just laws that hold society together. These paladins are the 

watchful guardians on the walls, standing against the chaotic tides of barbarism that threaten to 

tear down all that civilization has built, and are commonly known as guardians, exemplars, or 

sentinels. Often, paladins who swear this oath are members of an order of knighthood in service to 

a sovereign and undergo their oath as part of their admission to the order’s ranks. 

Tenets of the Crown 

The tenets of the Oath of the Crown are often set by the sovereign to which their oath is sworn, but 

generally emphasize the following tenets. 

Law. The law is paramount. It is the mortar that holds the stones of civilization together, and it 

must be respected. 

Loyalty. Your word is your bond. Without loyalty, oaths and laws are meaningless. 

Courage. You must be willing to do what needs to be done for the sake of order, even in the face of 

overwhelming odds. If you don’t act, then who will? 

Responsibility. You must deal with the consequences of your actions, and you are responsible for 

fulfilling your duties and obligations. 

Oath Spells 

You gain oath spells at the paladin levels listed. 

Oath of the Crown Spells 

Paladin Level Spells 

3rd command, compelled duel 

5th warding bond, zone of truth 

https://www.dndbeyond.com/spells/command
https://www.dndbeyond.com/spells/compelled-duel
https://www.dndbeyond.com/spells/warding-bond
https://www.dndbeyond.com/spells/zone-of-truth
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9th aura of vitality, spirit guardians 

13th banishment, guardian of faith 

17th circle of power, geas 

Channel Divinity 

When you take this oath at 3rd level, you gain the following Channel Divinity options. 

CHAMPION CHALLENGE 

As a bonus action, you issue a challenge that compels other creatures to do battle with you. 

Each creature of your choice that you can see within 30 feet of you must make a Wisdom 

saving throw. On a failed save, a creature can’t willingly move more than 30 feet away from 

you. This effect ends on the creature if you are incapacitated or die or if the creature is more 

than 30 feet away from you. 

TURN THE TIDE.  

As a bonus action, you can bolster injured creatures with your Channel Divinity. Each 

creature of your choice that can hear you within 30 feet of you regains hit points equal to 

1d6 + your Charisma modifier (minimum of 1) if it has no more than half of its hit points. 

Divine Allegiance 

Starting at 7th level, when a creature within 5 feet of you takes damage, you can use your reaction 

to magically substitute your own health for that of the target creature, causing that creature not to 

take the damage. Instead, you take the damage. This damage to you can’t be reduced or prevented 

in any way. 

Unyielding Spirit 

Starting at 15th level, you have advantage on saving throws to avoid becoming paralyzed or 

stunned. 

Exalted Champion 

At 20th level, your presence on the field of battle is an inspiration to those dedicated to your cause. 

You can use your action to gain the following benefits for 1 hour: 

• You have resistance to bludgeoning, piercing, and slashing damage from nonmagical 

weapons. 

• Your allies have advantage on death saving throws while within 30 feet of you. 

• You have advantage on Wisdom saving throws, as do your allies within 30 feet of you. 

This effect ends early if you are incapacitated or die. Once you use this feature, you can’t use it 

again until you finish a long rest. 

https://www.dndbeyond.com/spells/aura-of-vitality
https://www.dndbeyond.com/spells/spirit-guardians
https://www.dndbeyond.com/spells/banishment
https://www.dndbeyond.com/spells/guardian-of-faith
https://www.dndbeyond.com/spells/circle-of-power
https://www.dndbeyond.com/spells/geas
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Oath of Devotion 

This Oath remains as it is in the PHB. 

Oath of Redemption 

This Oath remains as it is in the XGE. 

Oath of Roland 

Roland was a Paladin who stood firm against a curse from a Devil, 

even though it cost him his friends, his home, and his heart. Roland 

ended up pursuing this Devil into the desert north of Dorado after his 

mother was seduced and slain by the devil and his father, The Duke, 

was driven mad. 

Paladins who take the Oath of Roland gain the firearms proficiency, 

and can only choose one skill, as the other is taken up by 

Ammunition Crafting. This is because the firearms they carry are the 

finest in the world, and not encumbered by the usual restrictions, 

and so they are a very unique kind of Paladin. 

Paladins who take this Path must always originate in Dorado and it is 

in the Hall in Dorado that they must make their Oaths, after having proven themselves worthy of 

the honor, and able to bear the burden. 

Paladins who seek to take this oath are peacekeepers, and mediators in disputes. In this world, 

metal is scarce, so pistols like these are few; thus, the Oath can only be given to a select few.  

These people, all of them of noble blood, were rigorously trained from the age of six for their role 

from early childhood to adulthood, performing near-superhuman feats of strength, endurance, and 

concentration while also being taught the highest knowledge of their time.  

One could forsake the training and remain an aristocrat. If they did, they were free to stay in their 

homeland, but would never become a Paladin.  

But one who did take the final test, single combat with his physical instructor, and failed it, would 

not be given a second chance. Rather, they would be disowned and sent west into exile.  

Tenets of Roland 

The tenets of Roland are very difficult to walk, and even less enjoyable should things go bad. 

Paladins who swear this Oath must abide, wholly, by the ten Laws: 

1. You are the Way. Never forget the face of your father, always remembering where you came 

from and what you learned, and you will always honor your father. 
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2. You are the Way. Your actions reveal you, for actions speak louder than words, and words 

are how deception is performed. Always speak the truth as you know it, being honest, being 

true to your word, yet never speak more than is needed. 

3. You are the Way. Once begun, be it a task great or small, or path winding or straight, you 

must always finish it; your Oath is your Way. To break faith with your Way is to break your 

Sacred Oath, and to cast aside your Word and Bond. 

4. You are the Way. Always Stand before Evil, and pursue it no matter where it goes when it 

flees, for Evil will always flee so that it may return; you must be the implacable Foe, the 

unending Way and Path of the Endings. 

5. You are the Way. Your weapons are death, and you must always recognize and understand 

this. Your Way is always going to be filled with death, and your burden is to bear it quietly 

and strongly; never speak ill of the dead, nor speak ill to living; never forget a courtesy that 

is due nor a wrong that is done and awaits punishment. 

6. You are the Way. You do not aim with your hand; he who aims with his hand has forgotten 

the face of his father. You aim with your eye. You do not shoot with your hand; she who 

shoots with her hand has forgotten the face of her mother. You shoot with your mind. You 

do not kill with your pistol; they who kill with their pistol has forgotten the face of their 

parent. You kill with your heart. 

7. You are the Way. Your Way is to protect and to defend, to serve and to support, to aid and 

to assist. Your path is the Righteous, and you will serve The Nine and oppose the Five, and 

your blood is the offering and your life is the sacrifice. 

8. You are the Way. You have come for a serious purpose, you have come as an outcast, and 

so you will return should you fail your Oath. Your Way is your Ordeal, your Path is your 

Oath, your Heart is surrendered, to never love nor be loved, to never take nor be taken. 

9. You are the Way. You are the Instrument, You are the Path. You are the Compassion and 

the Caring, the Guardian; Let no evil be left unmarked by your passing and your presence. 

10. You are the Way. Your Way cares not for the number, merely the presence; Your Way 

worries not for the future, only the present; Your Way bears the past with you, and in you 

resides all that we are, and all that we can be. You are the Way. 

Oath Spells 

Paladin Level Spells 

1st Guidance, Resistance 

5th Create or Destroy Water, Healing Word 

10th Enhance Ability, Spiritual Weapon 

15th Create Food And Water, Speak with Dead 

20th Locate Creature, Freedom of Movement 

 

Channel Divinity 

When you take this Oath, you lose the Divine Smite ability, but you gain both of these Channel 

Divinity Options. 
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FAST RELOAD: This feature starts at 3rd level and allows the Paladin to reload one pistol without 

expending a turn, using one hand. 

TWO GUNS: This feature starts at 5th level and extends the fast reload skill to both hands while also 

enabling you to use a pistol in each hand. 

These features only apply to pistols. IF not using pistols, the Paladin does not gain any benefit. 

Smiting 

At 10th Level, when firing on an enemy, you can expend on spell slot so that each round from the 

Paladin’s weapons causes an additional 1d6 of damage. This amount does not increase with levels. 

Guardian of the Way 

Starting at 15th level, when you are reduced to 0 hit points and not killed outright, you can choose 

to drop to 1 hit point instead. Once you use this ability, you can’t use it again until you finish a 

long rest. 

Mastery of The Way 

At 20th level, you can harness the power of The Whills, and become an Avatar, gaining the following 

benefits for 1 minute: 

• You have resistance to all damage 

• When you take an attack action on your turn, you can make one additional attack as part of 

that action. 

• Your weapon attacks score a critical hit on a 19 or 20 on the d20. 

Once you use this feature, you cannot use it again until after a long rest. 

Oath of Vengeance 

This Oath remains as it is in the PHB. 
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RANGER 

Description 

The Rangers of Wyrlde are the remnants of a long lost order of warriors who fought on the far side 

of the battle lines in the God’s War. They, themselves, know it only as a tradition, one that 

stretches back as long as possible. This is akin to the way we view the stories of King Arthur – it is 

a noble and ancient way of doing things whose origins are probably mythical, possibly with some 

truth to it, but who really knows. 

Rangers patrol the Wylde, either solo in small groups of never more than seven. They have an 

especially fierce loathing for Goblins and Kobolds, and their training incorporates much of this. 

Rangers are usually the first people to identify an incursion, a warren, or similar places where the 

Dread races are making an appearance; if they do their job well, they will be the only ones that 

know. 

Rangers tend to value the idea of anonymous defense, for they see themselves as the protectors of 

both civilization and the Wylde, having gone more native than they will admit over the centuries, 

and becoming less inclined to live or visit cities. 

Rangers usually come out of Villages or Towns, not Cities, and are by and large the same as the 

PHB and XGE options. 

Creating a Ranger 

Creating a Ranger is the same, with the additions of starting age and Favored Enemies. 

Race Starting Age Race Starting Age 
Dwarf 65 Gnome  25 

Elf 125 Half-Elf 35 

Human 23 Half-Orc 27 

Halfling 18  

 

Favored Enemies Options 

On Wyrlde, Rangers get both the type of favored enemy and the two races bonuses. 

Rangers can choose any one of the following Monster Types as an enemy:  

Aberrations Dragons Monstrosities 

Beasts Elementals Oozes 

Constructs Fiends Plants 

In addition to this, all Rangers have Goblins and Kobolds as favored enemies. 

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 
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SKILLS: Firearms, Explosives 

Archetypes 

All Archetypes in the PB and XGE are available. 
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ROGUE 

Description 

Ah, the Rogue. Like the Warrior, Rogues are a core component, and offer many useful tools and 

tricks o the trade, while also often being way too charming or intimidating. Rogues start the 

youngest of all the classes, because nearly all that Rogues learn comes from the way they make 

their own path in life. 

Creating a Rogue 

Creating a Rogue is the same as in the PHB, beyond the following. 

Race Starting Age Race Starting Age 
Dwarf 15 Gnome  12 

Elf 20 Half-Elf 12 

Human 11 Half-Orc 11 

Halfling 8  

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 

SKILLS: Firearms, Explosives 

Roguish Archetypes 

Rogues in Wyrlde have the following Roguish Archetype options, in addition to those in the PHB 

and XGE. 

Mastermind 

Your focus is on people and on the influence and secrets they have. Many spies, courtiers, and 

schemers follow this archetype, leading lives of intrigue. Words are your weapons as often as 

knives or poison, and secrets and favors are some of your favorite treasures. 

Master of Intrigue 

When you choose this archetype at 3rd level, you gain proficiency with the disguise kit, the forgery 

kit, and one gaming set of your choice. You also learn two languages of your choice. 

Additionally, you can unerringly mimic the speech patterns and accent of a creature that you hear 

speak for at least 1 minute, allowing you to pass yourself off as a native speaker of a particular 

land, provided that you know the language. 
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Master of Tactics 

Starting at 3rd level, you can use the Help action as a bonus action. Additionally, when you use 

the Help action to aid an ally in attacking a creature, the target of that attack can be within 30 feet 

of you, rather than 5 feet of you, if the target can see or hear you. 

Insightful Manipulator 

Starting at 9th level, if you spend at least 1 minute observing or interacting with another creature 

outside combat, you can learn certain information about its capabilities compared to your own. 

The DM tells you if the creature is your equal, superior, or inferior in regard to two of the following 

characteristics of your choice: 

• Intelligence score 

• Wisdom score 

• Charisma score 

• Class levels (if any) 

At the DM’s option, you might also realize you know a piece of the creature’s history or one of its 

personality traits, if it has any. 

Misdirection 

Beginning at 13th level, you can sometimes cause another creature to suffer an attack meant for 

you. When you are targeted by an attack while a creature within 5 feet of you is granting you cover 

against that attack, you can use your reaction to have the attack target that creature instead of 

you. 

Soul of Deceit 

Starting at 17th level, your thoughts can’t be read by telepathy or other means, unless you allow it. 

You can present false thoughts by making a Charisma (Deception) check contested by the mind 

reader’s Wisdom (Insight) check. 

Additionally, no matter what you say, magic that would determine if you are telling the truth 

indicates you are being truthful, if you so choose, and you can’t be compelled to tell the truth by 

magic. 

Swashbuckler 

You focus your training on the art of the blade, relying on speed, elegance, and charm in equal 

parts. While some warriors are brutes clad in heavy armor, your method of fighting looks almost 

like a performance. Duelists and pirates typically belong to this archetype. 

A Swashbuckler excels in single combat and can fight with two weapons while safely darting away 

from an opponent. 
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Fancy Footwork 

When you choose this archetype at 3rd level, you learn how to land a strike and then slip away 

without reprisal. During your turn, if you make a melee attack against a creature, that creature 

can’t make opportunity attacks against you for the rest of your turn. 

