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Level Up Playtest #2 
Fighter 

Welcome to the second Level Up playtest document. This playtest contains a candidate 
for the game’s Fighter class up to 10th level, and the first three degrees of Combat 
Maneuvers. 

What this is 
This is a playtest document. We’d love you to try out the rules presented here, and then 
answer the follow-up survey in a few days.

What this is not 
This is NOT the final game. It’s OK if you don’t like elements of these rules; that’s the purpose 
of a playtest document. Be sure to participate in the follow-up survey in a few days. All data, 
positive or negative is useful.

What we use this for 
Your survey responses help form the direction of the game as it goes through the development 
process.

Don’t forget! 
Sign up for the mailing list for notifications of playtests, surveys, and news, and also ensure 
you get notified on Kickstarter when the project launches in 2021.

https://mailchi.mp/enpublishingrpg/level-up
https://mailchi.mp/enpublishingrpg/level-up
http://www.levelup5e.com


Fighter 
A scout moves from tree to tree with effortless 
leaps, nocking an arrow to their bow along the 
way. Mid-jump they loose their arrow, sending it 
through the upraised hand of a marauder. The 
marauder howls with pain, sword dropping to the 
ground as the scout readies to fire again.
   The duelists take positions opposite one another. 
As one raises her sword, the other’s eyes narrow, 
then relax. With a grim smile, the second duelist 
slides into a well practiced stance, waiting for 
what he knows will come next.
   A twig breaks and a sentinel rises from her 
seeming sleep, halberd falling into her hand as she 
confronts her would-be ambushers. She directs a 
hard, withering glare their way and they falter, 
hesitation setting in as they read her expression. 
Without a word, the ambushers withdraw.
   Daring outlaw or noble hero, dutiful soldier 
or self-serving mercenary, a fighter faces their 
destiny with a weapon in hand and few peers 
in the bloody art of violence. Their skills and 
approaches differ, they employ a dazzling 
array of fighting styles and special tricks, but 
in the end they are defined by their skill in 
battle, and the true difference between them 
is not how they fight, but when and why.

Masters of Martial 
Techniques 
Fighters are masters of combat, passing 
beyond basic proficiency to become experts 
in their chosen style of combat. Each fighter 
learns a set of techniques that mark them as 
something special, regardless of whether 
they are self-taught or guided by a mentor: 
honing their senses to a razor’s edge and 
flowing just out of harm’s way while seizing 
every opening, harmonizing with allies and 
knowing how to coordinate with them 
without sharing a word, or harnessing 
incredible strength to weather enemy blows 
before crushing them with a single strike.

Hardened Warrior 
More than skill sets a fighter apart from other 
combatants: a fighter has gone through a 
crucible and come out the other side hard as 
steel. A fighter might be a veteran scarred by 
the wars they have fought, a knight who 
dedicated body and soul to their oaths, or a 
student of the sword who spent years in the 
tutelage of a demanding master. Even the 
most inexperienced and gentle fighter has a 
strength within them that makes them 
unique.

Creating a Fighter 
When creating a fighter, it’s important to ask 
why they fight. Are they a rebel fighting for a 
cause, or are they a mercenary lending their 
blade where it suits them? Did they pick up 
the blade after a tragedy, or is it a skill passed 
down by their family?

Class Features 
Hit Dice: 1d10 per fighter level
Hit Points at 1st Level: 10 + your  
   Constitution modifier
Hit Points at Higher Levels: 1d10 (or 6) + 
   your Constitution modifier per fighter level 
   after 1st
Armor: Light armor, medium armor, heavy 
   armor, shields
Weapons: Simple weapons, martial weapons
Tools: None
Saving Throws: Strength, Constitution
Skills: Choose two from Acrobatics, Animal 
   Handling, Athletics, History, Insight, 
   Intimidation, Perception, and Survival.

Equipment 
You start with the following equipment, in 
addition to the equipment granted by your 
background:

• (a) chain mail or (b) leather armor, 
longbow, and 20 arrows
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• (a) a martial weapon and shield or (b) 
two martial weapons

• (a) a light crossbow and 20 bolts or (b) 
two handaxes

• (a) a dungeoneer’s pack or (b) an 
explorer’s pack

Exploration Knack 
Over the course of your training and 
adventures you have picked up a variety of 
skills and tricks to help you make your way. 
At 1st level you gain an exploration knack of 
your choice. Your exploration knacks are 
detailed at the end of the class description. 
The Knacks Known column of the Fighter 
table shows when you learn more knacks of 
your choice.

Fighting Style 
At 1st level you adopt a particular style of 
fighting , highlighting your signature 
weapon or strategy. 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 
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Level Proficiency 
Bonus Features Knacks 

Known
Maneuvers 

Known
Maneuver 

Degree

1st +2 Exploration Knacks, Fighting Style, 
Maneuvers 1 2 1st

2nd +2 Steely Mien 1 3 1st

3rd +2 Martial Archetype 1 3 1st

4th +2 ASI, Reserves (1) 1 4 2nd

5th +3 Extra Attack 2 4 2nd

6th +3 Martial Lore 2 5 2nd

7th +3 Martial Archetype Feature 2 5 2nd

8th +3 ASI, Reserves (2) 2 6 3rd

9th +4 Indomitable (one use) 3 6 3rd

10th +4 Martial Archetype Feature, 
Reputation 3 7 3rd
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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.

