
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 120 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.


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.


SUNLIGHT SENSITIVITY

You have disadvantage on attack rolls and on Wisdom (Perception) checks that rely on sight when 
you, the target of your attack, or whatever you are trying to perceive is in direct sunlight.


DROW MAGIC

You know the dancing lights cantrip. When you reach 3rd level, you can cast the faerie fire spell 
once per day. When you reach 5th level, you can also cast the darkness spell once per day. 
Charisma is your spellcasting ability for these spells.


DEFENSE

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


SECOND WIND

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.


ACTION SURGE

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.


DUAL WIELDER

You master fighting with two weapons, gaining the following benefits:

• You gain a +1 bonus to AC while you are wielding a separate melee weapon in each hand.

• You can use two-weapon fighting even when the one-handed melee weapons you are wielding 

aren't light.

• You can draw or stow two one-handed weapons when you would normally be able to draw or 

stow only one.


IMPROVED CRITICAL

Beginning when you choose this archetype at 3rd level, your weapon attacks score a critical hit on 
a roll of 19 or 20.