Swashbucklers and two-weapon fighting 

The Swashbuckler relies on a good understanding of the D&D rules to realize its potential, specifically when it comes to 

fighting with two weapons. Other characters must use an action to Disengage if they want to escape a melee, but the 

Fancy Footwork feature of the Swashbuckler bundles a more limited version of Disengage within your attack. This allows 

you to use your bonus action to fight with two weapons, and then safely evade each foe you attacked. 

Rakish Audacity 

Starting at 3rd level, your unmistakable confidence propels you into battle. You can add your 

Charisma modifier to your initiative rolls. 

In addition, you don’t need advantage on your attack roll to use your Sneak Attack if no creature 

other than your target is within 5 feet of you. All the other rules for the Sneak Attack class feature 

still apply to you. 

Panache 

At 9th level, your charm becomes extraordinarily beguiling. As an action, you can make a 

Charisma (Persuasion) check contested by a creature’s Wisdom (Insight) check. The creature must 

be able to hear you, and the two of you must share a language. 

If you succeed on the check and the creature is hostile to you, it has disadvantage on attack rolls 

against targets other than you and can’t make opportunity attacks against targets other than you. 

This effect lasts for 1 minute, until one of your companions attacks the target or affects it with a 

spell, or until you and the target are more than 60 feet apart. 

If you succeed on the check and the creature isn’t hostile to you, it is charmed by you for 1 minute. 

While charmed, it regards you as a friendly acquaintance. This effect ends immediately if you or 

your companions do anything harmful to it. 

Elegant Maneuver 

Starting at 13th level, you can use a bonus action on your turn to gain advantage on the next 

Dexterity (Acrobatics) or Strength (Athletics) check you make during the same turn. 

Master Duelist 

Beginning at 17th level, your mastery of the blade lets you turn failure into success in combat. If 

you miss with an attack roll, you can roll it again with advantage. Once you do so, you can’t use 

this feature again until you finish a short or long rest. 
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SORCERER 

Description 

Sorcerers did not appear on Wyrlde until after the God’s War. Most Sorcerers have ties to the 

Shadowlands, Feywild, Elemental Planes, or the Dread Domain. 

Creating a Sorcerer 

Creating a sorcerer is the same as in the PHB. 

Race Starting Age Race Starting Age 
Dwarf 35 Gnome  21 

Elf 100 Half-Elf 30 

Human 21 Half-Orc 19 

Halfling 15  

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 

SKILLS: Firearms, Explosives 

Sorcerous Origins 

The existing Sorcerous Origins are tied to the assorted Planes as listed below. 

Origin Plane Involved Notes 

Divine Soul  Dread Domain  

Draconic Bloodline Planes of Earth, Water  

Shadow Magic Shadowlands  

Storm Sorcery Planes of Air, Fire  

Wild Magic Feywild  

 

In addition to the options in the PHB and the XGE, PCs in Wyrlde have the additional Sorcerous 

Origins. 

Storm Sorcery 

Your innate magic comes from the power of elemental air. Many with this power can trace their 

magic back to a near-death experience linked to a storm, but perhaps you were born during a 

howling gale so powerful that folk still tell stories of it, or your lineage might include the influence 

of potent air creatures such as a djinn. Whatever the case, the magic of the storm permeates your 

being. 
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Storm sorcerers are invaluable members of a ship’s crew. Their magic allows them to exert control 

over wind and weather in their immediate area. Their abilities also prove useful in repelling attacks 

by pirates and other waterborne threats.  

Wind Speaker 

The arcane magic you command is infused with elemental air. You can speak, read, and write 

Primordial. (Knowing this language allows you to understand and be understood by those who 

speak its dialects: Aquan, Auran, Ignan, and Terran.) 

Tempestuous Magic 

Starting at 1st level, you can use a bonus action on your turn to cause 

whirling gusts of elemental air to briefly surround you, immediately before 

or after you cast a spell of 1st level or higher. Doing so allows you to fly up 

to 10 feet without provoking opportunity attacks. 

Heart of the Storm 

At 6th level, you gain resistance to lightning and thunder damage. In 

addition, whenever you start casting a spell of 1st level or higher that deals 

lightning or thunder damage, stormy magic erupts from you. This eruption 

causes creatures of your choice that you can see within 10 feet of you to 

take lightning or thunder damage (choose each time this ability activates) 

equal to half your sorcerer level. 

Storm Guide 

At 6th level, you gain the ability to subtly control the weather around you. 

If it is raining, you can use an action to cause the rain to stop falling in a 

20-foot-radius sphere centered on you. You can end this effect as a bonus 

action. 

If it is windy, you can use a bonus action each round to choose the 

direction that the wind blows in a 100-foot-radius sphere centered on you. 

The wind blows in that direction until the end of your next turn. This 

feature doesn’t alter the speed of the wind. 

Storm’s Fury 

Starting at 14th level, when you are hit by a melee attack, you can use your reaction to deal 

lightning damage to the attacker. The damage equals your sorcerer level. The attacker must also 

make a Strength saving throw against your sorcerer spell save DC. On a failed save, the attacker is 

pushed in a straight line up to 20 feet away from you. 

Wind Soul 

At 18th level, you gain immunity to lightning and thunder damage. 

https://media-waterdeep.cursecdn.com/attachments/1/593/scag04-12.png
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You also gain a magical flying speed of 60 feet. As an action, you can reduce your flying speed to 

30 feet for 1 hour and choose a number of creatures within 30 feet of you equal to 3 + your 

Charisma modifier. The chosen creatures gain a magical flying speed of 30 feet for 1 hour. Once 

you reduce your flying speed in this way, you can’t do so again until you finish a short or long rest. 
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WARLOCK 

Description 

Warlocks tread a dangerous path, for in Wyrlde, Pacts have power and consequences that are far 

reaching. There are countless possibilities for the being one has a Pact with, but in Wyrlde that 

pact must be known. 

Warlocks in Wyrlde are daring The Powers That Be with everything they do, and often do so 

through various forms of blackmail – but many also find themselves offered a deal, a temptation or 

arrangement, both aware o the moment it happens and also unaware, tricked by some Power for 

their own purposes. 

This is especially true among the Shadowlands and the Feywild. A Fell Lord may offer a blessing to 

someone, who in turn thanks them for it, and the pact is struck. 

Creating a Warlock 

Warlocks must adopt the features of their class from the XGE regarding their Patron’s attitude, 

Terms of the pact, and Mark. 

They start at the following ages: 

Race Starting Age Race Starting Age 
Dwarf 35 Gnome  20 

Elf 90 Half-Elf 25 

Human 15 Half-Orc 20 

Halfling 18  

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 

SKILLS: Firearms, Explosives 

Otherworldly Patrons 

It should be noted that the Powers do not always represent themselves truthfully. What one may 

think is a Great Old One may in fact be a bargain with Pallor of The Five, or it could just as easily 

be with Paragon or a Lord of the Five Hells. That said, here is a list of possible (probable) Patrons 

and their possible Patronages: 

Patron Patronage A Patronage B Patronage C 

 Archfey   

 The Fiend   

 The Great Old One   

 Celestial   

 Hexblade   

 Undying   
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Warlocks have all the patronages listed in the PHB and XGE, as well as the additional one below. 

The Undying 

Death holds no sway over your patron, who has unlocked the secrets of everlasting life, although 

such a prize — like all power — comes at a price. Once mortal, the Undying has seen mortal 

lifetimes pass like the seasons, like the flicker of endless days and nights. It has the secrets of the 

ages to share, secrets of life and death.  

Expanded Spell List 

The Undying lets you choose from an expanded list of spells when you learn a warlock spell. The 

following spells are added to the warlock spell list for you. 

UNDYING EXPANDED SPELLS 

Spell Level Spells 

1st false life, ray of sickness 

2nd blindness/deafness, silence 

3rd feign death, speak with dead 

4th aura of life, death ward 

5th contagion, legend lore 

Pact Gifts 

AMONG THE DEAD 

Starting at 1st level, you learn the spare the dying cantrip, which counts as a warlock cantrip for 

you. You also have advantage on saving throws against any disease. 

Additionally, undead have difficulty harming you. If an undead targets you directly with an attack 

or a harmful spell, that creature must make a Wisdom saving throw against your spell save DC (an 

undead needn’t make the save when it includes you in an area effect, such as the explosion 

of fireball). On a failed save, the creature must choose a new target or forfeit targeting someone 

instead of you, potentially wasting the attack or spell. On a successful save, the creature is 

immune to this effect for 24 hours. An undead is also immune to this effect for 24 hours if you 

target it with an attack or a harmful spell. 

https://www.dndbeyond.com/spells/false-life
https://www.dndbeyond.com/spells/ray-of-sickness
https://www.dndbeyond.com/spells/blindness-deafness
https://www.dndbeyond.com/spells/silence
https://www.dndbeyond.com/spells/feign-death
https://www.dndbeyond.com/spells/speak-with-dead
https://www.dndbeyond.com/spells/aura-of-life
https://www.dndbeyond.com/spells/death-ward
https://www.dndbeyond.com/spells/contagion
https://www.dndbeyond.com/spells/legend-lore
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DEFY DEATH 

Starting at 6th level, you can give yourself vitality when you cheat death or when you help someone 

else cheat it. You can regain hit points equal to 1d8 + your Constitution modifier (minimum of 1 hit 

point) when you succeed on a death saving throw or when you stabilize a creature with spare the 

dying. 

Once you use this feature, you can’t use it again until you finish a long rest. 

UNDYING NATURE 

Beginning at 10th level, you can hold your breath indefinitely, and you don’t require food, water, or 

sleep, although you still require rest to reduce exhaustion and still benefit from finishing short and 

long rests. 

In addition, you age at a slower rate. For every 10 years that pass, your body ages only 1 year, and 

you are immune to being magically aged. 

INDESTRUCTIBLE LIFE 

When you reach 14th level, you partake of some of the true secrets of the Undying. On your turn, 

you can use a bonus action to regain hit points equal to 1d8 + your warlock level. Additionally, if 

you put a severed body part of yours back in place when you use this feature, the part reattaches. 

Once you use this feature, you can’t use it again until you finish a short or long rest. 

Mahishojin Pact 

The Mahishojin are a very Wyrlde specific kind of Warlock.  They form a Pact, and that Pact always 

has a Price, but in exchange, they gain extraordinary power, although they do have some peculiar 

quirks to them. A term occasionally used to describe them is “magical girl”, and another term is 

“idol”. Mahini (general term for them) exist to “fight 

evil”, which in real terms means to oppose the 

machinations of The Five, get in the way of The Seven, 

and help hold the Dread Domain and Shadowfell in 

check. 

Mahishojin are typically feminine, though masculine 

ones have been known to exist. They are usually very 

young when this pact is made, typically between 10 

and 16 years of age.  

Mahishojin are given gifts specific to a certain kind of 

nature, such as friendship, love, the moon, the stars, 

the planet, elemental gifts, and other abstract 

concepts. All spells and magic they use must feed into 

this, but the way that is expressed can be combative, supportive, defensive, protective, etc. This is 

called their Cause. 
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Mahishojin are usually part of a team or group, most often five in number (symbolic as it places 

them in opposition to The Five). Solo Mahini over the age of 16 have typically lost their team, or 

their team has disbanded.  One truth about Mahishojin is that they have a short life expectancy. 

The Price that a Mahishojin must pay is always something near and dear to them. It could be their 

life should they stray from the terms of the pact, or their soul may be stored in one of their Focii, or 

it could be their emotions. The possible Price is always high and dear, but it is always under one of 

two conditions – they give it up to gain power, or they give it up should they abuse their 

power/stray from the terms of the pact. 

Mahinin Focus 

Mahishojin use a very specific set of powerful Focii that is given to them as part of the Pact, by 

which they are granted their powers. They can only be used by the Warlock they were gifted to, but 

can be handled by others. These Focii come in three forms: Armor, Tool, and Decoration. For them 

to access their full powers, they must have all three of these things.  They are awarded each of 

them initially over time by their Patron. They receive their Armor Focus at 1st Level, their Tool 

Focus at 2nd Level, and their Decoration focus at 3rd Level. 

These focii have the unique quality of always returning to the Mahia or Mahio or Mahin (Feminine, 

Masculine, and Nonbinary, respectively) as long as they are within a 60 foot radius of them, though 

this takes a turn to call. 

Mahishojin Focii can only be summoned for a maximum of two hours at a time, no more than five 

times. This is reset after a long rest (so five times per day, usually). 

ARMOR FOCUS. 

This Focus is granted them when they make their Pact, at first level. This focus must be 

summoned with a verbal command and somatic gesture (such as a spin, with arms raised and legs 

raised) ending with a “combat ready” pose, and this command always has something to do with the 

nature of their magic and their powers they are given. The Focus changes the character’s normal 

clothing and armor into the magical armor that is the focus, taking a full turn to do so, and 

usually involving a light show that obscures the character’s body, as they are stripped naked and 

the armor forms around them. 

This focus is always a very, very exaggerated form of clothing or armor that may or may not cover 

or seemingly protect the entirety of the wearer. For Mahia, it is often an ornate, very feminine dress 

or skirt outfit, and includes hair styling and ribbons and bows and the like. For Mahio, it may 

exaggerate their size and muscle, while for Mahin, it may be a combination of factors that make it 

difficult to determine their gender. 

The Armor focus also has a potent ability to make it difficult to recognize the Mahishojin as the PC 

in their daily life, acting as a disguise. To perceive them, one must make a Wisdom (perception) 

check with a CR of 15. This includes even if the Warlock tells others, who may not believe them. 

The Armor focus gives the wearer an Armor Class of 12 + Dex Modifier + 5. 
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TOOL FOCUS 

Granted at 2nd Level, the Tool Focus when in use is a very ornately decorated Wand or Rod, though 

is usually capable of changing shape or form to make it less obvious what it is. It will return to 

them even if it is held or otherwise locked way by nonmagical means, though magical means can 

stop this. When not in use, it appears to be some ordinary item, such as a compact, charmulet, or 

other trinket. 