Maneuvers 
At 1st level you gain the ability to use combat 
maneuvers. You know two maneuvers of 
your choice, drawn from any of the combat 
traditions, and gain an exertion pool equal to 
twice your proficiency bonus. You regain any 
spent exertion at the end of a short or long 
rest. The Maneuvers Known column of the 
Fighter table shows when you learn more 
maneuvers of your choice, while the 
Maneuver Degree column shows the highest 
degree you can select maneuvers from at a 
given level.
   Additionally, whenever you learn a new 
maneuver, you can choose one of the 
maneuvers you know and replace it with 
another maneuver of the same level or lower.

Steely Mien 
At 2nd level your combat experience 
becomes obvious on some subtle level, 
influencing how people perceive you, or 
perhaps how you see them. Choose one of 
the following options:

Closed Helm

Your face is an unmoving mask, revealing 
nothing of what you’re thinking. You impose 

disadvantage on anyone attempting a 
Wisdom (Insight) check against you.

Dangerous Aura

You exude danger, discouraging harassment. 
Anyone who wants to attempt an 
unprovoked hostile action against you, such 
as attacking, pick pocketing, or threatening 
you must make a Wisdom saving throw (DC 
8 + your proficiency bonus + your Charisma 
modifier) or suffer disadvantage on their first 
roll against you. They may also choose to 
abandon the attempt, with any later attempts 
in the same 24 hours still suffering 
disadvantage.

Watchful Eye

You are eternally alert and wary, ready for 
trouble. You have advantage on Wisdom 
(Insight) checks to determine hostile intent or 
predict violence, and add +5 to your passive 
Wisdom (Perception) to notice hidden 
threats.

Martial Archetype 
At 3rd level, you choose an archetype that 
you strive to emulate in your combat styles 
and techniques. The archetype you choose 
grants you features at 3rd level and again at 
7th, 10th, 15th, and 18th level.

Ability Score Improvement 
When you reach 4th level, and again at 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.

Reserves 
At 4th level your stamina increases, allowing 
you to engage foes longer without tiring. 
Your exertion pool increases by 1. At 8th, 
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12th, and 16th level it increases by an 
additional point.

Extra Attack 
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.

Martial Lore 
At 6th level, your knowledge of martial lore 
deepens. Choose one of the following 
options:

Arms Merchant

You have experience dealing in arms. You 
can reliably find places to trade in weapons 
and armor, even in smaller settlements. You 
may add your proficiency bonus to 
Intelligence checks to estimate the value of 
weapons and armor, and gain advantage on 
Charisma checks to barter in such goods.

Evaluate Technique

You can use a bonus action to make a Insight 
check to evaluate a creature’s combat 
abilities. On a success you learn of a 
signature combat ability they possess, such as 
any combat traditions they possess the most 
maneuvers from, a dragon’s breath weapon, 
or a ranger’s Fighting Style.

Weapon Lore

You may add your proficiency bonus to 
Intelligence checks made to recall lore or 
gather information about weapons, armor, 
and other martial equipment that don’t 
already use your proficiency bonus. In 
addition, you may investigate the magical 
properties of such an item as an action by 
handling it, such as swinging a sword or 

hefting a shield. You learn its properties, how 
to use them, whether it requires attunement, 
and how many charges it has, if any (but you 
do not learn about any curses it might have). 
You can gain similar information simply by 
seeing it, but must succeed on an Intelligence 
check to do so (uncommon—DC 10, rare—
DC 13, very rare—DC 15, legendary—DC 18, 
artifact—DC 20).

Indomitable 
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 leveI.

Reputation 
At 10th level your reputation has begun to 
precede you. Choose one of the following 
options:

Intimidating

You are a force to be reckoned with, a terror 
to your foes and a fearsome ally. You have 
advantage on Charisma (Intimidation) 
checks. In addition, you may spend 2 
exertion as a bonus action to intimidate one 
creature within sight. They must succeed on 
a Wisdom saving throw (DC 8 + your 
proficiency bonus + your Charisma modifier) 
or become frightened of you for the next 
minute.

Leadership

Many people are willing to look to you as a 
leader, heeding your words and direction. 
Define a group when you gain this feature, 
such as an organization you're a part of, 
common people who rally to a cause you 
uphold, or fans following your deeds. By 
spending an hour searching an appropriate 
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locale, you may find and enlist the aid of an 
individual in your following. They are not 
obligated to help you but will generally grant 
easy requests, and will aid in more complex 
or dangerous tasks if given adequate cause or 
compensation.

Mysterious

You are shrouded in mystery, appearing 
without warning and vanishing without 
trace. Intelligence checks made to learn about 
you have disadvantage. You have advantage 
on saving throws against divination spells 
and similar effects, and spells such as 
divination or legend lore reveal only cryptic 
phrases and pieces about you.

Exploration Knacks 
When you gain access to a new exploration 
knack, choose one of the following.

Amphibious Combatant

You gain a swimming speed equal to your 
walking speed, and may spend 1 exertion to 
reroll a failed Strength (Athletics) check to 
swim and may choose whether to use the 
new roll or the original.  In addition, you add 
your proficiency bonus to the number of 
minutes you can hold your breath before 
suffocating, and can spend 1 exertion to hold 
your breath for an additional minute.

Burst of Strength

You have moments of incredible strength. 
When you make a Strength check you may 
choose to add your Proficiency bonus to the 
roll. Once you use this feature, you must 
finish a short or long rest before you can use 
it again. 

Campaigner

You have the ability to go for the long haul, 
carrying heavy equipment across long 

distances. You add your proficiency bonus to 
your Strength score when determining your 
carrying capacity, the weight you can lift, 
push, or drag, and the number of hours you 
can march before you risk exhaustion from a 
forced march.

