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(Draken Klaue) Glaive, +1 (Weapon)

Arrows (20) (Adventuring Gear)

Backpack (Empty) (Adventuring Gear)

Bag (Small) (Adventuring Gear)

Bedroll (Adventuring Gear)

diamond dust (100gp) ()

Driftglobe (Wondrous Item)

Drown (Weapon)

Glaive (Weapon)

Goggles of Night (Wondrous Item)

Handaxe (Weapon)

Leather armor ()

Longbow (Weapon)

Mess Kit (Adventuring Gear)

Plate Mail (Armor)

Quiver (Adventuring Gear)

Rations (1 Day) (Adventuring Gear)

Heavy Armor Master (Feat)

Mobile (Feat)

Polearm Master (Feat)

Resilient (Feat)

Sentinel (Feat)

Ability Score Improvement (Feature)

Action Surge: +1 action once per short rest (Feature)

Battle Master (Feature)

Combat Superiority (Feature)

Combat Superiority - 5 uses (d10) 7 known DC 18 * 1 used (Feature)

Connected (Feature)

Extra Attack (2) (Feature)

Fighting Style: Heavy Weapon reroll 1s and 2s on damage (Feature)

Improved Combat Superiority (Feature)

Indomitable (2 uses) 0 used (Feature)

Know Your Enemy (Feature)

Second Wind: 1D10+13 heal once per short rest (Feature)

Student of War - Mason (Feature)

Breath Weapon: DC15 fire 4D6 5x30 line once per short rest *used (Trait)

Damage Resistance to Fire (Trait)

Draconic Ancestry (Trait)

Protects the down-trodden, because he was 

once one.

Self improvement, one step at a time.

Warhammer (Versatile (1d10)) +10 d10+5

Longbow (Ammunition (range 150/600), heavy, two-handed) +6 d8+1 piercing

Glaive butt end (Light, thrown (range 20/60)) +11 d4+6 blugeoning,magic

Handaxe (Light, thrown (range 20/60)) +10 d6+5 slashing

(Draken Klaue) Glaive, +1 () +11 d10+6 slashing, magic

Drown (Thrown (range 20/60), versatile (1d8), magic) +11 d8 cold

d8+6 piercing,magic

Drown Butt End (Thrown (range 20/60), versatile (1d8), magic) +11 d8 cold

d4+6 bludgeoning,magic
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GKar

44 184 lbs.6' 4"

Weapons

Name Properties Ammo Prof Attack Damage

(Draken Klaue) Glaive, +

1

+11Yes d10+6 slashing, magic

Drown Thrown (range 20/60), versatile (1d8), magic +11Yes d8 cold

d8+6 piercing,magic

Drown Butt End Thrown (range 20/60), versatile (1d8), magic +11Yes d8 cold

d4+6 bludgeoning,magic

Glaive butt end Light, thrown (range 20/60) +11Yes d4+6 blugeoning,magic

Handaxe Light, thrown (range 20/60) +10Yes d6+5 slashing

Longbow Ammunition (range 150/600), heavy, two-hande

d

20 +6Yes d8+1 piercing

Warhammer Versatile (1d10) +10Yes d10+5 

Ring of Protection (Ring)

Rope, Hempen (50 Feet) (Adventuring Gear)

Tinderbox (Adventuring Gear)

Torch (Adventuring Gear)

War Hammer ()

Warhammer (Weapon)

Waterskin (Adventuring Gear)

Weird Tank (Wondrous Item)

Wingwear (Wondrous Item)

Woodcarver's Tools (Tools)
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Spells Spell Ability: Base DC: Base Attack: Prepared: 

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

0 0 0 0 0 0 0 0 0

Action Surge

Duration: Range: Casting Time: 

Source: Components: 

Starting at 2nd level, you can push yourself beyond your normal limits for a moment. On your turn, you can take 

one additional action on top of your regular action and a possible bonus action.

Once you use this feature, you must finish a short or long rest before you can use it again. Starting at 17th level, 

you can use it twice before a rest, but only once on the same turn.

Breath Weapon

Duration: Range: Casting Time: 

Source: Components: 

Save vs dexterity DC 13Attack: 

d6,d6,d6 fireDamage: 

Extra Attack

Duration: Range: Casting Time: 

Source: Components: 

Beginning at 5th level, you can attack twice, instead of once, whenever you take the Attack action on your turn. 