The Tool Focus is used for casting any spell, including cantrips, the Mahishojin casts. It also 

functions as their pact weapon, changing shape to become that weapon in a fight. 

Any spell cast requires they perform a ritualized series of moves, assume a specific stance, and 

speak a rhyming or alliterative statement that invokes their Patron, invokes their cause, describes 

the purpose of the effect, ending with the effect’s name. For example, casting a magic missile might 

mean they cry out “By the Power of Gaea, in the cause of Righteousness, to send you on a mission: 

Magic missile!” while doing a spin and pose, ending with the tool pointing at their target. 

DECORATIVE FOCUS 

The decorative focus is always some sort of jewelry, such as a tiara, ornate necklace, ornate 

armband, ornate belt, special hat, hair decoration, etc. Granted at 3rd Level, it confers the Pact 

Boon on the character. It must be worn at all times and can be used even when the other foci are 

not in use, subject to the same limitations. 

Mahifamin 

A Mahifamin is an extradimensional familiar that is gained at 1st level and follows the Mahishojin 

around everywhere.  They are not subject to the commands of the mahishojin, but can be asked to 

do something for them. Mahifamin are a fey creature, with the ability to cast Shield thrice per long 

rest, and can replace an attack by the mahishojin with its own reaction if they choose to do so. 

Mahifamin are always cute, furry, blended animal creatures, typically between six and twelve 

inches tall, that fly. They share a hit die with the mahishojin, and the damage they take comes 

from the mahishojin, though they can only be harmed by magical attacks. 

Expanded Spell List 

Because of their Focii, mahishojin do not have a set spell list. They can, however, choose one spell  

whenever they learn a warlock spell from the Cleric spell list per level at 1st, 2nd, 3rd, 4th, and 5th 

levels. It should be noted, as well, that Warlock spells may have similar effects, but very different 

“calls”, or spell names (so titled because the Mahini must call out their spell’s name). 

Pact Boons 

PACT OF THE BRIGHT 

At 3rd Level, when they obtain their Decorative Focus, the Mahishojin gains the ability to cast any 

three cantrips from any spell list. They can cast these cantrips at will, but only as long as they are 

wearing their Decorative Focus. 
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Patron Gifts 

KNOW EVIL 

Gained at first level, Mahishojin do not get a choice of pact boon, but instead get the Pact of the 

Bright. You learn Detect Evil and can cast it at will. The spell does not count against any of your 

spells known. 

DEFY EVIL 

Starting at 6th level, you have learned to ward yourself against attack and can turn your enemy’s 

failed strike into good luck for yourself. When a creature makes an attack against you, you can use 

your reaction to impose disadvantage on that roll. If the attack misses you, your next attack roll 

has the advantage if you make it before the end of your next turn. Once you use this feature, you 

cannot use it again until after a short or long rest. 

GHOST EVIL 

At 10th Level, you gain the ability to teleport behind an enemy in response to harm. When you take 

damage, you can use your reaction to teleport up to 10 feet, behind an enemy, gaining advantage. 

Once you use this feature, you cannot use it again until after a short or long rest. 

DENY EVIL 

At 14th Level, you can face a creature who is evil (see description) and hurl it into a Gate. The 

creature disappears and hurtles through a nightmare landscape. At the end of your next turn, the 

target returns to the space it previously occupied, or the nearest unoccupied space. If the target is 

not a Celestial, it takes 10d10 Bright Damage as it reels from the horrific experience. Once you use 

this feature, you cannot use it again until after a long rest.

 

Eldritch Invocations 

For obvious reasons, the Eldritch Invocations available to Mahishojin are not quite the same. 

The following table lists the Eldritch Invocations available to them, which is still all of them, 

though the effects are somewhat different and the names are sometimes different. 

Where (X) appears, this is their Cause. Where (P) appears, this is their Patron. 
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Sourcebook 

Name 
Mahishojin Call! Effects 

Agonizing Blast Punishment! Name change only 

Armor of Shadows Armor of Hope! Applies to one other person within 10 feet of the Mahini 

Ascendant Step Leviosa! Name change only 

Beast Speech Cute Commune! Name change only 

Beguiling Influence For (X)! Name change only 

Bewitching 

Whispers 
Soul Speak! Name change only 

Book of Ancient 

Secrets 
The (X) Reveals! These are symbols that are inscribed magically on the Tool Focus 

Chains of Carceri (P)’s Holdfast! Name change only 

Devil’s Sight (X)’s Eyes! Can be applied to one other person within 10 feet of the Mahini. 

Dreadful Word Look, Over There! Name change only 

Eldritch Sight Reveal Magic! Name change only 

Eldritch Spear Heart Punishment! Name change only 

Eyes of the Rune 

Keeper 
(P)’s Revelation! Name change only 

Fiendish Vigor Extra Life! Name change only 

Gaze of Two Minds Shared Heart! Name change only 

Lifedrinker 
Punishment in the 

Name of (X)!! 
Name change only 

Mask of Many 

Faces 
Cover of (P)! Name change only 

Master of Myriad 

forms 
Face Off, Face On! Name change only 

Minions of Chaos Minion of (X)! Name change only 

Mire the Mind (P) says Slow Down! Name change only 

Misty Visions Misty Vision! Name change only 

One With Shadows Unvisible! Name change only 

Otherworldly Leap Leap of Faith Name change only 

Repelling Blast (X) Punishment! Name change only 

Sculptor of Flesh Abracadabra 
Other words available include Alakazam, Hocus Pocus, Oo ee oo 

ah ah ting tang walla walla bing bang, Presto, and so forth. 

Sign of Ill Omen Curse of (P) Name change only 

Thief of Five Fates Curse of (X) Name change only 

Thirsting Blade Super Focus! Name change only (note that the Focus tool is their Pact weapon) 

Visions of Distant 

Realms 
(P) sees all! Name change only 

Voice of the Chain 

Master 
Talk to me, Buddy! The familiar in this case is the Mahifamin. 

Whispers of the 

Grave 
Tell me (Y) this to you! (Y) = who did, what happened, etc 

Witch Sight (X) Shows the Truth! Name change only 
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WARRIOR 

Description 

The most basic, key, and essential of all the Classes, the Warrior – 

also called a “fighter” – is the front line that does everything. 

Creating a Warrior 

Warriors have the following minimum starting age. Otherwise they 

are crated as per the PHB. 

Race Starting Age Race Starting Age 
Dwarf 33 Gnome  18 

Elf 100 Half-Elf 21 

Human 18 Half-Orc 16 

Halfling 15  

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 

SKILLS: Firearms, Explosives 

Archetypes 

All Archetypes in the PHB and XGE are allowed. 
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WIZARD 

Description 

Wizards are one of the three Mage classes, and the most formalized of them all.  There are exactly 

three places on Wyrlde where one can learn these arts: Prussia, Shangrila, and Aztlan. Urmages 

travel the world seeking out those who have the talent and capacity to endure this; they will often 

pay a year’s worth of income or more called a Wizard’s Price to a family for a child, or even kidnap 

the child. Older potential students require more creative solutions. 

Urmages may or may not be Wizards themselves, but they do have one thing in common – they 

make bank from the bringing in of new students who pass the Exams, for there are many who seek 

the services of a wizard – especially a “tame” one. 

Creating a Wizard 

Wizards take forever to get the basics of their craft taken care of. But once they have the basics 

they do have to go and do the hard part on their own. Crating a Wizard is pretty much like it is in 

the PHB. 

Race Starting Age Race Starting Age 
Dwarf 65 Gnome  25 

Elf 100 Half-Elf 45 

Human 26 Half-Orc 20 

Halfling 20  

Proficiencies Options 

WEAPONS: Firearms, Explosives, Glaive 

SKILLS: Firearms, Explosives 

Traditions 

All the traditions found in the PHB and XGE are available. There are also the following additions. 

 

Bladesinging (School of Steel) 

Bladesingers are elves who bravely defend their people and lands. They are elf wizards who master 

a school of sword fighting grounded in a tradition of arcane magic. In combat, a bladesinger uses a 

series of intricate, elegant maneuvers that fend off harm and allow the bladesinger to channel 

magic into devastating attacks and a cunning defense. 
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Training in War and Song 

When you adopt this tradition at 2nd level, you gain proficiency with light armor, and you gain 

proficiency with one type of one-handed melee weapon of your choice. 

You also gain proficiency in the Performance skill if you don’t already have it. 

Bladesong 

Starting at 2nd level, you can invoke a secret elven magic called the Bladesong, provided that you 

aren’t wearing medium or heavy armor or using a shield. It graces you with supernatural speed, 

agility, and focus. 

You can use a bonus action to start the Bladesong, which lasts for 1 minute. It ends early if you 

are incapacitated, if you don medium or heavy armor or a shield, or if you use two hands to make 

an attack with a weapon. You can also dismiss the Bladesong at any time you choose (no action 

required). 

While your Bladesong is active, you gain the following benefits: 

• You gain a bonus to your AC equal to your Intelligence modifier (minimum of +1). 

• Your walking speed increases by 10 feet. 

• You have advantage on Dexterity (Acrobatics) checks. 

• You gain a bonus to any Constitution saving throw you make to maintain your 

concentration on a spell. The bonus equals your Intelligence modifier (minimum of +1). 

You can use this feature twice. You regain all expended uses of it when you finish a short or long 

rest. 

Extra Attack 

Starting at 6th level, you can attack twice, instead of once, whenever you take the Attack action on 

your turn. 

Song of Defense 

Beginning at 10th level, you can direct your magic to absorb damage while your Bladesong is 

active. When you take damage, you can use your reaction to expend one spell slot and reduce that 

damage to you by an amount equal to five times the spell slot’s level. 

Song of Victory 

Starting at 14th level, you add your Intelligence modifier (minimum of +1) to the damage of your 

melee weapon attacks while your Bladesong is active. 

BLADESINGER STYLES 

From its inception as a martial and magical art, Bladesinging has been tied to the sword, more specifically 

the longsword. Yet many generations of study gave rise to various styles of Bladesinging based on the melee 
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weapon employed. The techniques of these styles are passed from master to students in small schools, some 

of which have a building dedicated to instruction. Even the newest styles are hundreds of years old, but are 

still taught by their original creators due to the long lives of elves. Most schools of Bladesinging are in 

Evermeet or Evereska. One was started in Myth Drannor, but the city’s destruction has scattered those 

students who survived. 

Styles of Bladesinging are broadly categorized based on the type of weapon employed, and each is 

associated with a category of animal. Within that style are specializations named after specific animal types, 

based on the types of spells employed, the techniques of the master, and the particular weapon used. 

Bladesingers who apprentice to a master typically get a tattoo of their chosen style’s animal. Some 

bladesingers learn multiple styles and bear many tattoos, wearing a warning on their skin of their deadly skills. 

Cat. Styles that employ a sword belong to this family. The lion style, the eldest, trains practitioners in 

the use of the longsword and doesn’t favor any particular type of spells. Leopard style focuses on 

the shortsword and spells of illusion and stealth. Red tiger, a style just three centuries old, has its 

bladesingers using the scimitar in a whirling dance of defense from which they launch into sudden 

leaps and attacks. 

Bird. Styles that focus on the use of a hafted weapon, such as an axe or hammer, have been 

grouped together as bird styles, yet they vary wildly. All relatively new styles, they use weapons not 

typically favored by elves. Eagle-style bladesingers use small handaxes, and many maneuvers in the 

style focus on fluid ways to throw the weapon and draw a new one. Raven style uses a war pick, 

and spells associated with it grant the bladesinger more agility in combat. 

Snake. Practitioners of these styles use a flail, chain, or whip. Viper style uses a whip, despite its 

inelegance as a weapon, and has almost as long a history as the lion style. Its masters punctuate 

their bladesong with a stunningly rapid rhythm of whip cracks, which can keep many foes at bay 

and allow the bladesinger space to cast the cruel spells of poison and disease favored by the style. 

School of Invention 

The School of Invention claims credit for inventing the other schools of magic—a claim other 

wizards find absurd. Wizards of this school push magic to its limits. They stretch the known laws 

of arcane power and strive to reveal important truths about the nature of the multiverse. 

Adherents of this school believe that innovation is best served through experimentation. They have 

a reputation for acting first, thinking second. Most wizards are scholars who have mastered their 

craft through careful study, rigorous practice, and endless hours of repetition. These wizards 

would rather throw spells together and see what happens. 

Many wizards of this tradition are gnomes, alchemists, or both, and they take pride in the magic-

infused armor they don. The armor not only provides protection, but it is also designed to help the 

wizard channel magic in unpredictable ways. 

Wizards of this tradition are regarded as savants to their faces, but wizards of other traditions 

often think of them as lunatics. 

School of Invention Features 

Wizard Level Feature 
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2nd Tools of the Inventor, Arcanomechanical Armor, Reckless Casting 

6th Alchemical Casting 

10th Prodigious Inspiration 

14th Controlled Chaos 

Tools of the Inventor 

At 2nd level, you gain proficiency with two tools of your choice. 

Arcanomechanical Armor 

Innovation is a dangerous practice, at least as far as members of this school practice it. As a shield 

against this risk, you have developed a suit of arcane armor. 

Starting at 2nd level, you gain proficiency with light armor and gain a suit of arcanomechanical 

armor — a magic item that only you can attune to. While you are attuned to it and wearing it, it 

grants you resistance to force damage. 

The armor is light armor and provides an AC of 12 + your Dexterity modifier. It weighs 8 pounds. 

You can create a new suit of it at the end of a long rest by touching a nonmagical suit of studded 

leather armor, which magically transforms it. Doing so removes the magic from your previous 

arcanomechanical armor, turning it into nonmagical studded leather. 