Extreme Leap

When you take the Dash action, your jump 
distance is doubled for the turn. You may 
spend 1 exertion to triple your jump distance 
for the turn instead, and may move the full 
distance of your jump even if it exceeds your 
speed.

Mountaineer

You gain a climbing speed equal to your 
walking speed, and may spend 1 exertion to 
reroll a failed Strength (Athletics) check to 
climb and may choose whether to use the 
new roll or the original. In addition, moving 
through nonmagical difficult terrain costs 
you no extra movement.

Nightwatch

You are used to sleeping light and making 
the most of your rest. When taking a long 
rest, add your proficiency bonus to the 
number of hours you can spend in light 
activity. In addition, one hour of that time 
can be spent in strenuous activity near the 
rest site (such as patrolling, fighting, or other 
adventuring activities) without interrupting 
your rest.
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Martial 
Mastery 
Combat maneuvers encompass the 
techniques honed by warriors devoted to 
learning the nuances of battle, discovered 
and perfected through innumerable fights 
and countless hours of practice. As 
adventurers become more skilled in the arts 
of combat, what they can accomplish with a 
seemingly simple strike grows in breadth 
and scope, making true masters as deadly in 
a duel as any archmage. Even novices make 
use of combat maneuvers however, and with 
the right timing and a bit of luck they can 
change the course of critical battles.

Combat Traditions 
Combat traditions are the basic disciplines of 
fighting that a warrior relies upon and the 
means by which they discover ever greater 
combat maneuvers. Each also represents an 
ethos to combat—the traditions a warrior 
knows are as defining as a mage’s preferred 
schools of magic. Although regions and 
cultures may have wildly different names for 
combat traditions or value some more than 
others, the true tenets at the core of each are 
the same and practitioners of similar styles 
often forge alliances through fundamental 
beliefs that can bridge enormous divides.
   When you gain access to combat 
maneuvers, you become proficient with a 
number of combat traditions equal to your 
proficiency bonus. 
   These disciplines are much more than mere 
styles of fighting—they embody the focuses 
of your training and greatest strengths as a 
warrior. Two warriors utilizing the same 
combat traditions might fight in entirely 
different ways with different weaponry. 
What they share in common are similar 
psychological states, approaching battle from 
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Advantage and 
Disadvantage 
From time to time, special circumstances 
can give you an advantage or a 
disadvantage when attempting to perform 
an action. Climbing a cliff in the driving 
rain is more difficult, while striking an 
enemy while they are prone is easier.
   Advantage and disadvantage usually 
come in the forms of minor advantage and 
advantage, and minor disadvantage and 
disadvantage.
   The rules will sometimes tell you that you 
have advantage or disadvantage. When 
that happens, you roll a second d20 when 
you make the roll. Use the higher of the 
two rolls if you have advantage, and use 
the lower roll if you have disadvantage. For 
example, if you have disadvantage and roll 
a 17 and a 5, you use the 5. If you instead 
have advantage and roll those numbers, 
you use the 17.
   Conditions that are less severe bring 
minor advantage and minor disadvantage 
into play. For example, attacking from 
higher ground might give you minor 
advantage, while climbing a slippery cliff 
drying off from the rain might inflict minor 
disadvantage. When you have minor 
advantage, if the result of your d20 roll is 5 
or lower, you can roll a second d20 and use 
the higher of the two rolls. When you have 
minor disadvantage, if the result of your 
d20 roll is 16 or higher, you roll a second 
d20 and use the lower of the two rolls. 
   If two or more effects grant you minor 
advantage, you instead have advantage. If 
two or more effects inflict minor 
disadvantage, you instead have 
disadvantage.
   Advantage and disadvantage cancel each 
other out on a one-for-one basis, 
irrespective of the degree of advantage or 
disadvantage.
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the same mindset and concentrating on the 
same general objectives with their 
techniques. 

Adamant Mountain 
Hardiness, Might, Power
Engaging in combat means enduring some 
amount of suffering and those who make use 
of Adamant Mountain maneuvers are well 
prepared to weather their opponents’ blows, 
relying not just on their might but the careful 
and expert application of force in all aspects 
of battle.

Biting Zephyr 
Distance, Sharpshooting, Thrown Weapons
Not every battle requires making close 
contact with the enemy and there is an art to 
fighting from a distance, whether that be a 
few dozen feet or hundreds. Warriors that 
know Biting Zephyr techniques are 
superlative ranged combatants, not only for 
the deadly accuracy of their attacks but also 
the myriad tricks they’ve mastered to 
routinely make shots that should be 
impossible.

Mirror's Glint 
Flowing, Insightful, Reactive
At its heart combat is a dance between 
opponents and practicing the Mirror's Glint 
tradition means reading, interpreting, and 
anticipating one’s foe. Using instinct and 
your insight from battles won and lost, you 
are excellent at reacting to an enemy in order 
to gain the upper hand.

Mist and Shade 
Diversion, Feinting, Mental
Making the wrong move in a fight can be 
fatal—particularly when an opponent causes 
such a misstep. Warriors that rely on Mist 
and Shade maneuvers are confounding foes 
that play mental games amidst battle, 

feinting and leading their enemies into 
crucial mistakes they are all too ready to 
exploit.

Rapid Current 
Fast Strikes, Mobility, Swiftness
It is not always the hardest hits that win a 
fight—sometimes striking first is far more 
important. Embracing rapid blows and 
agility, warriors of the Rapid Current 
tradition know how to use speed to its 
utmost to defeat a foe.