The number of attacks increases to three when you reach 11th level in this class and to four when you reach 20th 

level in this class.

Fighting Style

Duration: Range: Casting Time: 

Source: Components: 

You adopt a particular style of fighting as your specialty. Choose one of the following options. You can't take a 

Fighting Style option more than once, even if you later get to choose again.

Archery

You gain a +2 bonus to attack rolls you make with ranged weapons.

Defense

While you are wearing armor, you gain a +1 bonus to AC.

Dueling

When you are wielding a melee weapon in one hand and no other weapons, you gain a +2 bonus to damage rolls 

with that weapon.

Great Weapon Fighting

When you roll a 1 or 2 on a damage die for an attack you make with a melee weapon that you are wielding with 

two hands, you can reroll the die and must use the new roll, even if the new roll is a 1 or a 2. The weapon must 

have the two-handed or versatile property for you to gain this benefit.

Protection

When a creature you can see attacks a target other than you that is within 5 feet of you, you can use your 

reaction to impose disadvantage on the attack roll. You must be wielding a shield.

Two-Weapon Fighting

When you engage in two-weapon fighting, you can add your ability modifier to the damage of the second attack.

Fire Resistance

Duration: Range: Casting Time: 

Source: Components: 

Heavy Armor Mastery

Duration: Range: Casting Time: 

Source: Components: 
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Martial Archetype

Duration: Range: Casting Time: 

Source: Components: 

At 3rd level, you choose an archetype that you strive to emulate in your combat styles and techniques. Choose 

Champion, Battle Master or Eldritch Knight, all detailed at the end of the class description. The archetype you 

choose grants you features at 3rd level and again at 7th, 10th, 15th, and 18th level.

Second Wind

Duration: Range: Casting Time: 

Source: Components: 

You have a limited well of stamina that you can draw on to protect yourself from harm. On your turn, you can use 

a bonus action to regain hit points equal to 1d10 + your fighter level.

Once you use this feature, you must finish a short or long rest before you can use it again.

d10 Heal: 
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Feats, Features, Traits

Feat

Polearm Master You can keep your enemies at bay with reach weapons. You gain the following benefits:

* When you take the Attack action and attack with only a glaive, halberd, or quarterstaff, you can use a 

bonus action to make a melee attack with the opposite end of the weapon. The weapon's damage die for 

this attack is a d4, and the attack deals bludgeoning damage. The bonus attack uses the same ability 

modifier as the main attack.

* While you are wielding a glaive, halberd, pike, or quarterstaff, other creatures provoke an opportunity 

attack from you when they enter your reach.

Sentinel You have mastered techniques to take advantage of every drop in any enemy's guard, gaining the 

following benefits:

* When you hit a creature with an opportunity attack, the creature's speed becomes 0 for the rest of the 

turn. Creatures within 5 feet of you provoke opportunity attacks from you even if they take the 

Disengage action before leaving your reach.

* When a creature makes an attack against a target other than you (and that target doesn't have this feat), 

you can use your reaction to make a melee weapon attack against the attacking creature.

Heavy Armor Master Prerequisite: Proficiency with heavy armor

You can use your armor to deflect strikes that would kill others. You gain the following benefits:

* Increase your Strength score by 1, to a maximum of 20.

* While you are wearing heavy armor, bludgeoning, piercing, and slashing damage that you take from non 

magical weapons is reduced by 3.

Resilient Choose one ability score. You gain the following benefits:

* Increase the chosen ability score by 1, to a maximum of 20.

* You gain proficiency in saving throws using the chosen ability.

Mobile You are exceptionally speedy and agile. You gain the following benefits:

* Your speed increases by 10 feet.

* When you use the Dash action, difficult terrain doesn't cost you extra movement on that turn.

* When you make a melee attack against a creature, you don't provoke opportunity attacks from that 

creature for the rest of the turn, whether you hit or not.

Feature

Action Surge: +1 action once per short rest Starting at 2nd level, you can push yourself beyond your normal limits for a moment. On your turn, you can 

take one additional action on top of your regular action and a possible bonus action.