Reckless Casting 

Starting at 2nd level, you can attempt to cast a spell you don’t have prepared. When you use this 

ability, you use your action and choose one of the following options: 

• Roll on the Reckless Casting table for cantrips and cast the resulting spell as part of this 

action. 

Expend a spell slot and roll twice on the Reckless Casting table for its level, or the 5th-level table if 

the slot is 6th level or higher. Pick which of the two results you want to use and cast the resulting 

spell as part of this action. 

If the spell you cast isn’t a wizard spell, it is nonetheless a wizard spell for you when you cast it 

with this feature. 

RECKLESS CASTING 

d10 Cantrip 

1 acid splash 

2 chill touch 

3 fire bolt 

4 light  

d10 2nd-Level Spell 

1 blur 

2 darkness 

3 enlarge/reduce 

4 gust of wind 

https://www.dndbeyond.com/spells/acid-splash
https://www.dndbeyond.com/spells/chill-touch
https://www.dndbeyond.com/spells/fire-bolt
https://www.dndbeyond.com/spells/light
https://www.dndbeyond.com/spells/blur
https://www.dndbeyond.com/spells/darkness
https://www.dndbeyond.com/spells/enlarge-reduce
https://www.dndbeyond.com/spells/gust-of-wind
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5 poison spray 

6 ray of frost  

7 shocking grasp 

8 sacred flame 

9 thorn whip 

10 Roll twice and cast each cantrip, but if you roll 

another 10 on either die, you cast nothing, 

wasting your action. 

 

5 invisibility 

6 levitate 

7 Melf’s acid arrow 

8 scorching ray 

9 shatter 

10 Roll twice and cast each spell, but if you roll 

another 10 on either die, you cast nothing, 

wasting your action but not the spell slot. 

 

d10 1st-Level Spell 

1 burning hands 

2 chromatic orb 

3 color spray 

4 faerie fire 

5 false life 

6 fog cloud 

7 jump 

8 magic missile  

9 thunderwave 

10 Roll twice and cast each spell, but if you roll 

another 10 on either die, you cast nothing, 

wasting your action but not the spell slot. 

 

d10 3rd-Level Spell 

1 blink 

2 fear 

3 feign death 

4 fireball 

5 fly 

6 gaseous form 

7 lightning bolt 

8 sleet storm 

9 stinking cloud 

10 Roll twice and cast each spell, but if you roll 

another 10 on either die, you cast nothing, 

wasting your action but not the spell slot. 

 

 

d10 4th-Level Spell 

1 blight  

2 confusion 

3 Evard’s black tentacles  

4 fire shield 

5 greater invisibility 

6 ice storm 

7 phantasmal killer 

d10 5th-Level Spell 

1 cloudkill 

2 cone of cold 

3 destructive wave 

4 flame strike 

5 hold monster 

6 insect plague 

7 mass cure wounds 

https://www.dndbeyond.com/spells/poison-spray
https://www.dndbeyond.com/spells/ray-of-frost
https://www.dndbeyond.com/spells/shocking-grasp
https://www.dndbeyond.com/spells/sacred-flame
https://www.dndbeyond.com/spells/thorn-whip
https://www.dndbeyond.com/spells/invisibility
https://www.dndbeyond.com/spells/levitate
https://www.dndbeyond.com/spells/melfs-acid-arrow
https://www.dndbeyond.com/spells/scorching-ray
https://www.dndbeyond.com/spells/shatter
https://www.dndbeyond.com/spells/burning-hands
https://www.dndbeyond.com/spells/chromatic-orb
https://www.dndbeyond.com/spells/color-spray
https://www.dndbeyond.com/spells/faerie-fire
https://www.dndbeyond.com/spells/false-life
https://www.dndbeyond.com/spells/fog-cloud
https://www.dndbeyond.com/spells/jump
https://www.dndbeyond.com/spells/magic-missile
https://www.dndbeyond.com/spells/thunderwave
https://www.dndbeyond.com/spells/blink
https://www.dndbeyond.com/spells/fear
https://www.dndbeyond.com/spells/feign-death
https://www.dndbeyond.com/spells/fireball
https://www.dndbeyond.com/spells/fly
https://www.dndbeyond.com/spells/gaseous-form
https://www.dndbeyond.com/spells/lightning-bolt
https://www.dndbeyond.com/spells/sleet-storm
https://www.dndbeyond.com/spells/stinking-cloud
https://www.dndbeyond.com/spells/blight
https://www.dndbeyond.com/spells/confusion
https://www.dndbeyond.com/spells/evards-black-tentacles
https://www.dndbeyond.com/spells/fire-shield
https://www.dndbeyond.com/spells/greater-invisibility
https://www.dndbeyond.com/spells/ice-storm
https://www.dndbeyond.com/spells/phantasmal-killer
https://www.dndbeyond.com/spells/cloudkill
https://www.dndbeyond.com/spells/cone-of-cold
https://www.dndbeyond.com/spells/destructive-wave
https://www.dndbeyond.com/spells/flame-strike
https://www.dndbeyond.com/spells/hold-monster
https://www.dndbeyond.com/spells/insect-plague
https://www.dndbeyond.com/spells/mass-cure-wounds
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8 stoneskin 

9 wall of fire 

10 

Roll twice and cast each spell, but if you roll 

another 10 on either die, you cast nothing, 

wasting your action but not the spell slot. 

 
 

8 wall of force 

9 wall of stone 

10 

Roll twice and cast each spell, but if you roll 

another 10 on either die, you cast nothing, 

wasting your action but not the spell slot. 

 

Alchemical Casting 

At 6th level, you learn to channel magic through your arcanomechanical armor to augment spells 

in a variety of ways. When you cast a spell while wearing that armor and attuned to it, you can 

expend one additional spell slot of 1st or 2nd level to alter the spell. The effect depends on the spell 

slot you expend. 

A 1st-level slot allows you to manipulate the spell’s energy. When you cast a spell that deals acid, 

cold, fire, lightning, or thunder damage, you can substitute that damage type for another one from 

that list. 

A 2nd-level slot increases the spell’s raw force. If you roll damage for the spell when you cast it, 

increase that damage by 2d10 force damage against one of the spell’s targets (your choice) this 

turn. 

Prodigious Inspiration 

At 10th level, you have attained a greater mastery of spell preparation. As a bonus action, you can 

replace one spell you have prepared with another spell from your spellbook. You can’t use this 

ability again until you finish a short or long rest. 

Controlled Chaos 

At 14th level, your ability to improvise magic grows stronger. Whenever you roll on a Reckless 

Casting table for a spell other than a cantrip, you can roll on the table that is one level higher than 

the expended spell slot. 

  

https://www.dndbeyond.com/spells/stoneskin
https://www.dndbeyond.com/spells/wall-of-fire
https://www.dndbeyond.com/spells/wall-of-force
https://www.dndbeyond.com/spells/wall-of-stone
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CHARACTER DEVELOPMENT 
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HERO POINTS & SANITY SCORE 
Wyrlde makes use of two optional rules from the Dungeon Master’s Guide called Hero Points and 

Sanity Score. 

HERO POINTS 

Your character starts with 5 hero points.  Each time you increase a level, you will lose the existing 

hero points and regain an additional 5 points plus one half your character level, rounded down. 

Hero point are spent by you to perform heroic actions or recover from very unheroic ones. 

Remember, you are the heroes of this campaign. 

Any time you make an attack roll, ability check, or saving throw, you can spend a hero point before 

the results are applied. 

Spending a hero point allows you to roll a 1d6 and add it to the d20 roll.  

You can only spend one hero point per die roll. 

You can also spend Hero Point whenever you fail a death saving roll. 

SANITY SCORE 

Sanity is rolled on 4d6, discarding the lowest result, giving a range of 3 to 18. It is an aspect of 

wisdom and intelligence, and the modifier for it is equal to the modifier for both of those, divided by 

two, rounded down. This is your Sanity score, used for effects related to fear, madness, dread, and 

terror.  

Sanity Checks 

A Sanity Check is rare, but used when encountering something that might threaten the characters 

sanity that is abstract – the ideas, or trying to wrap your mind around something, or encountering 

a concept that is inconcievable. 

Sanity Saving Throws 

Sanity Saves are performed whenever you run the risk of succumbing to madness due to 

something that is concrete – a madness effect, seeing some kind of extra planar being without the 

form they take, direct contact with the mind of an incredibly alien being, and psionic related 

attacks. 
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PERSONALITY 
The PHB has a section on developing out your character starting on page 121. The XGE has a section on developing 

out your character starting on page 61. Excepting notes about appearance, these sections are made strong use of. 

Traits 

The PHB has a section on developing out your character starting on page 123. 

Ideals 

The PHB has a section on developing out your character starting on page 124. 

Bonds 

The PHB has a section on developing out your character starting on page 124. 

Code 

Every person has a code that they believe in. This code has Positive aspects and Negative aspects. 

Every character should have between Three and Nine Virtues and Sins, always represented by a 

single word. 

• Positive aspects are things you aspire to be and do and live by.  They are virtues. 

• Negative aspects are things you avoid, you regret, you don’t want to be like or do. They are sins. 

Flaws 

The PHB has a section on developing out your character starting on page 124. 

Mottos (optional) 

Mottos are short, pithy sayings that represent an ideal of the character or something they value. A 

good motto isn’t more than 120 characters. Mottos are optional. 

Language Choices 

The list of Languages available in Wyrlde is as follows: 

Common (Prussian) Trade Doradan 

Thulian Durangan Shang 

Goblin Kobold Azlian (Lemurian) 

Islander Elfin Cant Dwarfin Creole 

Hyborean Abyssal Celestial 

Primordial Sylvan Shadow Cant 
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Literacy 

You can also choose to be literate, and any of the following languages: 

Prussian Trade Shang 

Thulian Marcin Dorthic Azlian (Lemurian) 

Goblin Kobold Primordial 

Sylvan Abyssal Celestial 

 

Orthography & Syllabary 

Letter Sound Ancient Trade Azlian Prussian Marcin Shang Goblin Kobold 

A Lad a a a a a  a 

Ai Late ai ai ai ai ai  ai 

Ar Art ar ar ar ar ar  ar 

Air Lair ir ir ir ir ir  ir 

Au Lawn au au au au au  au 

B Bubble b b b b b  b 

Ch Church ch ch c ch ch ch  ch 

D Dad d d d d d  d 

E Led e e e e e  e 

Ei Lead ei ei ei ei ei  ei 

Er Leer er er er er er  er 

F Phluff f f f f f  f 

G Gag g g g g g  g 

H Haha h h h h h  h 

I Lid i i i i i  i 

Ia Light ia ia ia ia ia  ia 

J Jump j j j j j  j 
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K Cackle k k k k k  k 

L Level l l l l l  l 

M Mom m m m m m  m 

N Nanny n n n n n  n 

Ng Ring ng ng ng ng ng  ng 

Ŋ (nj) Henge nj nj nj nj nj  nj 

Œ(oa) Load oe oe oe oe oe  oe 

Oi Loin oi oi oi oi oi  oi 

Ou Loud ou ou ou ou ou  ou 

P Pop p p p p p  p 

Q(kw) Quick q q q q q  q 

R Rawr r r r r r  r 

S Sister s s s s s  s 

Sh Shush sh sh sh sh sh  sh 

T Tattoo t t t t t  t 

Th Thin th th th th th  th 

Ts Tsar ts ts ts ts ts  ts 

U Lug, Up u u u u u  u 

Ur 
Hurt, 
Lure 

ur ur ur ur ur  ur 

Uu 
Loon, 

Loot 
o o o o oo  o 

V Vulva v v v v v  v 

W 
Well, 

wait 
w w w w w  w 

X (ks) 
Box, 

Axe 
x x x x x  x 

Z 
Zip, 

zoom 
z z z z z  z 

Zh Liesure zh zh zh zh zh  zh 

Ђ (th) Then th th th th th  th 
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Origins 

The XGE has a section on developing out your character starting on page 61. 

Family & Friends 

The XGE has a section on developing out your character starting on page 61. 

Personal Decisions 

The XGE has a section on developing out your character starting on page 61. 

Life Events 

The XGE has a section on developing out your character starting on page 61. 

BACKGROUNDS 
Every Story has a beginning. Your background reveals where you came from, how you became an 

adventurer, and your sense of your place in the world, drawn from experiences of your own and of 

those around you. 

Choosing a background provides you with important story cues about your character’s identity. 

The most important question to ask about your background is Why Things Changed, though the 

question that most people will want to know if they are wise is What Changed?. 

For all PCs in Wyrlde, they have two; one of their choice and one that is part of all of them. 

The backgrounds available to the Characters are all of those listed in the chart from the PHB and 

the XGE, plus those described below, which are drawn from additional sourcebooks. 

BACKGROUND OPTIONS 

City Watch 

You have served the community where you grew up, standing as its first line of defense against 

crime. You aren’t a soldier, directing your gaze outward at possible enemies. Instead, your service 

to your hometown was to help police its populace, protecting the citizenry from lawbreakers and 

malefactors of every stripe. 

You might have been part of the City Watch of Prussia, the baton-wielding police force of the City of 

Splendors, protecting the common folk from thieves and rowdy nobility alike.  

Even if you’re not city-born or city-bred, this background can describe your early years as a 

member of law enforcement. Most settlements of any size have their own constables and police 
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forces, and even smaller communities have sheriffs and bailiffs who stand ready to protect their 

community. 

Skill Proficiencies: Athletics, Insight 

Languages: Two of your choice 

Equipment: A uniform in the style of your unit and 

indicative of your rank, a horn with which to summon 

help, a set of manacles, and a pouch containing 10 gp 

Feature: Watcher’s Eye 

Your experience in enforcing the law, and dealing with 

lawbreakers, gives you a feel for local laws and 

criminals. You can easily find the local outpost of the 

watch or a similar organization, and just as easily pick 

out the dens of criminal activity in a community, 

although you’re more likely to be welcome in the 

former locations rather than the latter. 