Razor's Edge 
Awareness, Concentration, Discipline
The most impressive strikes and superlative 
parries are not matters of luck or 
circumstance when made by a warrior 
utilizing the Razor’s Edge—they are the 
fruits of keen awareness, concentration, and 
iron-clad discipline.

Sanguine Knot 
Legion, Teamwork, Trust
A battle fought alone is often a battle already 
lost and practitioners of the Sanguine Knot 
tradition focus on the opportunities 
presented when an ally is nearby to help. 
While they may be weaker alone, these 
warriors are lethal in tandem and the trust 
they have for their companions make them 
truly valuable adventurers to keep nearby.

Tempered Iron 
Confidence, Conviction, Zealotry
To achieve victory over any opponent a 
warrior must be confident and those who 
utilize the techniques of Tempered Iron are 
certain of their every step and swing, often 
zealotous in their pursuit of a foe and 
motivated by a daunting drive to succeed no 
matter the cost.
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Tooth and Claw 
Animalistic, Movement, Natural
There is a fundamental need to survive that 
all creatures tap into during a fight, an urge 
to endure can be captured and focused to 
tremendous effect. Wielders of Tooth and 
Claw are animalistic in their attacks, moving 
around in combat and pouncing upon an 
opponent’s every weakness.

Unending Wheel 
Mastery, Patience, Training
There are many facets to combat—how one 
places their feet, an adroit grip upon a 
weapon’s hilt, the angle of a shield arm—but 
achieving exceptional skill over specific 
weaponry can be an efficient means to 
victory. By patiently focusing your martial 
studies you unlock secrets that general 
practitioners of combat never glean, and with 
dedicated training you master their use.

Combat Maneuvers 
Adventurers can do much more than just hit 
an opponent or dodge a blow, instead 
delivering special attacks that debilitate or 
turning a foe’s missed assault into a painful 
mistake. Many of these techniques are 
combat maneuvers, sublime methods and 
tactics that make every combatant and their 
approach to fighting unique. 
   You know a number of combat maneuvers 
determined by your class and class level. 
Your known combat maneuvers are chosen 
from the combat traditions you are proficient 
with. Whenever you learn a new maneuver, 
you can choose one of the maneuvers you 
know and replace it with another maneuver 
of the same level or lower.
   Using a combat maneuver requires 
spending one or more exertion points and 
either a bonus action, reaction, action, or are 
performed as part of the Attack action. 
Certain combat maneuvers require two or 

more attacks (from Extra Attacks or the use 
of other class features), and if you are unable 
to use the Attack action to make as many 
attacks on your turn as the combat maneuver 
requires, you cannot use that combat 
maneuver.
   A maneuver sometimes forces a target to 
make a saving throw to resist its effects. The 
saving throw DC is calculated as follows: 
Combat Maneuver save DC = 8 + your 
proficiency bonus + your Strength or 
Dexterity modifier
Combat maneuvers are nonmagical.

Stances 
The complexities of each combat stance 
require the right state of mind, making the 
reordering of one’s tactical view a necessary 
act of focus. Activating a combat stance 
requires a bonus action. Once activated, a 
combat stance remains active until you are 
knocked unconscious, stunned, activate a 
different combat stance, begin a long rest, or 
choose to end it on your turn. 

Techniques 
A technique is activated as part of the Attack 
action. When you use a technique, you make 
a weapon attack. When a technique requires 
more than one attack, using it reduces your 
total number of attacks on your turn by the 
number of attacks it requires. For example, 
when an adventurer that can make 3 attacks 
each turn uses the Stunning Assault 
technique (which requires 2 attacks) they 
make one weapon attack as part of the 
combat maneuver, and then make an 
additional weapon attack.
   Only one technique can be used per Attack 
action.

Exertion Pool 
A warrior requires willpower, whether borne 
from discipline, survival instinct, or 
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bloodlust, to control the ebb and flow of 
combat around them. Every call to act 
beyond a typical block or strike depletes this 
cool disposition.
   To use a combat maneuver, you must 
expend exertion points. You have a number 
of exertion points equal to double your 
proficiency bonus. You regain any spent 
exertion points at the end of a short or long 
rest. 
   Alternatively, you can meditate, refocus, 
and stretch to refill your exertion pool more 
quickly. You expend hit dice to do so, 
recovering 1d4 exertion points for each hit 
dice expended. The process takes 1 minute 
per expended hit dice.

Character Level Max  Maneuver 
Degree

1st-3rd 1st

4th–7th 2nd

8th–11th 3rd

12th–15th 4th

16th–20th 5th
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1st Degree Combat 
Maneuvers 

Adamant Mountain 

Heavy Combat Stance (1 point)

Stance—On each of your turns, you gain 
minor advantage on your first melee weapon 
attack roll using a weapon with the Heavy 
property.

Heavy Swing (1 point)

Reaction—When you hit with a melee 
weapon attack using a weapon with the 
Heavy property, you can use your reaction to 
make an additional melee weapon attack 
against a second creature that is also within 
your reach. You have minor disadvantage on 
this additional attack.

Lean Into It (1 point)

Technique—Until the start of your next turn, 
you deal an extra 1d4 damage whenever you 
hit with a weapon attack using a weapon that 
has the Heavy property.

Mountain’s Might (2 points)

Bonus Action—You regain hit points equal to 
1d6 + your proficiency bonus + your 
Constitution modifier (minimum 0).