Once you use this feature, you must finish a short or long rest before you can use it again. Starting at 17t

h level, you can use it twice before a rest, but only once on the same turn.

Connected You know the secret patterns and flow to cities and can find passages through the urban sprawl that others 

would miss. When you are not in combat, you (and companions you lead) can travel between any two 

locations in the city twice as fast as your speed would normally allow.

Second Wind: 1D10+13 heal once per short rest You have a limited well of stamina that you can draw on to protect yourself from harm. On your turn, you 

can use a bonus action to regain hit points equal to 1d10 + your fighter level.

Once you use this feature, you must finish a short or long rest before you can use it again.

Fighting Style: Heavy Weapon reroll 1s and 2s on damageYou adopt a particular style of fighting as your specialty. Choose one of the following options. You can't 

take a Fighting Style option more than once, even if you later get to choose again.

Archery

You gain a +2 bonus to attack rolls you make with ranged weapons.

Defense

While you are wearing armor, you gain a +1 bonus to AC.

Dueling

When you are wielding a melee weapon in one hand and no other weapons, you gain a +2 bonus to damage 

rolls with that weapon.

Great Weapon Fighting

When you roll a 1 or 2 on a damage die for an attack you make with a melee weapon that you are wielding 

with two hands, you can reroll the die and must use the new roll, even if the new roll is a 1 or a 2. The 

weapon must have the two-handed or versatile property for you to gain this benefit.

Protection

When a creature you can see attacks a target other than you that is within 5 feet of you, you can use your 

reaction to impose disadvantage on the attack roll. You must be wielding a shield.

Two-Weapon Fighting

When you engage in two-weapon fighting, you can add your ability modifier to the damage of the second 

attack.
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Battle Master Those who emulate the archetypal Battle Master employ martial techniques passed down through 

generations. To a Battle Master, combat is an academic field, sometimes including subjects beyond battle 

such as weapon smithing and calligraphy. Not every fighter absorbs the lessons of history, theory, and 

artistry that are reflected in the Battle Master archetype, but those who do are well-rounded fighters of 

great skill and knowledge.

Features

Student of War - Mason At 3rd level, you gain proficiency with one type of artisan's tools of your choice.
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Combat Superiority - 5 uses (d10) 7 known DC 18 * 1 usedWhen you choose this archetype at 3rd level, you learn maneuvers that are fueled by special dice called 

superiority dice.

Maneuvers. You learn three maneuvers of your choice, which are detailed under "Maneuvers" below. Many 

maneuvers enhance an attack in some way. You can use only one maneuver per attack.

You learn two additional maneuvers of your choice at 7th, 10th, and 15th level. Each time you learn new 

maneuvers, you can also replace one maneuver you know with a different one.

Maneuvers

The maneuvers are presented in alphabetical order.

Maneuver

Description

Commander's Strike

When you take the Attack action on your turn, you can forgo one of your attacks and use a bonus action to 

direct one of your companions to strike. When you do so, choose a friendly creature who can see or hear 

you and expend one superiority die. That creature can immediately use its reaction to make one weapon 

attack, adding the superiority die to the attack's damage roll.

Disarming Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to disarm the 

target, forcing it to drop one item of your choice that it's holding. You add the superiority die to the 

attack's damage roll, and the target must make a Strength saving throw. On a failed save, it drops the 

object you choose. The object lands at its feet.

Distracting Strike

When you hit a creature with a weapon attack, you can expend one superiority die to distract the creature

, giving your allies an opening. You add the superiority die to the attack's damage roll. The next attack roll 

against the target by an attacker other than you has advantage if the attack is made before the start of 

your next turn.

Evasive Footwork

When you move, you can expend one superiority die, rolling the die and adding the number rolled to your 

AC until you stop moving.

Feinting Attack.

You can expend one superiority die and use a bonus action on your turn to feint, choosing one creature 

within 5 feet of you as your target. You have advantage on your next attack roll against that creature. If 

that attack hits, add the superiority die to the attack's damage roll. The advantage is lost if not used on the 

turn you gain it.

Goading Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to goad the 

target into attacking you. You add the superiority die to the attack's damage roll, and the target must make 

a Wisdom saving throw. On a failed save, the target has disadvantage on all attack rolls against targets 

other than you until the end of your next turn.