Investigator 

Rarer than watch or patrol members are a 

community’s investigators, who are responsible for 

solving crimes after the fact. Though such folk are 

seldom found in rural areas, nearly every settlement of 

decent size has at least one or two watch members 

who have the skill to investigate crime scenes and 

track down criminals. If your prior experience is as an 

investigator, you have proficiency in Investigation rather than Athletics. 

Suggested Characteristics 

Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a member of the city 

watch. 

Your bond is likely associated with your fellow watch members or the watch organization itself and 

almost certainly concerns your community. Your ideal probably involves the fostering of peace and 

safety. An investigator is likely to have an ideal connected to achieving justice by successfully 

solving crimes. 

Clan Crafter 

The Stout Folk are well known for their artisanship and the worth of their handiworks, and you 

have been trained in that ancient tradition. For years you labored under a dwarf master of the 

https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Athletics
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Insight
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Investigation
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Athletics
https://media-waterdeep.cursecdn.com/attachments/1/598/scag05-02.png
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craft, enduring long hours and dismissive, sour-tempered treatment in order to gain the fine skills 

you possess today. 

You are most likely a dwarf, but not necessarily — dwarf clans learned long ago that only proud 

fools who are more concerned for their egos than their craft turn away promising apprentices, even 

those of other races. If you aren’t a dwarf, however, you have taken a solemn oath never to take on 

an non-dwarf apprentice in the craft: it is not for non-dwarves to pass on these skills. You would 

have no difficulty, however, finding a dwarf master who was willing to receive potential apprentices 

who came with your recommendation. 

Skill Proficiencies: History, Insight 

Tool Proficiencies: One type of artisan’s tools 

Languages: One of your choice 

Equipment: A set of artisan’s tools with which you are proficient, a maker’s mark chisel used to 

mark your handiwork with the symbol of the clan of crafters you learned your skill from, a set of 

traveler’s clothes, and a pouch containing 5 gp and a gem worth 10 gp 

Feature: Respect of the Stout Folk 

As well respected as clan crafters are among outsiders, no one esteems them quite so highly as 

dwarves do. You always have free room and board in any place where shield dwarves or gold 

dwarves dwell, and the individuals in such a settlement might vie among themselves to determine 

who can offer you (and possibly your compatriots) the finest accommodations and assistance. 

Suggested Characteristics 

Use the tables for the guild artisan background in the Player’s Handbook as the basis for your 

traits and motivations, modifying the entries when appropriate to suit your identity as a clan 

crafter. (For instance, consider the words “guild” and “clan” to be interchangeable.) 

Your bond is almost certainly related to the master or the clan that taught you, or else to the work 

that you produce. Your ideal might have to do with maintaining the high quality of your work or 

preserving the dwarven traditions of craftsmanship. 

Cloistered Scholar 

As a child, you were inquisitive when your playmates were possessive or raucous. In your formative 

years, you found your way to one of Wyrlde’s great institutes of learning, where you were 

apprenticed and taught that knowledge is a more valuable treasure than gold or gems. Now you are 

ready to leave your home—not to abandon it, but to quest for new lore to add to its storehouse of 

knowledge. 

The most well-known of Wyrlde’s fonts of knowledge is Candlekeep, in the great City of Shangrila. 

The great library is always in need of workers and attendants, some of whom rise through the 

ranks to assume roles of greater responsibility and prominence. You might be one of Candlekeep’s 

https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#History
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Insight
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own, dedicated to the curatorship of what is likely the most complete body of lore and history in all 

the world. 

Perhaps instead you were taken in by the scholars of some other great City, and now you have 

struck out to increase your knowledge and to make yourself available to help those in other places 

who seek your expertise. You might be one of the few who aid in helping to catalogue and maintain 

records of the information that arrives daily from across Wyrlde. 

Skill Proficiencies: History, plus your choice of one from among Arcana, Nature, and Religion 

Languages: Two of your choice 

Equipment: The scholar’s robes of your cloister, a writing kit (small pouch with a quill, ink, folded 

parchment, and a small penknife), a borrowed book on the subject of your current study, and a 

pouch containing 10 gp 

Feature: Library Access 

Though others must often endure extensive interviews and significant fees to gain access to even 

the most common archives in your library, you have free and easy access to the majority of the 

library, though it might also have repositories of lore that are too valuable, magical, or secret to 

permit anyone immediate access. 

You have a working knowledge of your cloister’s personnel and bureaucracy, and you know how to 

navigate those connections with some ease. 

Additionally, you are likely to gain preferential treatment at other libraries across the Bright 

Realms, as professional courtesy shown to a fellow scholar. 

Suggested Characteristics 

Use the tables for the sage background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a cloistered scholar. 

Your bond is almost certainly associated either with the place where you grew up or with the 

knowledge you hope to acquire through adventuring. Your ideal is no doubt related to how you 

view the quest for knowledge and truth—perhaps as a worthy goal in itself, or maybe as a means to 

a desirable end. 

Courtier 

In your earlier days, you were a personage of some significance in a noble court or a bureaucratic 

organization. You might or might not come from an upper-class family; your talents, rather than 

the circumstances of your birth, could have secured you this position. 

You might have been one of the many functionaries, attendants, and other hangers-on in the 

Court, or perhaps you traveled in baroque and sometimes cutthroat conglomeration of guilds, 

nobles, adventurers, and secret societies. You might have been one of the behind-the-scenes law-

keepers or functionaries in some place, or you might have grown up in and around the castle. 

https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#History
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Arcana
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Nature
https://www.dndbeyond.com/compendium/rules/basic-rules/using-ability-scores#Religion
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Even if you are no longer a full-fledged member of the group that gave you your start in life, your 

relationships with your former fellows can be an advantage for you and your adventuring 

comrades. You might undertake missions with your new companions that further the interest of 

the organization that gave you your start in life. In any event, the abilities that you honed while 

serving as a courtier will stand you in good stead as an adventurer. 

Skill Proficiencies: Insight, Persuasion 

Languages: Two of your choice 

Equipment: A set of fine clothes and a pouch containing 5 gp 

Feature: Court Functionary 

Your knowledge of how bureaucracies function lets you gain access to the records and inner 

workings of any noble court or government you encounter. You know who the movers and shakers 

are, whom to go to for the favors you seek, and what the current intrigues of interest in the group 

are. 

Suggested Characteristics 

Use the tables for the guild artisan background in the Player’s Handbook as the basis for your 

traits and motivations, modifying the entries when appropriate to suit your identity as a courtier. 

The noble court or bureaucratic organization where you got your start is directly or indirectly 

associated with your bond (which could pertain to certain individuals in the group, such as your 

sponsor or mentor). Your ideal might be concerned with the prevailing philosophy of your court or 

organization. 

Faction Agent 

Many organizations active in and across the face of Wyrlde aren’t bound by strictures of geography. 

These factions pursue their agendas without regard for political boundaries, and their members 

operate anywhere the organization deems necessary. These groups employ listeners, 

rumormongers, smugglers, sellswords, cache-holders (people who guard caches of wealth or magic 

for use by the faction’s operatives), haven keepers, and message drop minders, to name a few. At 

the core of every faction are those who don’t merely fulfill a small function for that organization, 

but who serve as its hands, head, and heart. 

As a prelude to your adventuring career (and in preparation for it), you served as an agent of a 

particular faction in Wyrlde. You might have operated openly or secretly, depending on the faction 

and its goals, as well as how those goals mesh with your own. Becoming an adventurer doesn’t 

necessarily require you to relinquish membership in your faction (though you can choose to do so), 

and it might enhance your status in the faction. 

Skill Proficiencies: Insight and one Intelligence, Wisdom, or Charisma skill of your choice, as 

appropriate to your faction 
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Languages: Two of your choice 

Equipment: Badge or emblem of your faction, a copy of a seminal faction text (or a code-book for a 

covert faction), a set of common clothes, and a pouch containing 15 gp 

Feature: Safe Haven 

As a faction agent, you have access to a secret network of supporters and operatives who can 

provide assistance on your adventures. You know a set of secret signs and passwords you can use 

to identify such operatives, who can provide you with access to a hidden safe house, free room and 

board, or assistance in finding information. These agents never risk their lives for you or risk 

revealing their true identities. 

Suggested Characteristics 

Use the tables for the acolyte background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a faction agent. (For 

instance, consider the words “faith” and 

“faction” to be interchangeable.) 

Your bond might be associated with other 

members of your faction, or a location or an 

object that is important to your faction. The 

ideal you strive for is probably in keeping with 

the tenets and principles of your faction, but 

might be more personal in nature. 

Far Traveler 

Almost all of the common people and other 

folk that one might encounter have one thing 

in common: they live out their lives without 

ever traveling more than a few miles from 

where they were born. 

You aren’t one of those folk. 

You are from a distant place, one so remote 

that few of the common folk realize that it 

exists, and chances are good that even if some 

people you meet have heard of your 

homeland, they know merely the name and perhaps a few outrageous stories. You have come to 

this part of Wyrlde for your own reasons, which you might or might not choose to share. 

Although you will undoubtedly find some of this land’s ways to be strange and discomfiting, you 

can also be sure that some things its people take for granted will be to you new wonders that 
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you’ve never laid eyes on before. By the same token, you’re a person of interest, for good or ill, to 

those around you almost anywhere you go. 

SKILL PROFICIENCIES: Insight, Perception 

TOOL PROFICIENCIES: Any one musical instrument or gaming set of your choice, likely something 

native to your homeland 

LANGUAGES: Any one of your choice 

EQUIPMENT: One set of traveler’s clothes, any one musical instrument or gaming set you are 

proficient with, poorly wrought maps from your homeland that depict where you are in Wyrlde, a 

small piece of jewelry worth 10 gp in the style of your homeland’s craftsmanship, and a pouch 

containing 5 gp 

 Why Are You Here? 

 A far traveler might have set out on a journey for one of a number of reasons, 

and the departure from his or her homeland could have been voluntary or 

involuntary. To determine why you are so far from home, roll on the table below 

or choose from the options provided. The following section, discussing possible 

homelands, includes some suggested reasons that are appropriate for each 

location. 

Where Are You From? 

The most important decision in creating a far traveler background is determining your homeland.  

ANCIENT LANDS: You come from a tiny collection of people who never made the journey South and 

East after the destruction. You turned your backs on the gods and the people who left, and your 

people have been struggling to survive around the edges of the Bleak Land, developing a culture 

that is unique and unlike anything in these so-called “bright lands”. You made the perilous 

crossing and found yourself in Thule, Durango, or Dorado. 

ISLANDIA: You come from a remote part of Islandia, where your people subsist mostly on fish and 

what they can grow. You went out one day to fish, got caught too far offshore in your small boat, 

and were tossed in the sea of storms until you came upon land. You ended up in Thule, Durango, 

or Prussia. 

GILEAD: You were born to a slave, raised in a creche with others by slaves told they could benefit 

and prosper as long as they made you think you were not going to be food, and you were certain 

you would die as either a dinner treat, like your siblings, or a slave yourself. You escaped by 

unimaginable chance and through a daring and terrifying experience with a dozen others, only to 

find yourself in the Wylde, alone, without a clue what to do from there beyond climb the mountains 

you say ahead of you. You ended up in Dorado. 

HELLANIA: You are a half-orc. You were born in violence, child of a slave slain for having you, and 

you were certain you would die as a slave yourself. You escaped by unimaginable chance and 

d6 Reason 

1 Emissary 

2 Exile 

3 Fugitive 

4 Pilgrim 

5 Sightseer 

6 Wanderer 
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through a daring and terrifying experience you found yourself in the Wylde, alone, without a clue 

what to do from there beyond climb the mountains you say ahead of you. Odds are good you ended 

up around Prussia or Shangrila. 

HYBOREAL: You are a Halfling (only). You come from one of the many tribes of Halfings there. 

Feature: All Eyes on You 

Your accent, mannerisms, figures of speech, and perhaps even your appearance all mark you as 

foreign. Curious glances are directed your way wherever you go, which can be a nuisance, but you 

also gain the friendly interest of scholars and others intrigued by far-off lands, to say nothing of 

everyday folk who are eager to hear stories of your homeland. 

You can parley this attention into access to people and places you might not otherwise have, for 

you and your traveling companions. Noble lords, scholars, and merchant princes, to name a few, 

might be interested in hearing about your distant homeland and people. 

Suggested Characteristics 

Personality Traits 

d6 Personality Trait 

1 
I have different assumptions from those around me concerning personal space, blithely invading 

others’ space in innocence, or reacting to ignorant invasion of my own. 

2 
I have my own ideas about what is and is not food, and I find the eating habits of those around me 

fascinating, confusing, or revolting. 

3 I have a strong code of honor or sense of propriety that others don’t comprehend. 

4 I express affection or contempt in ways that are unfamiliar to others. 

5 I honor my deities through practices that are foreign to this land. 

6 I begin or end my day with small traditional rituals that are unfamiliar to those around me. 

 

Ideals 

d6 Ideal 

1 Open. I have much to learn from the kindly folk I meet along my way. (Good) 

2 
Reserved. As someone new to these strange lands, I am cautious and respectful in my dealings. 
(Lawful) 

3 Adventure. I’m far from home, and everything is strange and wonderful! (Chaotic) 

4 
Cunning. Though I may not know their ways, neither do they know mine, which can be to my 
advantage. (Evil) 

5 Inquisitive. Everything is new, but I have a thirst to learn. (Neutral) 
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6 Suspicious. I must be careful, for I have no way of telling friend from foe here. (Any) 

 

Bonds 

d6 Bond 

1 So long as I have this token from my homeland, I can face any adversity in this strange land. 

2 The gods of my people are a comfort to me so far from home. 

3 I hold no greater cause than my service to my people. 

4 My freedom is my most precious possession. I’ll never let anyone take it from me again. 

5 I’m fascinated by the beauty and wonder of this new land. 

6 
Though I had no choice, I lament having to leave my loved one(s) behind. I hope to see them again 
one day. 

 

Flaws 

d6 Flaw 

1 
I am secretly (or not so secretly) convinced of the superiority of my own culture over that of this 
foreign land. 

2 
I pretend not to understand the local language in order to avoid interactions I would rather not 
have. 

3 I have a weakness for the new intoxicants and other pleasures of this land. 

4 
I don’t take kindly to some of the actions and motivations of the people of this land, because these 
folk are different from me. 