Biting Zephyr 

Covering Fire (1 point)

Action—Choose one ally you can see within 
your weapon’s normal range. Until the start 
of your next turn, your ally’s movement does 
not provoke opportunity attacks from 
creatures you can see as you pelt the area 
nearby with a missile. For each opportunity 
attack your ally would have otherwise 

provoked, you expend one piece of 
ammunition or thrown weapon. 

Doubleshot (1 point)

Bonus Action—The next ranged weapon 
attack you make uses two missiles instead of 
one. You make this attack with minor 
disadvantage. On a hit, you deal an 
additional damage die.

Farshot Combat Stance (1 point)

Stance—When you are wielding a ranged 
weapon, increase its normal range by 10 feet 
and long range by 30 feet.

Guarded Draw (1 point)

Bonus Action—Being within 5 feet of a 
hostile creature who can see you and who 
isn’t incapacitated does not give you 
disadvantage when making a ranged weapon 
attack. In addition, when an adjacent hostile 
creature that you can see moves 5 feet or 
more away from you, you can use your 
reaction to make a ranged weapon attack 
against it.

Mirror's Glint 

Intuitive Combat Stance (1 point)

Stance—You gain minor advantage on 
Insight checks and increase your passive 
Insight score by 2.

Knockdown Assault (1 point)

Technique—Until the start of your next turn, 
when you hit with a melee weapon attack 
against a creature and deal 8 or more damage 
it makes a Dexterity saving throw or is 
knocked prone.
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Leading Throw (1 point)

Reaction—When a creature within your reach 
misses you with a melee weapon attack, you 
can use your reaction to try to throw it. The 
creature makes a Dexterity saving throw or 
moves 15 feet in a straight line in a direction 
of your choice.

Warning Strike (1 point)

Reaction—When a hostile creature that you 
can see moves out of your reach, you can 
make a melee weapon attack and on a hit its 
speed is reduced to 0 until the start of its next 
turn.

Mist and Shade 

Deceptive Combat Stance (1 
point)

Stance—You gain minor advantage on 
Deception and Sleight of Hand checks made 
in combat.

Deft Feint (1 point)

Bonus Action—Make a Deception check 
opposed by the Insight check of a creature 
you can see. On a success, you gain 
advantage on your next weapon attack 
against it.

Feinting Assault (1 point)

Technique—Make a Deception check 
opposed by the Insight check of a creature 
you can see. On a success you deal 1d6 extra 
damage on weapon attacks against the 
creature until the start of your next turn.

Painful Pickpocket (1 point)

Reaction—When a creature hits you with a 
melee attack, you can use your reaction to 
make a Sleight of Hand against it.

Rapid Current 

Charge (1 point)

Action—Move up to 30 feet in a straight line 
and make a melee weapon attack. You can’t 
take the Dash action this turn.

Eye Slash (1 point)

Technique—When you hit with a melee 
weapon attack against a creature that relies 
on sight, it makes a Constitution saving 
throw or is blinded until the end of your next 
turn.

Speed Over Strength (1 point)

Reaction—When a creature attacks you with 
a weapon that has the Heavy property, or a 
Large-sized or larger creature attacks you 
with a natural weapon, you can use your 
reaction to make a melee weapon attack 
against it using a weapon that has the Finesse 
property.

Swift Combat Stance (1 point)

Stance—Your Speed increases by 5 feet.

Razor's Edge 

Dangerous Strikes (1 point)

Technique—Until the start of your next turn, 
your weapon attacks score a critical hit on a 
roll of 18–20.

Disciplined Combat Stance (1 
point)

Stance—You gain minor advantage on 
Perception checks made in combat. Your 
passive Perception score increases by 2.
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Exploit Footing (1 point)

Reaction—When a creature makes a melee 
weapon attack against you and misses by 5 
or more, you can use your reaction to trip it. 
The creature makes a Dexterity saving throw 
or is knocked prone.

Iron Will (1 point)

Reaction—When you make a saving throw to 
resist being charmed or frightened, you can 
use your reaction to gain advantage.

Sanguine Knot 

Doubleteam (1 point)

Bonus Action—Choose a creature within 
your reach. The next ally within 20 feet that 
makes a melee weapon attack against that 
creature gains minor advantage on the attack 
roll.

Legion Combat Stance (1 point)

Stance—On each of your turns, you gain 
minor advantage on your first weapon attack 
made against a creature within 30 feet of you 
that is within the reach of one of your allies.

Shield Wall (1 point)

Bonus Action—While you are wielding a 
shield, you can choose an ally within 5 feet 
that is also wielding a shield. Until the start 
of your next turn, as long as that ally remains 
within 5 feet of you and is able to take actions 
both you and your ally increase your AC by 
2.

Shoulder Check (1 point)

Reaction—After a creature within your reach 
makes a melee attack against an ally, you can 
use your reaction to make an opposed 
Athletics check. On a success you shove the 
creature 10 feet away from you and you 

move 10 feet in that direction. This 
movement does not provoke opportunity 
attacks.

Tempered Iron 

Imposing Glare (1 point)

Bonus Action—Choose one creature you can 
see within 30 feet. If it can see you, until the 
start of your next turn it has minor 
disadvantage on attack rolls against you.

Reckless Combat Stance (1 point)

Stance—When you make your first attack on 
your turn, you can decide to gain minor 
advantage on melee weapon attack rolls 
during this turn, but attack rolls against you 
have minor advantage until your next turn.