Lunging Attack

When you make a melee weapon attack on your turn, you can expend one superiority die to increase your 

reach for that attack by 5 feet. If you hit, you add the superiority die to the attack's damage roll.
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Maneuvering Attack

When you hit a creature with a weapon attack, you can expend one superiority die to maneuver one of 

your comrades into a more advantageous position. You add the superiority die to the attack's damage roll, 

and you choose a friendly creature who can see or hear you. That creature can use its reaction to move up 

to half its speed without provoking opportunity attacks from the target of your attack.

Menacing Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to frighten 

the target. You add the superiority die to the attack's damage roll, and the target must make a Wisdom 

saving throw. On a failed save, it is frightened of you until the end of your next turn.

Parry

When another creature damages you with a melee attack, you can use your reaction and expend one 

superiority die to reduce the damage by the number you roll on your superiority die + your Dexterity 

modifier.

Precision Attack

When you make a weapon attack roll against a creature, you can expend one superiority die to add it to 

the roll. You can use this maneuver before or after making the attack roll, but before any effects of the 

attack are applied.

Pushing Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to drive the 

target back. You add the superiority die to the attack's damage roll, and if the target is Large or smaller, it 

must make a Strength saving throw. On a failed save, you push the target up to 15 feet away from you.

Rally

On your turn, you can use a bonus action and expend one superiority die to bolster the resolve of one of 

your companions. When you do so, choose a friendly creature who can see or hear you. That creature 

gains temporary hit points equal to the superiority die roll + your Charisma modifier.

Riposte

When a creature misses you with a melee attack, you can use your reaction and expend one superiority die 

to make a melee weapon attack against the creature. If you hit, you add the superiority die to the attack's 

damage roll.

Sweeping Attack

When you hit a creature with a melee weapon attack, you can expend one superiority die to attempt to 

damage another creature with the same attack. Choose another creature within 5 feet of the original 

target and within your reach. If the original attack roll would hit the second creature, it takes damage 

equal to the number you roll on your superiority die. The damage is of the same type dealt by the original 

attack.

Trip Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to knock the 

target down. You add the superiority die to the attack's damage roll, and if the target is Large or smaller, it 

must make a Strength saving throw. On a failed save, you knock the target prone.

Superiority Dice. You have four superiority dice, which are d8s. A superiority die is expended when you 

use it. You regain all of your expended superiority dice when you finish a short or long rest.

You gain another superiority die at 7th level and one more at 15th level.
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Saving Throws. Some of your maneuvers require your target to make a saving throw to resist the 

maneuver's effects. The saving throw DC is calculated as follows:

Maneuver save DC = 8 + your proficiency bonus + your Strength or Dexterity modifier (your choice)

Ability Score Improvement When you reach 4th level, and again at 6th, 8th, 12th, 14th, 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.

Extra Attack (2) Beginning at 5th level, you can attack twice, instead of once, whenever you take the Attack action on your 

turn. The number of attacks increases to three when you reach 11th level in this class and to four when you 

reach 20th level in this class.

Indomitable (2 uses) 0 used Beginning at 9th level, you can reroll a saving throw that you fail. If you do so, you must use the new roll, 

and you can't use this feature again until you finish a long rest.

You can use this feature twice between long rests starting at 13th level and three times between long rests 

starting at 17th level.

Know Your Enemy Starting at 7th 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:

* Strength score

* Dexterity score

* Constitution score

* Armor Class

* Current hit points

* Total class levels (if any)

* Fighter class levels (if any)

Improved Combat Superiority At 10th level, your superiority dice turn into d10s. At 18th level, they turn into d12s.
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Combat Superiority When you choose this archetype at 3rd level, you learn maneuvers that are fueled by special dice called 

superiority dice.

Maneuvers. You learn three maneuvers of your choice, which are detailed under "Maneuvers" below. Many 

maneuvers enhance an attack in some way. You can use only one maneuver per attack.

You learn two additional maneuvers of your choice at 7th, 10th, and 15th level. Each time you learn new 

maneuvers, you can also replace one maneuver you know with a different one.

Maneuvers

The maneuvers are presented in alphabetical order.