5 I consider the adherents of other gods to be deluded innocents at best, or ignorant fools at worst. 

6 I have a weakness for the exotic beauty of the people of these lands. 

 

Inheritor 

You are the heir to something of great value—not mere coin or wealth, but an object that has been 

entrusted to you and you alone. Your inheritance might have come directly to you from a member 

of your family, by right of birth, or it could have been left to you by a friend, a mentor, a teacher, or 

someone else important in your life. The revelation of your inheritance changed your life, and 

might have set you on the path to adventure, but it could also come with many dangers, including 

those who covet your gift and want to take it from you—by force, if need be. 

Skill Proficiencies: Survival, plus one from among Arcana, History, and Religion 

Tool Proficiencies: Your choice of a gaming set or a musical instrument 
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Languages: Any one of your choice 

Equipment: Your inheritance, a set of traveler’s clothes, the tool you choose for this background's 

tool proficiency, and a pouch containing 15 gp 

Feature: Inheritance 

Choose or randomly determine your inheritance from among 

the possibilities in the table below. Work with your Dungeon 

Master to come up with details: Why is your inheritance so 

important, and what is its full story? You might prefer for the 

DM to invent these details as part of the game, allowing you to 

learn more about your inheritance as your character does. 

The Dungeon Master is free to use your inheritance as a story 

hook, sending you on quests to learn more about its history or 

true nature, or confronting you with foes who want to claim it 

for themselves or prevent you from learning what you seek. The 

DM also determines the properties of your inheritance and how 

they figure into the item’s history and importance. For instance, 

the object might be a minor magic item, or one that begins with 

a modest ability and increases in potency with the passage of 

time. Or, the true nature of your inheritance might not be 

apparent at first and is revealed only when certain conditions 

are met. 

When you begin your adventuring career, you can decide 

whether to tell your companions about your inheritance right 

away. Rather than attracting attention to yourself, you might 

want to keep your inheritance a secret until you learn more 

about what it means to you and what it can do for you. 

Inheritance 

d8 Object or Item 

1 A document such as a map, a letter, or a journal 

2–3 A trinket (see “Trinkets” in chapter 5 of the Player’s Handbook) 

4 An article of clothing 

5 A piece of jewelry 

6 An arcane book or formulary 

7 A written story, song, poem, or secret 

8 A tattoo or other body marking 

Suggested Characteristics 

Use the tables for the folk hero background in the Player’s Handbook as the basis for your traits 

and motivations, modifying the entries when appropriate to suit your identity as an inheritor. 
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Your bond might be directly related to your inheritance, or to the person from whom you received 

it. Your ideal might be influenced by what you know about your inheritance, or by what you intend 

to do with your gift once you realize what it is capable of. 

Knight of the Order 

You belong to an order of knights who have sworn oaths to achieve a certain goal. The nature of 

this goal depends on the order you serve, but in your eyes it is without question a vital and 

honorable endeavor. Wyrlde has a wide variety of knightly orders, all of which have a similar 

outlook concerning their actions and responsibilities. 

Though the term “knight” conjures ideas of mounted, heavily armored warriors of noble blood, 

most knightly orders in Wyrlde don’t restrict their membership to such individuals. The goals and 

philosophies of the order are more important than the gear and fighting style of its members, and 

so most of these orders aren’t limited to fighting types, but are open to all sorts of folk who are 

willing to battle and die for the order’s cause. 

The “Knightly Orders of Wyrlde” sidebar details several of the orders that are active at present and 

is designed to help inform your decision about which group you owe allegiance to. 

Skill Proficiencies: Persuasion, plus one from 

among Arcana, History, Nature, and Religion, as 

appropriate for your order 

Tool Proficiencies: One type of gaming set or 

musical instrument 

Languages: One of your choice 

Equipment: One set of traveler’s clothes, a signet, 

banner or seal representing your place or rank in 

the order, and a pouch containing 10 gp 

Feature: Knightly Regard 

You receive shelter and succor from members of 

your knightly order and those who are sympathetic 

to its aims. If your order is a religious one, you can 

gain aid from temples and other religious 

communities of your deity. Knights of civic orders 

can get help from the community—whether a lone 

settlement or a great nation—that they serve, and 

knights of philosophical orders can find help from those they have aided in pursuit of their ideals, 

and those who share those ideals. 

This help comes in the form of shelter and meals, and healing when appropriate, as well as 

occasionally risky assistance, such as a band of local citizens rallying to aid a sorely pressed 
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knight in a fight, or those who support the order helping to smuggle a knight out of town when he 

or she is being hunted unjustly. 

Suggested Characteristics 

Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a knight of your order. 

Your bond almost always involves the order to which you belong (or at least key members of it), 

and it is highly unusual for a knight’s ideal not to reflect the agenda, sentiment, or philosophy of 

one’s order. 

KNIGHTLY ORDERS OF WYRLDE 

Many who rightfully call themselves “knight” earn that title as part of a knightly order that serves a 

government, royal family, or are the elite military of a Prussian or Lemurian Town. Other 

knighthoods are secular and nongovernmental organizations of warriors who follow a particular 

philosophy, or consider themselves a kind of extended family, similar to an order of monks. 

Although there are organizations, such as the Knights of the Shield, that use the trappings of 

knighthood without necessarily being warriors, most folk of Wyrlde who hear the word “knight” 

think of a mounted warrior in armor beholden to a code. Below are a few knightly organizations. 

Knights of the Unicorn. The Knights of the Unicorn began as a fad of romantically minded sons 

and daughters of noble families in Prussia. On a lark, they took the unicorn as their mascot and 

went on various adventures for fun. The reality of the dangers they faced eventually sank in. Over 

time the small group grew and spread, gaining a following in places as far as Durango. The Knights 

of the Unicorn are chivalric adventurers who follow romantic ideals: life is to be relished and lived 

with laughter, quests should be taken on a dare, impossible dreams should be pursued for the 

sheer wonder of their completion, and everyone should be praised for their strengths and 

comforted in their weaknesses. 

Knights of White Rose. Long ago, the Knights of White Rose were a famous adventuring band, 

and Dove Falconhand, one of the famous Seven Sisters, was one of them. The band took its name 

to honor the legendary Ancient City, just as the new Knights of White Rose do today. With the city 

in ruins, Dove Falconhand decided to reform the group with the primary goal of building alliances 

and friendship between the civilized races of the world and goodly people in order to combat evil. 

Their members, each accepted by The White Rose herself, are above all valiant and honest. 

Knights of the Silver Chalice. The Knights of the Silver Chalice was formed by edict of the 

demigod Siamorphe in Shangrila a century ago. Siamorphe’s ethos is the nobility’s right and 

responsibility to rule, and the demigod is incarnated as a different noble mortal in each generation. 

By the decree of the Siamorphe at that time, the Knights of the Silver Chalice took it upon 

themselves to put a proper heir on the Council and reestablish order in the region. Since then they 

have grown to be the most popular knighthood in Shangrila, a region that has hosted many 

knighthoods in fealty to the Council. 
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Mercenary Veteran 

As a sell-sword who fought battles for coin, you’re well acquainted with risking life and limb for a 

chance at a share of treasure. Now, you look forward to fighting foes and reaping even greater 

rewards as an adventurer. Your experience makes you familiar with the ins and outs of mercenary 

life, and you likely have harrowing stories of events on the battlefield. You might have served with a 

large outfit or a smaller band of sell-swords, maybe even more than one.  

Now you’re looking for something else, perhaps greater reward for the risks you take, or the 

freedom to choose your own activities. For whatever reason, you’re leaving behind the life of a 

soldier for hire, but your skills are undeniably suited for battle, so now you fight on in a different 

way. 

Skill Proficiencies: Athletics, Persuasion 

Tool Proficiencies: One type of gaming set, vehicles (land) 

Equipment: A uniform of your company (traveler’s clothes in quality), an insignia of your rank, a 

gaming set of your choice, and a pouch containing the remainder of your last wages (10 gp) 

Feature: Mercenary Life 

You know the mercenary life as only someone who has experienced it can. You are able to identify 

mercenary companies by their emblems, and you know a little about any such company, including 

the names and reputations of its commanders and leaders, and who has hired them recently. You 

can find the taverns and festhalls where mercenaries abide in any area, as long as you speak the 

language. You can find mercenary work between adventures sufficient to maintain a comfortable 

lifestyle (see “Practicing a Profession” under “Downtime Activities” in chapter 8 of the Player’s 

Handbook). 

Suggested Characteristics 

Use the tables for the soldier background in the Player’s Handbook as the basis for your traits and 

motivations, modifying the entries when appropriate to suit your identity as a mercenary. 

Your bond could be associated with the company you traveled with previously, or with some of the 

comrades you served with. The ideal you embrace largely depends on your worldview and your 

motivation for fighting. 

Urban Bounty Hunter 

Before you became an adventurer, your life was already full of conflict and excitement, because you 

made a living tracking down people for pay. Unlike some people who collect bounties, though, you 

aren’t a savage who follows quarry into or through the wilderness. You’re involved in a lucrative 

trade, in the place where you live, that routinely tests your skills and survival instincts. What’s 

more, you aren’t alone, as a bounty hunter in the wild would be: you routinely interact with both 
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the criminal subculture and other bounty hunters, maintaining contacts in both areas to help you 

succeed. 

You might be a cunning thief-catcher, prowling the rooftops to catch one of the myriad burglars of 

the city. Perhaps you are someone who has your ear to the street, aware of the doings of thieves’ 

guilds and street gangs. You might be a “velvet mask” bounty hunter, one who blends in with high 

society and noble circles in order to catch the criminals that prey on the rich, whether pickpockets 

or con artists. The community where you plied your trade might have been one of Wyrlde’s great 

metropolises, such as Shangrila or Prussia, or a less populous location, perhaps Luskan or 

Yartar—any place that’s large enough to have a steady supply of potential quarries. 

As a member of an adventuring party, you might find it more difficult to pursue a personal agenda 

that doesn’t fit with the group’s objectives—but on the other hand, you can take down much more 

formidable targets with the help of your companions. 

Skill Proficiencies: Choose two from among Deception, Insight, Persuasion, and Stealth 

Tool Proficiencies: Choose two from among one type of gaming set, one musical instrument, and 

thieves’ tools 

Equipment: A set of clothes appropriate to your duties and a pouch containing 20 gp 

Feature: Ear to the Ground 

You are in frequent contact with people in the segment of society that your chosen quarries move 

through. These people might be associated with the criminal underworld, the rough-and-tumble 

folk of the streets, or members of high society. This connection comes in the form of a contact in 

any city you visit, a person who provides information about the people and places of the local area. 

Suggested Characteristics 

Use the tables for the criminal background in the Player’s Handbook as the basis for your bounty 

hunter’s traits and motivations, modifying the entries when appropriate to suit your identity as a 

bounty hunter. 

For instance, your bond might involve other bounty hunters or the organizations or individuals 

that employ you. Your ideal could be associated with your determination always to catch your 

quarry or your desire to maintain your reputation for being dependable. 

PARTY ROLES 

Party Roles are not a thing that one has to do. They are presented here strictly and only to help 

everyone kind of decide how they will handle combat and related roles during tense situations, and 

sometimes to help kind of bring the team together. 

The roles below are not really part of anything in game, they are strictly above it all, looking at 

characters similar to the way one looks at chess pieces. 
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Caster 

These are the big guns, the spellcasters who do damage by the area and the folks who can take out 

large groups of people. 

Face 

The Face often has the most difficult job in the party, largely because it’s based on the skill of the 

player as much as the skill of the character. Though not as useful in combat, a party that can’t 

navigate NPCs and cultures is making things much harder than they need to be, and some fights 

are best won by keeping them from starting.  

Field Control 

Usually an arcane caster, this function is based around controlling the battlefield to limit the 

effectiveness of opponents. Often, it’s by killing them, but any debilitating effect such as movement 

limitations, poison, or even dispelled magic effects can work just as well.  

Scout 

Not just the inability to be perceived, but also the ability to do it reliably and take advantage of it. 

Stealthy characters tend to be very mobile, able to dance around on the fringes of combat.  

Shield 

While the damage-dealer focuses on taking the hit points away quickly, the defender tries to keep 

them for as long as possible. More importantly, every time an attack is aimed at the defender, it is 

not aimed at another party member. The defender is in a party specifically to take hits rather than 

weaker party members, and in a world without marks, they usually do this by staying in the front 

line. Examples: fighter, paladin 

Strategist 

Strategy – the difficult task of seeing who is doing what when and being able to guide it all, while it 

is happening. Tactics and Strategy are two different concepts – tactics is an overall idea of what to 

do and how to do it, while strategy is what happens when you have to do it. The Strategist is 

usually removed from the direct confrontation, and organizes the actions of everyone in the party, 

tracking hit points, spells, and damage done while figuring out what to do next.  

Support 

Healing — This is arguably the most important function in a party, as hit points are the second 

most important resource a party has. A party can grudgingly get by without being stealthy or 

having a smooth talker, but a group without a healer is far easier to knock out, and unlike the 

other roles, this role is limited to only a few classes. Healing can also take place beyond damage. 
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When a character is immobilized, diseased, or just running scared, a healer is invaluable. 