Striding Swings (1 point)

Technique—Move up to 15 feet. Until the 
start of your next turn, attacks against you 
have minor advantage and your melee 
weapon attacks deal 1d4 extra damage.

Zealous Grab (1 point)

Reaction—When a creature within your reach 
makes a spell attack against you, you can use 
your reaction to make an opposed Athletics 
check to grapple it.

Tooth and Claw 

Bounding Steps (1 point)

Bonus Action—Move 15 feet and make an 
ability check to jump as you do so. You gain 
minor advantage on your next weapon attack 
roll this turn. If the distance you jump is 
greater than 12 feet, you have advantage 
instead.
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Natural Counter (1 point)

Reaction—When a creature attacks you with 
a natural weapon or unarmed strike, you can 
use your reaction to make a melee weapon 
attack against it with minor disadvantage.

Raking Strike (1 point)

Action—Make a melee weapon attack. On a 
hit, you can make an additional attack 
against the same target. You have 
disadvantage on this additional attack.

Springing Combat Stance (1 
point)

Stance—You increase the distance of your 
horizontal jumps by a number of feet equal 
to your proficiency bonus, and the distance 
of your vertical jumps by a number of feet 
equal to half your proficiency bonus.

Unending Wheel 

Dangerous Signature (1 point)

Reaction—Choose a simple symbol (such as a 
letter) to be your signature. When you have 
any advantage on a weapon attack roll, on a 
hit you can leave your signature on the 
creature or object you attacked. Your 
signature remains on a creature until it is 
fully healed and has taken a long rest. While 
a creature bears your signature, you have 
advantage on Insight and Intimidation 
checks against it.

Focused Combat Stance (1 
points)

Stance—You gain minor advantage on the 
first Wisdom saving throw you make each 
minute.

Trained Swings (1 point)

Technique—Choose a weapon when you 
learn this combat maneuver. Until the start of 
your next turn, you deal an extra 1d4 damage 
whenever you hit with a weapon attack 
using that weapon as long you do not have 
any disadvantage.

Wounding Strike (2 points)

Bonus Action—Choose a weapon when you 
learn this combat maneuver. When you use 
the chosen weapon and hit with your next 
attack roll against a living creature, you 
deliver a wound. At the start of each of the 
wounded creature's turns, it takes 1d4 
damage (of the same type dealt by your 
weapon), and it can then make a Constitution 
saving throw, ending the effect on itself on a 
success. Alternatively, the wounded creature, 
or a creature within 5 feet of it, can use an 
action to make a DC 15 Medicine check, 
ending the effect of such wounds on it on a 
success. Healing magically or from a trait 
(such as Regeneration) also ends the effect.
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2nd Degree Combat 
Maneuvers 

Adamant Mountain 

Imposing Trip (1 point)

Reaction—When a creature within your reach 
provokes an opportunity attack, you can use 
your reaction to make a melee weapon 
attack. On a hit, the creature makes a 
Dexterity saving throw or it moves 10 feet in 
a straight line and is knocked prone.

Shrug It Off (2 points)

Reaction—When an effect causes you to be 
frightened, poisoned, or stunned, you can 
use your reaction to prevent it. 

Warding Wield (1 point)

Bonus Action—Until the start of your next 
turn, your AC increases by 2.

Biting Zephyr 

Countershot (1 point)

Reaction—When you see a missile from a 
ranged weapon attack enter into the normal 
range of a weapon you are wielding, you can 
use your reaction to deflect it. Make a ranged 
weapon attack against an AC equal to the 
attack roll of the missile. On a hit, the missile 
is deflected and misses its target. At the GM’s 
discretion, certain ranged weapons (like a 
giant’s thrown rock) may be too heavy to be 
deflected by Countershot.

Quickdraw (1 point)

Reaction—On your turn or any other 
creature’s turn, you can use your reaction to 
draw a ranged weapon and attack with it. 
You make the attack with disadvantage.

Trickshot (1 point)

Action—Choose a target within twice your 
weapon’s range. As long as you do not move 
or are targeted by a melee weapon attack 
before the start of your next turn, at the start 
of your next turn you make a ranged weapon 
attack with advantage against the target. On 
a hit, you can use the result of the attack roll 
instead of making a Performance check. At 
the GM’s discretion, this combat maneuver 
can be used to perform other trick shots.

Mirror's Glint 

Assisted Roll (1 point)

Reaction—When a creature within your reach 
misses you with a melee weapon attack, you 
can use your reaction to move 15 feet without 
provoking opportunity attacks.

Off-Balancing Strikes (1 point)

Bonus Action—Until the start of your next 
turn, when you hit a creature with a melee 
weapon attack instead of dealing damage 
you can choose to use pulls, shoves, and 
strikes to put your target off-balance. Until 
the end of your next turn, the target moves at 
half speed, and it has disadvantage on ability 
checks and Dexterity saving throws.

Redirect Momentum (1 point)

Action—Until the start of your next turn, you 
have advantage on melee attacks against a 
creature if it made a melee weapon attack 
against you since the end of your last turn.

Mist and Shade 

Forced Hesitation (2 points)

Action—A creature within your reach makes 
an Intelligence saving throw or reacts to a 
strike from you that never comes. As long as 
you remain within the target’s reach, until 
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the start of your next turn it cannot take the 
Attack action against anyone but you. After 
you have used this maneuver against a 
creature, until the end of combat it has 
advantage on saving throws to resist Forced 
Hesitation.