Maneuver

Description

Commander's Strike

When you take the Attack action on your turn, you can forgo one of your attacks and use a bonus action to 

direct one of your companions to strike. When you do so, choose a friendly creature who can see or hear 

you and expend one superiority die. That creature can immediately use its reaction to make one weapon 

attack, adding the superiority die to the attack's damage roll.

Disarming Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to disarm the 

target, forcing it to drop one item of your choice that it's holding. You add the superiority die to the 

attack's damage roll, and the target must make a Strength saving throw. On a failed save, it drops the 

object you choose. The object lands at its feet.

Distracting Strike

When you hit a creature with a weapon attack, you can expend one superiority die to distract the creature

, giving your allies an opening. You add the superiority die to the attack's damage roll. The next attack roll 

against the target by an attacker other than you has advantage if the attack is made before the start of 

your next turn.

Evasive Footwork

When you move, you can expend one superiority die, rolling the die and adding the number rolled to your 

AC until you stop moving.

Feinting Attack.

You can expend one superiority die and use a bonus action on your turn to feint, choosing one creature 

within 5 feet of you as your target. You have advantage on your next attack roll against that creature. If 

that attack hits, add the superiority die to the attack's damage roll. The advantage is lost if not used on the 

turn you gain it.

Goading Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to goad the 

target into attacking you. You add the superiority die to the attack's damage roll, and the target must make 

a Wisdom saving throw. On a failed save, the target has disadvantage on all attack rolls against targets 

other than you until the end of your next turn.

Lunging Attack

When you make a melee weapon attack on your turn, you can expend one superiority die to increase your 

reach for that attack by 5 feet. If you hit, you add the superiority die to the attack's damage roll.
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Maneuvering Attack

When you hit a creature with a weapon attack, you can expend one superiority die to maneuver one of 

your comrades into a more advantageous position. You add the superiority die to the attack's damage roll, 

and you choose a friendly creature who can see or hear you. That creature can use its reaction to move up 

to half its speed without provoking opportunity attacks from the target of your attack.

Menacing Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to frighten 

the target. You add the superiority die to the attack's damage roll, and the target must make a Wisdom 

saving throw. On a failed save, it is frightened of you until the end of your next turn.

Parry

When another creature damages you with a melee attack, you can use your reaction and expend one 

superiority die to reduce the damage by the number you roll on your superiority die + your Dexterity 

modifier.

Precision Attack

When you make a weapon attack roll against a creature, you can expend one superiority die to add it to 

the roll. You can use this maneuver before or after making the attack roll, but before any effects of the 

attack are applied.

Pushing Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to drive the 

target back. You add the superiority die to the attack's damage roll, and if the target is Large or smaller, it 

must make a Strength saving throw. On a failed save, you push the target up to 15 feet away from you.

Rally

On your turn, you can use a bonus action and expend one superiority die to bolster the resolve of one of 

your companions. When you do so, choose a friendly creature who can see or hear you. That creature 

gains temporary hit points equal to the superiority die roll + your Charisma modifier.

Riposte

When a creature misses you with a melee attack, you can use your reaction and expend one superiority die 

to make a melee weapon attack against the creature. If you hit, you add the superiority die to the attack's 

damage roll.

Sweeping Attack

When you hit a creature with a melee weapon attack, you can expend one superiority die to attempt to 

damage another creature with the same attack. Choose another creature within 5 feet of the original 

target and within your reach. If the original attack roll would hit the second creature, it takes damage 

equal to the number you roll on your superiority die. The damage is of the same type dealt by the original 

attack.

Trip Attack

When you hit a creature with a weapon attack, you can expend one superiority die to attempt to knock the 

target down. You add the superiority die to the attack's damage roll, and if the target is Large or smaller, it 

must make a Strength saving throw. On a failed save, you knock the target prone.

Superiority Dice. You have four superiority dice, which are d8s. A superiority die is expended when you 

use it. You regain all of your expended superiority dice when you finish a short or long rest.

You gain another superiority die at 7th level and one more at 15th level.

May 02, 2020Page 11 of 16 GKar - 14



Saving Throws. Some of your maneuvers require your target to make a saving throw to resist the 

maneuver's effects. The saving throw DC is calculated as follows:

Maneuver save DC = 8 + your proficiency bonus + your Strength or Dexterity modifier (your choice)

Trait
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Draconic Ancestry You have draconic ancestry. Choose one type of dragon from the Draconic Ancestry table. Your breath 

weapon and damage resistance are determined by the dragon type, as shown in the table.