Examples: cleric, oracle 

Switch 

While a need for nature specialization is drastically reduced in urban settings, there is much to be 

said for the mobility and knowledge granted by focus in this role. The ability to survive journeys is 

essential in any campaign that involves travel and many that don’t. Most Switch have the abilyt to 

dance between different roles. 

Tank 

Damage — This function is based around damage with weaponry, tactics, or spells. Multiple 

attacks, large weapons, or simply lots of physical power can all make a character worthwhile in 

this role, and spellcasters can deal damage in focused bursts or large areas of the battlefield. 

Example: barbarian, sorcerer 

Utility 

Utility generally means useful out of combat effects, the folks who are skilled in the little stuff like 

identifying things and solving complex puzzles. 
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FEATS 
Wyrlde allows for, encourages, and uses the optional rules for Feats within the game. All feats in 

the PHB and XGE are found here, as well as additional ones from other sources with GM approval. 

Here are some additional Feats available.  

Acrobat  

You become more nimble, gaining the following benefits: 

• Increase your Dexterity score by 1, to a maximum of 20. 

• You gain proficiency in the Acrobatics skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• As a bonus action, you can make a DC 15 Dexterity (Acrobatics) check. If you succeed, difficult terrain 

doesn’t cost you extra movement until the end of the current turn. 

Alchemist  

You have studied the secrets of alchemy and are an expert in its practice, gaining the following 

benefits: 

• Increase your Intelligence score by 1, to a maximum of 20. 

• You gain proficiency with alchemist’s supplies. If you are already proficient with them, you add double your 

proficiency bonus to checks you make with them. 

• As an action, you can identify one potion within 5 feet of you, as if you had tasted it. You must see the 

liquid for this benefit to work. 

• Over the course of any short rest, you can temporarily improve the potency of one potion of healing of any 

rarity. To use this benefit, you must have alchemist’s supplies with you, and the potion must be within 

reach. If the potion is drunk no more than 1 hour after the short rest ends, the creature drinking the potion 

can forgo the potion’s die roll and regains the maximum number of hit points that the potion can restore 

Ammunition 

This Feat is the making of Ammunition.   

• In combat, this feat takes three turns the character is able to make 10 rounds of ammunition for a firearm. 

You must have the firearms proficiency for this feat, and a firearms toolkit. 

Animal Handler  

You master the techniques needed to train and handle animals. You gain the following benefits. 

• Increase your Wisdom score by 1, to a maximum of 20.  

• You gain proficiency in the Animal Handling skill. If you are already proficient in the skill, you add double 

your proficiency bonus to checks you make with it. 

• You can use a bonus action on your turn to command one friendly beast within 60 feet of you that can hear 

you and that isn’t currently following the command of someone else. You decide now what action the beast 



 

  171 

 

will take and where it will move during its next turn, or you issue a general command that lasts for 1 

minute, such as to guard a particular area. 

Arcanist  

(Elves and Halflings or Shangrila background only) You study the arcane arts, gaining the 

following benefits: 

• Increase your Intelligence score by 1, to a maximum of 20. 

• You gain proficiency in the Arcana skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• You learn the prestidigitation and detect magic spells. You can cast detect magic once without expending a 

spell slot, and you regain the ability to do so when you finish a long rest. 

Blade Mastery  

You master the shortsword, longsword, scimitar, rapier, and greatsword. You gain the following 

benefits when using any of them: 

• You gain a +1 bonus to attack rolls you make with the weapon. 

• On your turn, you can use your reaction to assume a parrying stance, provided you have the weapon in 

hand. Doing so grants you a +1 bonus to your AC until the start of your next turn or until you’re not 

holding the weapon. 

• When you make an opportunity attack with the weapon, you have advantage on the attack roll. 

Brawny  

You become stronger, gaining the following benefits: 

• Increase your Strength score by 1, to a maximum of 20. 

• You gain proficiency in the Athletics skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• You count as if you were one size larger for the purpose of determining your carrying capacity. 

Burglar  

You pride yourself on your quickness and your close study of certain clandestine activities. You 

gain the following benefits:  

• Increase your Dexterity score by 1, to a maximum of 20. 

• You gain proficiency with thieves’ tools. If you are already proficient with them, you add double your 

proficiency bonus to checks you make with them 

Diplomat  

(Must have the Courtier background only) You master the arts of diplomacy, gaining the 

following benefits: 

• Increase your Charisma score by 1, to a maximum of 20. 
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• You gain proficiency in the Persuasion skill. If you are already proficient in this skill, you add double your 

proficiency bonus to checks you make with it. 

• If you spend 1 minute talking to someone who can understand what you say, you can make a Charisma 

(Persuasion) check contested by the creature’s Wisdom (Insight) check. If you or your companions are 

fighting the creature, your check automatically fails. If your check succeeds, the target is charmed by you 

as long as it remains within 60 feet of you and for 1 minute thereafter. 

Fell Handed  

You master the handaxe, battleaxe, greataxe, warhammer, and maul. You gain the following 

benefits when using any of them:  

• You gain a +1 bonus to attack rolls you make with the weapon.  

• Whenever you have advantage on a melee attack roll you make with the weapon and hit, you can knock the 

target prone if the lower of the two d20 rolls would also hit the target.  

• Whenever you have disadvantage on a melee attack roll you make with the weapon, the target takes 

bludgeoning damage equal to your Strength modifier (minimum of 0) if the attack misses but the higher of 

the two d20 rolls would have hit.  

• If you use the Help action to aid an ally’s melee attack while you’re wielding the weapon, you knock the 

target’s shield aside momentarily. In addition to the ally gaining advantage on the attack roll, the ally gains 

a +2 bonus to the roll if the target is using a shield. 

Flail Mastery  

The flail is a tricky weapon to use, but you have spent countless hours mastering it. You gain the 

following benefits. 

• You gain a +1 bonus to attack rolls you make with a flail.  

• As a bonus action on your turn, you can prepare yourself to extend your flail to sweep over targets’ shields. 

Until the end of this turn, your attack rolls with a flail gain a +2 bonus against any target using a shield. 

• When you hit with an opportunity attack using a flail, the target must succeed on a Strength saving throw 

(DC 8 + your proficiency bonus + your Strength modifier) or be knocked prone. 

Gourmand  

You have mastered a variety of special recipes, allowing you to prepare exotic dishes with useful 

effects. You gain the following benefits: 

• Increase your Constitution score by 1, to a maximum of 20.  

• You gain proficiency with cook’s utensils. If you are already proficient with them, you add double your 

proficiency bonus to checks you make with them. 

• As an action, you can inspect a drink or plate of food within 5 feet of you and determine whether it is 

poisoned, provided that you can see and smell it. 

• During a long rest, you can prepare and serve a meal that helps you and your allies recover from the rigors 

of adventuring, provided you have suitable food, cook’s utensils, and other supplies on hand. The meal 

serves up to six people, and each person who eats it regains two additional Hit Dice at the end of the long 

rest. In addition, those who partake of the meal have advantage on Constitution saving throws against 

disease for the next 24 hours.  
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Empathic  

You possess keen insight into how other people think and feel. You gain the following benefits: 

• Increase your Wisdom score by 1, to a maximum of 20. 

• You gain proficiency in the Insight skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• You can use your action to try to get uncanny insight about one humanoid you can see within 30 feet of 

you. Make a Wisdom (Insight) check contested by the target’s Charisma (Deception) check. If your check 

succeeds, you have advantage on attack rolls and ability checks against the target until the end of your 

next turn. 

Historian  

Your study of history rewards you with the following benefits: 

• Increase your Intelligence score by 1, to a maximum of 20. 

• You gain proficiency in the History skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• When you take the Help action to aid another creature’s ability check, you can make a DC 15 Intelligence 

(History) check. On a success, that creature’s check gains a bonus equal to your proficiency bonus, as you 

share pertinent advice and historical examples. To receive this bonus, the creature must be able to 

understand what you’re saying 

Investigator  

You have an eye for detail and can pick out the smallest clues. You gain the following benefits: 

• Increase your Intelligence score by 1, to a maximum of 20. 

• You gain proficiency in the Investigation skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• You can take the Search action as a bonus action. 

Master of Disguise  

You have honed your ability to shape your personality and to read the personalities of others. You 

gain the following benefits: 

• Increase your Charisma score by 1, to a maximum of 20. 

• You gain proficiency with the disguise kit. If you are already proficient with it, you add double your 

proficiency bonus to checks you make with it. 

• If you spend 1 hour observing a creature, you can then spend 8 hours crafting a disguise you can quickly 

don to mimic that creature. Making the disguise requires a disguise kit. You must make checks as normal 

to disguise yourself, but you can assume the disguise as an action 

Medic  

You master the physician’s arts, gaining the following benefits: 

• Increase your Wisdom score by 1, to a maximum of 20. 
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• You gain proficiency in the Medicine skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• During a short rest, you can clean and bind the wounds of up to six willing beasts and humanoids. Make a 

DC 15 Wisdom (Medicine) check for each creature. On a success, if a creature spends a Hit Die during this 

rest, that creature can forgo the roll and instead regain the maximum number of hit points the die can 

restore. A creature can do so only once per rest, regardless of how many Hit Dice it spends. 

Menacing  

You become fearsome to others, gaining the following benefits: 

• Increase your Charisma score by 1, to a maximum of 20. 

• You gain proficiency in the Intimidation skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• When you take the Attack action on your turn, you can replace one attack with an attempt to demoralize 

one humanoid you can see within 30 feet of you that can see and hear you. Make a Charisma (Intimidation) 

check contested by the target’s Wisdom (Insight) check. If your check succeeds, the target is frightened 

until the end of your next turn. If your check fails, the target can’t be frightened by you in this way for 1 

hour. 

Naturalist  

Your extensive study of nature rewards you with the following benefits: 

• Increase your Intelligence score by 1, to a maximum of 20. 

• You gain proficiency in the Nature skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• You learn the druidcraft and detect poison and disease spells. You can cast detect poison and disease once 

without expending a spell slot, and you regain the ability to do so when you finish a long rest. 

Ordnance 

This feat is the making of a Grenade or Charge.  

• You must have the Explosives proficiency and an explosives or firearms toolkit for this feat. For the price of 

three turns, you are able to make a single explosive Grenade or Charge. 

Perceptive  

You hone your senses until they become razor sharp. You gain the following benefits: 

• Increase your Wisdom score by 1, to a maximum of 20. 

• You gain proficiency in the Perception skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• Being in a lightly obscured area doesn’t impose disadvantage on your Wisdom (Perception) checks if you 

can both see and hear. 

Performer  

You master performance so that you can command any stage. You gain the following benefits: 
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• Increase your Charisma score by 1, to a maximum of 20. 

• You gain proficiency in the Performance skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• While performing, you can try to distract one humanoid you can see who can see and hear you. Make a 

Charisma (Performance) check contested by the humanoid’s Wisdom (Insight) check. If your check 

succeeds, you grab the humanoid’s attention enough that it makes Wisdom (Perception) and Intelligence 

(Investigation) checks with disadvantage until you stop performing. 

Quick-Fingered  

Your nimble fingers and agility let you perform sleight of hand. You gain the following benefits: 

• Increase your Dexterity score by 1, to a maximum of 20. 

• You gain proficiency in the Sleight of Hand skill. If you are already proficient in the skill, you add double 

your proficiency bonus to checks you make with it. 

• As a bonus action, you can make a Dexterity (Sleight of Hand) check to plant something on someone else, 

conceal an object on a creature, lift a purse, or take something from a pocket.  

Racial Feats 

This includes the Racial Feats on Page 73 of the XGE, modified as follows: 

1. Dragon Fear/ Dragon Hide 

Dragon Fear and Dragon Hide are Racial Feats for Halflings, adapted for their particular antecedent. 

2. Wood Elf Magic/Elf Magic 

Wood Elf Magic is only for Wylde Elves. The others are available to any Elf. These tend to run in elf families, 

and are remainders of the power they once had during the God’s War. 

3. Infernal Flames 

The Flames of Phlegethos and Infernal Constitution are available to all races, because Demons are not very 

picky. 

Cost of Racial Feats 

There is a cost for a Racial Feat, however, unlike a typical Feat. Racial Feats cost the PC 1d6 HP 

whenever used, recovered after a short rest. This is because the use of one takes a lot out of the 

character. 

Silver-Tongued  

You develop your conversational skill to better deceive others. You gain the following benefits:  

• Increase your Charisma score by 1, to a maximum of 20. 

• You gain proficiency in the Deception skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 
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• When you take the Attack action on your turn, you can replace one attack with an attempt to deceive one 

humanoid you can see within 30 feet of you that can see and hear you. Make a Charisma (Deception) check 

contested by the target’s Wisdom (Insight) check. If your check succeeds, your movement doesn’t provoke 

opportunity attacks from the target and your attack rolls against it have advantage; both benefits last until 

the end of your next turn or until you use this ability on a different target. If your check fails, the target 

can’t be deceived by you in this way for 1 hour. 

Spear Mastery  

Though the spear is a simple weapon to learn, it rewards you for the time you have taken to master 

it. You gain the following benefits. 

• You gain a +1 bonus to attack rolls you make with a spear. 

• When you use a spear, its damage die changes from a d6 to a d8, and from a d8 to a d10 when wielded 

with two hands. (This benefit has no effect if another feature has already improved the weapon’s die.) 

• You can set your spear to receive a charge. As a bonus action, choose a creature you can see that is at least 

20 feet away from you. If that creatures moves within your spear’s reach on its next turn, you can make a 

melee attack against it with your spear as a reaction. If the attack hits, the target takes an extra 1d8 

piercing damage, or an extra 1d10 piercing damage if you wield the spear with two hands. You can’t use 

this ability if the creature used the Disengage action before moving.  