Lead On (1 point)

Reaction—When you move on your turn, 
you can use your reaction and choose a 
creature you can see within reach to make a 
Wisdom saving throw. On a failure, on its 
turn the creature uses its movement to move 
in the same direction as you.

Smart Feint (1 point)

Bonus Action—Choose a creature within 
your reach, forcing it to make an Intelligence 
saving throw. On a failure, you have 
advantage on your next weapon attack roll 
against it.

Rapid Current 

Parrying Counter (1 point)

Reaction—At the end of your turn, you can 
use your reaction to increase your AC by 2 
against one creature you can see within your 
reach. If the creature attacks you and misses 
you, you make a melee weapon attack 
against it with minor disadvantage.

Rapid Drink (1 point)

Bonus Action—You drink a potion or 
administer a potion to a creature within 
reach. 

Rolling Strike (1 point)

Action—Move up to 20 feet without 
provoking opportunity attacks and make a 
melee weapon attack with minor advantage.

Razor's Edge 

Enhanced Critical (1 point)

Reaction—When you score a critical hit, you 
can use your reaction to deal an extra 10 
damage.

Painful Counter (1 point)

Reaction—When a creature makes a critical 
hit against you using a melee weapon attack, 
you can use your reaction to make a melee 
weapon attack against it.

Practiced Roll (1 point)

Bonus Action—Move 20 feet. This movement 
doesn’t provoke opportunity attacks from 
creatures you can see.

Sanguine Knot 

Back To Back (1 point)

Bonus Action—Choose an ally within 5 feet. 
Until the start of your next turn, as long as 
that ally remains within 5 feet of you and is 
able to take actions both you and your ally 
increase your AC by 2. In addition, each of 
you gets an extra reaction that can be used 
before the start of your next turn to either 
make an opportunity attack or activate a 
combat maneuver.

Pack Hit (1 point)

Technique—If you hit a creature within an 
ally’s reach, that ally’s next attack against 
that creature before the end of their next turn 
has advantage.

Pile On (2 points)

Technique—If you hit a creature with a melee 
weapon attack, before the start of your next 
turn every ally of yours that hits the creature 
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with a melee weapon attack deals an extra 
1d4 damage.

Tempered Iron 

Faith Within (2 points)

Reaction—When you make a saving throw to 
resist a spell or other magical effect, you can 
use your reaction to gain advantage.

Gaze of Conviction (2 points)

Bonus Action—You stare down a creature 
you can see within 30 feet, and if it can see 
you it makes a Wisdom saving throw. On a 
failure, until the end of your next turn the 
creature cannot avert its gaze from yours. 
While you gaze at each other the creature is 
still able to attack other targets, but it has 
minor disadvantage on attack rolls against 
creatures other than you and disadvantage 
on Perception checks.

Stunning Assault (2 points, 2 
attacks)

Technique—Until the start of your next turn, 
when you hit a creature with a melee weapon 
attack it makes a Constitution saving throw 
or is stunned until the end of your next turn.

Tooth and Claw 

Leaping Strike (1 point, 2 attacks)

Technique—Move up to 40 feet in a straight 
line. If you hit with a melee weapon attack at 
the end of your movement, the target makes 
a Strength saving throw, and on a failure it is 
either knocked prone or pushed back 10 feet 
(your choice).

Reflexive Strike (2 points)

Reaction—When a creature makes a melee 
weapon attack or check to grapple you, you 

can use your reaction to make a melee 
weapon attack against it.

Tumble (2 points)

Bonus Action—As long as you move your 
full Speed on your turn, your AC increases 
by an amount equal to your proficiency 
bonus until the start of your next turn.

Unending Wheel 

Improvised Throw (1 point)

Bonus Action—Treat one melee weapon you 
are wielding as if it has the Thrown property 
(range 30/60 feet). 

Parry (1 point)

Reaction—When a creature makes a weapon 
attack against you, you can use your reaction 
to reduce the attack’s damage by a number of 
d6 equal to your proficiency bonus. If this 
maneuver reduces the damage to 0, the 
attack becomes a miss.

Preternatural Strikes (1 point)

Technique—Choose a weapon when you 
learn this combat maneuver. Until the start of 
your next turn, your weapon attacks using 
that weapon ignore resistance to nonmagical 
weapon damage.
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3rd Degree Combat 
Maneuvers 

Adamant Mountain 

Immovable (2 points)

Bonus Action—Until the start of your next 
turn, as long as you have at least 1 hit point 
and are conscious you cannot be knocked 
prone, pushed, pulled, or moved by any 
effect.

Paralyzing Blow (2 points, 2 
attacks)

Action—Make a melee weapon attack roll 
using a weapon that has the Heavy property. 
A creature damaged by the attack makes a 
Strength saving throw or becomes paralyzed 
until the end of your next turn.

Punishing Heft (1 point)

Reaction—When you hit a creature using a 
weapon that has the Heavy property, you can 
use your reaction to deal 1d6 extra damage.

Biting Zephyr 

Blindshot (1 point)

Bonus Action—On the next ranged weapon 
attack you make against an invisible target 
before the end of your turn, you have minor 
disadvantage instead of disadvantage.

Ricochet (2 points)

Bonus Action—On the next ranged weapon 
attack you make before the start of your turn, 
you can completely ignore a target’s cover. 
Only targets that have total cover from being 
entirely enclosed by an object or effect (such 
as inside of a chamber with no openings to 
shoot through or a sphere from wall of force) 

have cover against this attack, and you do 
not have disadvantage from firing at a target 
you cannot see.