Draconic Ancestry

Dragon

Damage Type

Breath Weapon

Black

Acid

5 × 30 ft. line (Dex. save)

Blue

Lightning

5 × 30 ft. line (Dex. save)

Brass

Fire

5 × 30 ft. line (Dex. save)

Bronze

Lightning

5 × 30 ft. line (Dex. save)

Copper

Acid

5 × 30 ft. line (Dex. save)

Gold

Fire

15 ft. cone (Dex. save)

Green

Poison

15 ft. cone (Con. save)

Red

Fire

15 ft. cone (Dex. save)

Silver

Cold

15 ft. cone (Con. save)

White

Cold
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15 ft. cone (Con. save)

Breath Weapon: DC15 fire 4D6 5x30 line once per short rest *usedYou can use your action to exhale destructive energy. Your draconic ancestry determines the size, shape, 

and damage type of the exhalation.

When you use your breath weapon, each creature in the area of the exhalation must make a saving throw, 

the type of which is determined by your draconic ancestry. The DC for this saving throw equals 8 + your 

Constitution modifier + your proficiency bonus. A creature takes 2d6 damage on a failed save, and half as 

much damage on a successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 

16th level.

After you use your breath weapon, you can't use it again until you complete a short or long rest.

Damage Resistance to Fire You have resistance to the damage type associated with your draconic ancestry.

May 02, 2020Page 14 of 16 GKar - 14



Inventory

Count Name Cost Weight Properties

diamond dust (100gp)1 0

Leather armor1 0

War Hammer1 0

Adventuring Gear

Arrows (20)1 11 gp

Backpack (Empty)1 52 gp

Bag (Small)1 0.021 gp

Bedroll1 71 gp

Mess Kit1 12 sp

This tin box contains a cup and simple cutlery. The box clamps together, and one side can be used as a cooking pan and the other as 

a plate or shallow bowl.

Quiver1 11 gp

A quiver can hold up to 20 arrows.

Rations (1 Day)10 25 sp

Rations consist of dry foods suitable for extended travel, including jerky, dried fruit, hardtack, and nuts.

Rope, Hempen (50 Feet)1 101 gp

Tinderbox1 15 sp

This small container holds flint, fire steel, and tinder (usually dry cloth soaked in light oil) used to kindle a fire. Using it to light a 

torch-or anything else with abundant, exposed fuel-takes an action. Lighting any other fire takes 1 minute.

Torch10 11 cp

A torch burns for 1 hour, providing bright light in a 20-foot radius and dim light for an additional 20 feet. If you make a melee 

attack with a burning torch and hit, it deals 1 fire damage.

Waterskin1 52 sp

Armor

Plate Mail1 5575 gp

Of all the armor categories, heavy armor offers the best protection. These suits of armor cover the entire body and are designed to 

stop a wide range of attacks. Only proficient warriors can manage their weight and bulk.

Made of interlocking metal rings, chain mail includes a layer of quilted fabric worn underneath the mail to prevent chafing and to 

cushion the impact of blows. The suit includes gauntlets.

Ring

Ring of Protection1 0.01501 - 5,000 gp Magic

Description

You gain a +1 bonus to AC and saving throws while wearing this ring.

Tools

Woodcarver's Tools1 51 gp

These special tools include the items needed to pursue a craft or trade. The table shows examples of the most common types of tools, 

each providing items related to a single craft. Proficiency with a set of artisan's tools lets you add your proficiency bonus to any 

ability checks you make using the tools in your craft. Each type of artisan's tools requires a separate proficiency.

Weapon

(Draken Klaue) Glaive, +11 6403 gp Heavy, reach, two-handed, magic

Description

Magic weapons are unmistakably finer in quality than their ordinary counterparts. You have a +1 bonus to the attack rolls and 

damage rolls you make with this weapon.