• As a bonus action on your turn, you can increase your reach with a spear by 5 feet for the rest of your turn 

Stealthy  

You know how best to hide. You gain the following benefits: 

• Increase your Dexterity score by 1, to a maximum of 20. 

• You gain proficiency in the Stealth skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• If you are hidden, you can move up to 10 feet in the open without revealing yourself if you end the move in 

a position where you’re not clearly visible. 

Survivalist  

You master wilderness lore, gaining the following benefits: 

• Increase your Wisdom score by 1, to a maximum of 20. 

• You gain proficiency in the Survival skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it. 

• You learn the alarm spell. You can cast it once without expending a spell slot, and you regain the ability to 

do so when you finish a long rest. 

Theologian  

Your extensive study of religion rewards you with the following benefits: 

• Increase your Intelligence score by 1, to a maximum of 20. 

• You gain proficiency in the Religion skill. If you are already proficient in the skill, you add double your 

proficiency bonus to checks you make with it.  
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• You learn the thaumaturgy and detect evil and good spells. You can cast detect evil and good once without 

expending a spell slot, and you regain the ability to do so when you finish a long rest. 

MULTICLASSING 

As noted elsewhere, multiclassing is quite permissible in Wyrlde.  

The trick is that one cannot start out multiclassed, even if making a new character at a higher 

level.  Multiclassing must be done in game, and arise out of the needs, desires, or role playing 

involved in the story. Pretext counts, so do not think it is going to be hard, just be aware that part 

of the character’s story is why they chose to multiclass, and what it was that drove them to do so. 
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THE MATERIAL WORLD 
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EQUIPMENT 
Wyrlde has a few problems. Among them is that there is a shortage of iron and silver of a quality 

decent enough to make anything.  Nearly all the steel and silver in weapons and gear found today 

is patched and reused, or derived from recycled materials. 

The mines continue to dig for it, so the supply is increasing, but the sources are rarer and more 

difficult to find. Often, people will dig in ruins and abandoned places for it – scrap iron has high 

value. 

WEALTH 

There are three types of starting wealth that determines a character’s starting wealth.  The first 

kind is Family Wealth. The second kind is Regional Wealth. The third kind is Class Wealth. 

Starting Wealth 

Class wealth is found on page 143 of the PHB.  

Family Wealth is determined by 3d6+1d8 sp. 

Regional Wealth 

Aztlan 3d6+10gp 

Dorado 2d6+10gp 

Durango 3d6+10gp 

Islandia 1d6+10gp 

Lemuria 2d6+10gp 

Prussia 4d6+10gp 

Shangrila 3d6+10gp 

Thule 2d6+10gp 

Wylde 1d6+10gp 

 

Trinkets 

Trinkets are simple items, lightly touched by a mystery that is very specific to the character. They 

sometime can become a Focus, or a potent symbol of the character, as well.  Trinkets are often 

carried people in case one of the Gods spots it and places a blessing of some kind on it. 

Typical Trinkets 

The PHB has a table for trinkets on Page 160. 
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Gothic Trinkets 

When rolling for a trinket, also use this table, which is designed for a game of this type. 

Trinkets 

d100 Trinket 

01–02 A picture you drew as a child of your imaginary friend 

03–04 A lock that opens when blood is dripped in its keyhole 

05–06 Clothes stolen from a scarecrow 

07–08 A spinning top carved with four faces: happy, sad, wrathful, and dead 

09–10 The necklace of a sibling who died on the day you were born 

11–12 A wig from someone executed by beheading 

13–14 The unopened letter to you from your dying father 

15–16 A pocket watch that runs backward for an hour every midnight 

17–18 A winter coat stolen from a dying soldier 

19–20 A bottle of invisible ink that can only be read at sunset 

21–22 A wineskin that refills when interred with a dead person for a night 

23–24 A set of silverware used by a king for his last meal 

25–26 A spyglass that always shows the world suffering a terrible storm 

27–28 A cameo with the profile’s face scratched away 

29–30 A lantern with a black candle that never runs out and that burns with green flame 

31–32 A teacup from a child’s tea set, stained with blood 

33–34 A little black book that records your dreams, and yours alone, when you sleep 

35–36 A necklace formed of the interlinked holy symbols of a dozen deities 

37–38 A hangman’s noose that feels heavier than it should 

39–40 A birdcage into which small birds fly but once inside never eat or leave 

41–42 A lepidopterist’s box filled dead moths with skull-like patterns on their wings 

43–44 A jar of pickled ghouls’ tongues 
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45–46 The wooden hand of a notorious pirate 

47–48 A urn with the ashes of a dead relative 

49–50 A hand mirror backed with a bronze depiction of a medusa 

51–52 Pallid leather gloves crafted with ivory fingernails 

53–54 Dice made from the knuckles of a notorious charlatan 

55–56 A ring of keys for forgotten locks 

57–58 Nails from the coffin of a murderer 

59–60 A key to the family crypt 

61–62 A bouquet of funerary flowers that always looks and smells fresh 

63–64 A switch used to discipline you as a child 

65–66 A music box that plays by itself whenever someone holding it dances 

67–68 A walking cane with an iron ferule that strikes sparks on stone 

69–70 A flag from a ship lost at sea 

71–72 Porcelain doll’s head that always seems to be looking at you 

73–74 A wolf’s head wrought in silver that is also a whistle. 

75–76 A small mirror that shows a much older version of the viewer 

77–78 Small, worn book of children’s nursery rhymes. 

79–80 A mummified raven claw 

81–82 A broken pendent of a silver dragon that’s always cold to the touch 

83–84 
A small locked box that quietly hums a lovely melody at night but you always forget it in the 

morning 

85–86 An inkwell that makes one a little nauseous when staring at it 

87–88 An old little doll made from a dark, dense wood and missing a hand and a foot 

89–90 A black executioner’s hood 

91–92 A pouch made of flesh, with a sinew drawstring 

93–94 A tiny spool of black thread that never runs out 

95–96 A tiny clockwork figurine of a dancer that’s missing a gear and doesn’t work 
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97–98 A black wooden pipe that creates puffs of smoke that look like skulls 

99–00 A vial of perfume, the scent of which only certain creatures can detect 

 

GEAR & EQUIPMENT 

Armor & Shields 

All armor and shields found in the PHB are present. 

Weapons 

All weapons found in the PHB and XGE are present. In addition, however, there are three 

additional weapons. 

Explosives 

Doradan engineers in the Triskelion syndicate also developed Explosives, using the same principles 

that they used to create firearms. They have fashioned these into three forms, one of which has two 

additional variants. 

Explosive Cost Weight Range Radius Damage Save Vs 

Charge - Basic 300 gp 5 lb. 10’ 25’ 4d6 Dexterity, DC12 

Charge - Sharp 500 gp 5 lb. 10’ 5’/10’ Cone 6d6 Dexterity, DC15 

Grenade 175 gp .5 lb. 60’ 10’ 3d6 Dexterity, DC15 

Grenade – Smoke 200 gp .5 lb. 60’ 30’ 1d6 Dexterity, DC 18 

Grenade -- Fire 200 gp 1 lb. 60’ 5’ 2d6 + 1d6/trn Dexterity, DC15 

Ordnance Kit 15 gp 1 lb. 0 3’ 1d6 Dexterity, DC10 

Charges 

Charges come into types. Basic and Sharp. A Basic Charge can be of any basic shape, is around 

twelve inches (1 foot) in diameter, and when detonated affects an area in a 25 foot radius, dealing 

4d6 damage to any creature who fails a Dexterity throw. A Sharp Charge is built to push most of 

the blast in a single direction, though it still has an effect. Sharp Charges are built for knocking 

holes in things. Due to their nature, charges can only be thrown about 10 feet. 

Grenades 

Grenades are small objects of basic shape that are about 4 inches in diameter that can be thrown 

up to 60 feet away. A typical grenade will do damage in a 10 foot radius. A Smoke Grenade releases 

a thick, colored smoke that fills an area in a 30 foot radius. A Fire grenade spreads a thick, viscous 

gel that is ignited and will burn for up to ten minutes. In each case, a Dexterity save can be made 

to avoid it, but it is hard. Fire grenades will do an additional 1d6 in dmge for each turn the person 

is covered in the burning gel. The gel can be washed off, smothered, or otherwise treated like 

typical fire. 
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Firearms 

Wyrlde Firearms are fairly standardized, but extremely difficult to make. It is said that the Gods 

interfere. There are no burst fire weapons, though all are a form of revolver or breech loader. 

Reloading takes an action. 

Ammunition comes in two sorts: Rounds and Shakes. Shakes are assembled through the firearms 

proficiency to break up, but they do not scatter widely. Rounds are hard pellets, typically of stone, 

shaped by the firearms proficiency with a toolkit. It takes an hour to shape 10 rounds unless one 

has a feat. 

Firearms were developed in Dorado, building on some ideas originally developed in Durango. They 

are made and sold chiefly there. Aside from the snuffer, the secrets to making firearms remain with 

the Doradan Syndic Kurgan, head of the Triskelion syndicate. 

Hand Cannon  

This is a large bore, two shot weapon, breech loading. Loading takes two hands. It can be dual 

wielded, but reloading takes 2 turns per cannon. 

Rifle 

This is a large bore, revolver cartridge, version of the same, two handed, pop out revolver cartridge. 

It has a longer range. 

Longtom 

This is an even longer-range rifle, used for hunting. It is typically loaded with Shakes rounds. 

Snuffer 

This is a smaller, lighter version of the Hand Cannon, developed in secret and found only in use 

among Rogue Assassins. Possession of a Snuffer is generally considered to be punishable by death. 

It can also be dual wielded. 

Doradan Pistol 

This is the height of firearms, and they are not made any longer, belonging to a very select group of 

Doradan Paladins. The skills to make them were lost in the God’s War, so every single pistol is a 

Legendary weapon. Someone who has one that is not of that group is subject to being hunted by 

someone from the Order of Roland and slain, without mercy or remorse. They can be dual wielded. 

Weapon Cost Damage Weight Range Shots Notes 

Hand Cannon 250 gp 1d10 piercing 5 lb. 20/60 2 Reload, dual allowed 

Rifle 500 gp 1d12 piercing 10 lb. 40/120 5 2 handed, reload 

Longtom 750 gp 3d4 piercing 15 lb. 60/180 1 2 handed, reload 

Snuffer 250 gp 1d10 piercing 3 lb. 5/15 1 Rogue only, reload 

Ammunition - Rounds 15 gp -- 1 lb. -- 10 10 rounds 

Ammunition - Shakes 30 gp +2 piercing 1 lb. --  10 10 rounds 

Pistol, Doradan -- 1d12 piercing 5 lb. 30/90 5 Only Paladins, reload 
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Glaives 

 A glaive, on Wyrlde, is a simple melee weapon, a staff, weighted on one end with a large bulbous 

weight and bladed top on the other end with a variety of different configurations, notably sword tip, 

spear point and axe head. Glaives are as tall as the shoulder of the person who uses it. They are a 

two handed weapon, and the main form of weaponry used on Wyrlde – even more than swords.  

Glaives on Wyrlde have the finesse property. This means that when attacking with one, you add 

your dexterity modifier to your Attack Roll and to your damage roll. Glaives have the Reach 

property, so your reach is extended five feet. Should an extra action be gained, the base can be 

used for a second, blunt damage attack. This is especially useful is you have the Polearm Master 

Feat. 

Wyrlde Glaives are not heavy, though – they often have blades made from vitredur. They are often 

highly decorated and very personalized weapons. 

Variant Cost Damage Weight Properties Base 

Sword Glaive 15 gp 1d10 slashing 3 lb. 2 hands, 
reach 

1d6 
bludgeoning 

Spear Glaive 15 gp 1d10 piercing 3 lb. 2 hands, 
reach 

1d6 
bludgeoning 

Axe Glaive 15 gp 1d10 slashing 3 lb. 2 hands, 
reach 

1d6 
bludgeoning 

Hammer 
Glaive 

15 gp 1d10 
bludgeoning 

4 lb. 2 hands, 
reach 

1d6 
bludgeoning 

 

Gear 

As listed in the PHB. 

Packs 

 As listed in the PHB. 

 

Tools 

As listed in the PHB. 

Mounts & Vehicles 

As listed in the PHB. 

Item Cost Weight 

Firearms Toolkit 100 gp 15 

Explosives Toolkit 160 gp 15 
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COINAGE 

Wyrlde coinage follows the standard exchange rates.  

Trade Goods 

As listed in the PHB. 

Expenses 

Lifestyle 

As listed in the PHB. 

Lodging 

As listed in the PHB. 

Services 

As listed in the PHB. 
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MAGIC! 
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NEW SPELLS 
NAMING CONVENTIONS 

Sometimes a spell in the PHB or other source will have the name of some ancient wizard from 

another world involved. None of those names are valid on Wyrlde. Spells here are not named after 

the person who creates or popularizes them – they are descriptive of the action. 

SPELLS FROM OTHER SOURCES 

 

WYRLDE SPELLS 
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MAGICAL ITEMS 
Magical Items in Wyrlde are sorted according to their commonality and their source, really. If you 

came to this section looking to see about which ones you can learn of, I am sorry to disappoint 

you. 

This is more about the kinds of them, and how you will see them, and the rest. 

Magic in Wyrlde is often bent to a form of technology, but it is still somewhat newish. Unlike 

Eberron, where enslaving planar creatures or elementals is common, Wyrlde is much more about 

using magic instead of steam power, and the Mechanics of the world – so often from that land of 

dichotomies, Thule – are forever tinkering and playing around with them. 

Metal is rare and pricey and needed for “more important” things, whereas stone and wood are 

cheap and plentiful. This may be why Kobolds are so famous for their metal theft. This is why two 

of the most stunning things about Wyrlde are present. 

COMMON MAGICAL ITEMS 

There are some magical items which are very common, typically fashioned by artificers.  They were 

once quite expensive, but these days are fairly routine and commonplace. 
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