Volley (2 points, 2 attacks)

Action—Make a ranged weapon attack 
against a number of creatures within 10 feet 
of a point you can see within your weapon’s 
range. You may only target a number of 
creatures equal to or less than your 
proficiency bonus, you must have 
ammunition for each target, and you make a 
separate attack roll for each target. 

Mirror's Glint 

Flowing Form (2 points)

Action—You take the Dodge action. Until the 
start of your next turn you make one melee 
weapon attack against each target that misses 
you with a melee weapon attack, and you 
have disadvantage on Wisdom (Perception) 
checks.

Heightened Reflexes (1–3 points)

Bonus Action—You gain a number of 
reactions equal to exertion points spent. You 
must use these reactions before the start of 
your next turn.

Redirect (2 points)

Reaction—When you are hit with a melee 
weapon attack, you can use your reaction to 
force the attacker to make an Intelligence 
saving throw. On a failure, you take no 
damage and the attack targets another 
creature within 5 feet. A Huge-sized or larger 
attacker has advantage on the saving throw. 
Once you have used this maneuver against a 
creature, until the end of combat it has 
advantage on saving throws to resist 
Redirect.
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Mist and Shade 

Canny Footing (1 point)

Bonus Action—Until the start of your next 
turn, when a creature makes its first attack 
against you it has disadvantage.

Deceptive Strike (1 point)

Action—Make a weapon attack roll with 
advantage.

Pickpocket (1 point)

Reaction—When a creature is within your 
reach, you can use your reaction to make a 
Sleight of Hand check against it.

Rapid Current 

Rapid Strike (2 points)

Bonus Action—After making a weapon 
attack against a creature, until the start of 
your next turn you gain advantage on attack 
rolls against the same target.

Disarming Counter (1 point)

Reaction—When a creature makes a melee 
weapon attack against you and misses by 5 
or more, you can use your reaction to force it 
to make a Dexterity saving throw. On a 
failure, a weapon it is wielding (your choice) 
flies from its grip to land in a randomly 
determined square 10 feet away. 

Whirlwind Strike (2 points, 2 
attacks)

Action—Make a melee weapon attack against 
any number of creatures within 5 feet of you, 
making a separate attack roll for each target. 
You may only target a number of creatures 
equal to or less than your proficiency bonus.

Razor's Edge 

Deadly Reflex (2 points)

Reaction—You can use your reaction to make 
a melee weapon attack.

Follow Through (1 point, 2 
attacks)

Action—Make a melee weapon attack with 
advantage. Whether or not you hit, the 
creature makes a Strength saving throw. On a 
failure, the creature is pushed back 10 feet.

Mind Over Body (1 point)

Bonus Action—Until the start of your next 
turn, reduce any damage you take by 2.

Sanguine Knot 

Doubletime (2 points)

Action—You take the Disengage action, and 
up to 3 allies within your reach can use their 
reactions to take the Disengage action.

Gang Up (1 point)

Bonus Action—Choose a creature within 
your reach. The next ally within 15 feet that 
makes a melee weapon attack against that 
creature gains advantage on the attack roll.

Toppling Strike (1 point)

Reaction—Make a melee weapon attack 
against a creature within reach of an ally. On 
a hit it makes a Dexterity saving throw or is 
knocked prone.

Tempered Iron 

Counterpunch (2 points)

Reaction—When a creature you can see 
within your reach casts a spell, you can use 
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your reaction to make a melee weapon attack 
against it. On a hit, the creature makes a 
Constitution saving throw (against your 
combat maneuver DC or as normal, 
whichever is higher) to keep its concentration 
while casting or it loses the spell.

Defy Magic (2 points)

Reaction—When you see a creature within 30 
feet make a spell attack against you, you can 
use your reaction to defy it. The creature 
makes a Constitution saving throw or 
automatically misses with its spell attack. If 
the spell is of 7th level or higher, this combat 
maneuver has no effect.

Devoted Assault (2 points)

Bonus Action—Choose one creature you can 
see within 30 feet. Until the start of your next 
turn, you cannot attack any other targets and 
you have advantage on weapon attack rolls 
against it.

Tooth and Claw 

Ferocity Unleashed (1 point)

Bonus Action—Until the start of your next 
turn, each hit with a melee weapon attack 
you make against a different target than your 
first target deals an extra 1d8 damage.

Gut Strike (3 points)

Reaction—When you hit a creature with a 
weapon attack, you can use your reaction to 
give the target one level of exhaustion for 1 
minute. On a critical hit, the target gains two 
levels of exhaustion instead. A target cannot 
gain more than two levels of exhaustion from 
this maneuver.

Rake (1 point)

Technique—Until the start of your next turn, 
when you hit a creature with two or more 

melee weapon attacks, each hit after the first 
deals 1d8 extra damage.

Unending Wheel 

Disarming Assault (1 point)

Technique—Until the start of your next turn, 
your strikes can deprive foes of their 
armaments. In addition to dealing damage, 
when you hit a creature with a melee weapon 
attack it makes a Strength saving throw. On a 
failure, a weapon or shield the creature is 
wielding (your choice) flies from its grip to 
land in a randomly determined square 10 feet 
away. 

Expert Parry (2 points)

Reaction—When a creature makes a weapon 
attack against you, you can use your reaction 
to gain a bonus to AC equal to your 
proficiency bonus, possibly turning a hit into 
a miss.

Honed Strike (2 points)

Bonus Action—Choose a weapon when you 
learn this combat maneuver. Make a melee 
weapon attack with advantage using that 
weapon.
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