Drown1 4legendary (requires attunement) Thrown (range 20/60), versatile (1d8), magic

May 02, 2020Page 15 of 16 GKar - 14



A steel trident decorated with bronze barnacles along the upper part of its haft, Drown has a sea-green jewel just below the tines 

and a silver shell at the end of its haft. It floats on the surface if dropped onto water, and it floats in place if it is released 

underwater. The trident is always cool to the touch, and it is immune to any damage due to exposure to water. Drown contains a 

spark of Olhydra, the Princess of Evil Water.

You gain a +1 bonus to attack and damage rolls you make with this magic weapon. When you hit with it, the targets takes an extra 1d

8 cold damage.

Water Mastery. You gain the following benefits while you hold Drown:

* You can speak Aquan fluently.

* You have resistance to cold damage.

* You can cast dominate monster (save DC 17) on a water elemental. Once you have done so, Drown can't be used this way again 

until the next dawn.

Tears of Endless Anguish. While inside a water node, you can perform a ritual called the Tears of Endless Anguish, using Drown to 

create a devastation orb of water (see the devastation orb description for the time and cost of the ritual). Once you perform the 

ritual, Drown can't be used to perform the ritual again until the next dawn.

Flaw. Drown makes its wielder covetous. While attuned to the weapon, you gain the following flaw: "I demand and deserve the 

largest share of the spoils, and I refuse to part with anything that's mine." In addition, if you are attuned to Drown for 24 

consecutive hours, barnacles form on your skin. The barnacles can be removed with a greater restoration spell or similar magic, but 

not while you are attuned to the weapon.

Glaive1 620 gp Heavy, reach, two-handed

Handaxe2 25 gp Light, thrown (range 20/60)

Longbow1 250 gp Ammunition (range 150/600), heavy, two-handed

Warhammer1 215 gp Versatile (1d10)

Wondrous Item

Driftglobe1 0uncommon

This small sphere of thick glass weighs 1 pound. If you are within 60 feet of it, you can speak its command word and cause it to 

emanate the light or daylight spell. Once used, the daylight effect can't be used again until the next dawn.

You can speak another command word as an action to make the illuminated globe rise into the air and float no more than 5 feet off 

the ground. The globe hovers in this way until you or another creature grasps it. If you move more than 60 feet from the hovering 

globe, it follows you until it is within 60 feet of you. It takes the shortest route to do so. If prevented from moving, the globe sinks 

gently to the ground and becomes inactive, and its light winks out.

Orb Notes

An arcane focus is a special item- an orb, a crystal, a rod, a specially constructed staff, a wand-like length of wood, or some similar 

item? designed to channel the power of arcane spells. A sorcerer, warlock, or wizard can use such an item as a spellcasting focus, 

as described in chapter 10.

Goggles of Night1 0.1357 GP

Weird Tank1 80501 - 5,000 gp Magic

Description

A weird tank is a ten-gallon tank of blown glass and sculpted bronze with a backpack-like carrying harness fashioned from tough 

leather. A water weird (see the Monster Manual for statistics) is contained within the tank. While wearing the tank, you can use an 

action to open it, allowing the water weird to emerge. The water weird acts immediately after you in the initiative order, and it is 

bound to the tank.

You can command the water weird telepathically (no action required) while you wear the tank. You can close the tank as an action 

only if you have first commanded the water weird to retract into it or if the water weird is dead.

If the water weird is killed, the tank loses its magical containment property until it spends at least 24 hours inside an elemental 

water node. When the tank is recharged, a new water weird forms inside it.

The tank has AC 15, 50 hit points, vulnerability to bludgeoning damage, and immunity to poison and psychic damage. Reducing the 

tank to 0 hit points destroys it and the water weird contained within it.

Wingwear1 2453 gp Magic

Description

This snug uniform has symbols of air stitched into it and leathery flaps that stretch along the arms, waist, and legs to create wings 

for gliding. A suit of wingwear has 3 charges. While you wear the suit, you can use a bonus action and expend 1 charge to gain a 

flying speed of 30 feet until you land. At the end of each of your turns, your altitude drops by 5 feet. Your altitude drops instantly 

to 0 feet at the end of your turn if you didn't fly at least 30 feet horizontally on that turn. When your altitude drops to 0 feet, you 

land (or fall), and you must expend another charge to use the suit again.

The suit regains all of its expended charges after spending at least 1 hour in an elemental air node.
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