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THE VIGILANTE

Proficiency

Level Bonus Features
st +2 Mark of Vengeance
2nd +2 Signature Weapons
3rd +2 Vigilante Method
4th +2 Ability Score Improvement
5th +3 Brutal Strikes (1d8)
6th +3 Vigilante Method feature
7th +3 Honed Experience
8th +3 Ability Score Improvement
9th +4 Improved Signature Weapons
10th +4 Vigilante Method feature, Brutal Strikes (2d8)
11th +4 Improved Mark of Vengeance
12th +4 Ability Score Improvement
13th +5 Focused Mind
14th +5 Vigilante Method feature
15th +5 Brutal Strikes (3d8)
16th +5 Ability Score Improvement
17th +6 Unending Vengeance
18th +6 Improved Focused Mind
19th +6 Ability Score Improvement
20th +6 Fury of the Shadows
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As a vigilante, you have the following class features. :
Hit Points o
Hit Dice: 1d10 per vigilante level s
Hit Points at 1st Level: 10 + your Constitution
modifier
Hit Points at Higher Levels: 1d10 (or 7) + your
Constitution modifier per vigilante level after 1st.
Proficiencies
Armour: Light armour, Medium armour
Weapons: Simple weapons, longswords, rapiers,
scimitars, shortswords, tridents, whips, hand
crossbows,longbows, and nets.
Tools: None
Saving Throws: Dexterity, Intelligence
Skills: Choose two from Acrobatics, Athletics,
Insight, Investigation, Intimidation, Perception,
Stealth, Survival, and one Intelligence-based skill of
your choice.
Equipment
You start with the following equipment, in addition
to
the equipment granted by your background:
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Wracking Venom (Injury). A created subjected to
this poison must make a DC 15 Constitution saving
throw or become poisoned. Whilst the creature is
poisoned it takes 2d6 poison damage any time it
moves more than 5 feet on its turn.

Stonelegs Poison (Injury). A created subjected to
this poison must make a DC 13 Constitution saving
throw or become poisoned. Whilst the creature is
poisoned it is restrained.

Thief of Eyes (Injury). A created subjected to this
poison must make a DC 15 Constitution saving
throw or become poisoned. Whilst the creature is
poisoned, it is also blinded.
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take the same Device more than once. With your
DM'’s permission, you may create your own Simple
and Complex Devices instead of the ones listed.

SIMPLE DEVICES

Simple Devices are one-use items that need to be
reset or replenished during a long rest. At the start of
a long rest, decide which of the Simple

Devices you know that you wish to create, you may
create any number of an individual device you know
but cannot have more than your maximum number
of Simple Devices at any one time, any unused devic-
es are assumed to be broken down for parts or
re-used.

Brightlight Explosive. As an action, choose a point
you can see within 20 feet. Each creature within a 5
foot radius of that location must make a Dexterity
saving throw against your DC. Any creature that fails
is blinded until the end of their next turn.

Snare Launcher. As an action make a ranged weapon
attack, which you are proficient in, against a creature
within 120 feet. If the attack hits, the target is re-
strained until they use an action on their turn to
make a Strength or Dexterity ability check against
your DC.

Flame Projector. As an action, all creatures within a
15 foot cone originating from you must make a Dex-
terity saving throw against your DC. On a failure a
creature takes 2d6 fire damage, or half as much on a
success. Any flammable objects in the area are also
set alight. This device’s damage increases to 3d6 at
5th level, 5d6 at 9th level and 7d6 at 13th level.
Frenzy Elixir. As an action, you drink this thick red
elixir and gain temporary hit points equal to 1d8 +
your

vigilante level. In addition your speed increases by
20ft until the end of your next turn.

Scatter Powder. As an action, all creatures within a
20 foot cube originating from you must make a Dex-
terity saving throw against your DC. On a failure, a
creature can’t benefit from being invisible and has
disadvantage on Dexterity (Stealth) checks to hide.

CoMPLEX DEVICES

Complex Devices are more intricate

inventions that provide you with additional tactical
maneuvers in battle. A Complex Device don’t need
to be replenished like Simple Devices, but can often
only be used a few times before they need to be
reset or their power replenished.
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Grapple Launcher. As a bonus action, choose a
location you can see within 30 feet of you and move
to that location without provoking attacks of oppor-
tunity. This movement can be in any direction, but
you must end it on a solid surface.

You can use this feature a number of times equal to
your Intelligence modifier and it regains all expended
uses when you finish a short or long rest.

Lightning Crystal. As a bonus action, choose one of
your signature weapons. The next time you hit a
creature with that weapon they must make a
Constitution saving throw against your DC or
become stunned until the end of their next turn.

You regain the use of this feature when you finish a
short or long rest.

Arcane Disruptor. As a bonus action you can
activate a device that emits a subsonic noise that
makes it extremely difficult to concentrate on spells
around you. Any creature within 10 feet of you that is
concentrating on a spell at the start of their turn must
make a Concentration check against your DC. If they
fail they lose concentration of the spell. This effect
lasts for 1 minute.

You regain the use of this feature when you finish a
short or long rest.

Elemental Proofing. As a reaction, when you are the
target of an attack that deals fire, cold, acid, lightning,
or poison damage you gain resistance to that damage
type for a number of rounds equal to your
Intelligence modifier.

You regain the use of this feature when you finish a
short or long rest.

Gust Engines. As a reaction, when you are the target
of an attack that would hit you or when you are
forced to make a Dexterity saving throw, you can add
your Intelligence modifier to your AC or your
Dexterity saving throws until the start of your next
turn.

You can use this feature a number of times equal to
your Intelligence modifier and it regains all expended
uses when you finish a short or long rest.
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