ROGUISH ARCHETYPES

At 3rd level, a rogue gains the Roguish Archetype feature.
The Roguish Archetypes here are available along with those
offered in the Player's Handbook: Falconer and Troubadour.

FALCONER

You have dedicated your life to training an elegant and deadly
Bird of Prey. With your winged partner at your side, there is
no mission or foe that the two of you cannot take on together.
With your Bird of Prey watching from the skies above, there
is little that can escape the wrath of your talons and blade.

FALCONER FEATURES
Rogue Level Feature

3rd Bird of Prey, Falconer's Training
9th Fierce Hunter, Primal Bond
13th Harrying Strikes

17th Falconer of Legend

BirDp OF PrEY

When you adopt this Archetype at 3rd level, you complete the
training of a Bird of Prey that will adventure by your side.
Your Bird is friendly to you and your allies and obeys your
commands. It uses the Bird of Prey stat block on this page,
which uses your proficiency bonus (PB) in several places.

In combat, the Bird acts during your turn. It can move and
use its reaction on its own, but it only takes the Dodge action
unless you use your bonus action to command it to take an
action from its stat block, or another combat action. When
you take the Attack action, you can command your Bird to
take the Attack action in place of one of your attacks. If you
are incapacitated, your Bird of Prey can act on its own.

If your Bird falls to 0 hit points it makes death saving
throws like a player character would. Should your Bird of
Prey die, your special skills allow you to find another Bird
and train it as a Bird of Prey over the course of a long rest.

FALCONER'S TRAINING

You have dedicated many hours to mastering the delicate art
of falconry. Also at 3rd level, you gain proficiency in Animal
Handling, and you add double your proficiency bonus to any
Wisdom (Animal Handling) checks related to birds.

F1ErRCE HUNTER
Through dedicated training you have honed the natural skills
of your Bird of Prey. At 9th level, the Bird of Prey adds double
its proficiency bonus to both its Perception and Stealth skills.
Also, if your Bird of Prey hits a creature with a Talon attack
and it meets the requirements for Sneak Attack, your Bird of
Prey deals an additional 2d4 slashing damage to the target.
As you gain levels in this class this damage bonus for your
Bird of Prey's Talon attack increases again: at 14th level it
becomes 3d4, and finally at 17th level it becomes 4d4.

PrRIMAL BOND

Your connection with your Bird of Prey has grown. Starting
at 9th level, you and your Bird can share simple ideas and
convey information to each other with sounds and gestures.

HARRYING STRIKES

Your Bird of Prey can swoop in and interfere with your foe's
ability to fight. Starting at 13th level, when a creature within
10 feet of your Bird of Prey makes an attack, your Bird can
use its reaction to impose disadvantage on their attack roll

FALCONER OF LEGEND

You and your Bird of Prey fight as one creature. Beginning at
17th level, both you and your Bird of Prey have advantage on
attack rolls while you are within 10 feet of each other.

BIRD OF PREY

Tiny beast, neutral

Armor Class 13 + PB (natural armor)

Hit Points 4 + five times your rogue level
(the Bird has a number of hit dice [d6s]
equal to your rogue level)

Speed 10 ft., fly 60 ft.

STR DEX CON INT WIS CHA
6(-2) 16 (+3) 13 (+1) 6(-2) 16 (+3) 6(-2)

I
Saving Throws Dexterity +5, Wisdom +5

Skills Perception +5, Stealth +5

Senses darkvision 60 ft., passive Perception 18
Languages understands one language you speak

Falconer's Bond When your PB increases, the Bird's
saving throw and skill bonuses also increase by 1.

Flyby. The Bird doesn't provoke opportunity attacks
when it flies out of an enemies reach.

Keen Sight. The Bird has advantage on any ability
check that relies on their sense of sight.
Actions

Talons. Melee Weapon Attack: +3 +PB to hit, reach
5 ft,, one target. Hit: 1d4 +3 +PB slashing damage.
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TROUBADOUR

While most rogues prefer to remain hidden in the shadows,
those known as Troubadours can't help but be drawn to the
spotlight. Troubadours are marked by their skill in the

performing arts, ad their relentless pursuit of romantic love.

TROUBADOUR FEATURES
Rogue Level Feature

Romantic Artistry, Spellcasting,
3rd . Al
Troubadour's Inspiration
9th Soothing Performance
13th Improved Inspiration
17th Musical Assault
ROMANTIC ARTISTRY

You have mastered many art forms in pursuit of love. When
you adopt this Archetype at 3rd level, you gain proficiency in
Performance, and with two instruments of your choice.
When you make a Charisma (Performance) check, or a
check with either musical instrument proficiency from this
feature, you treat a roll of 7 or lower on the d20 as an 8.

SPELLCASTING
At 3rd level, your whimsy and knack for rythim and music
allows you to produce spells, much like a bard does.

Cantrips. You learn two cantrips of your choice from the
Bard Spell List, and you learn an additional bard cantrip of
your choice when you reach 10th level in this class.

Spell Slots. The Troubadour Spellcasting table shows
how many spell slots you have to cast your spells of 1st-level
and higher. To cast one of these spells, you must expend a
slot of the spell's level or higher. You regain all expended spell
slots when you finish a long rest. For example, if you know
the charm person spell and have both a 1st and a 2nd-level
spell slot, you can cast charm person using either spell slot.

Spells Known of 1st-Level and Higher. You know three
1st-level bard spells. The Spells Known column of the
Troubadour Spellcasting table shows when you learn more
spells of 1st-level or higher, of a level for which you have slots.

When you gain a level, you can replace one of your Spells
Known with another spell from the Bard Spell List. The spell
must also be of a level for which you have spell slots.

Spellcasting Focus. You can use any musical instrument
you are proficient in as a spellcasting focus for your spells.

Spellcasting Ability: Charisma is your spellcasting ability
for bard spells, as your magic is fueled by song. You use
Charisma whenever a spell refers to your spellcasting ability.
You also use your Charisma modifier when setting the saving
throw DC or making a spell attack roll for a bard spell.

Spell save DC = 8 + your proficiency bonus
+ your Charisma modifier

Spell attack modifier = your proficiency bonus
+ your Charisma modifier

TROUBADOUR'S INSPIRATION

Starting at 3rd level, you can use a bonus action to inspire

a creature other than yourself within 60 feet of you who can
hear you. That creature gains one Inspiration die, a d6.

Once in the next 10 minutes, the creature can add the die
to one ability check, attack roll, or saving throw it makes. It
can use the Inspiration die after it rolls, but before it knows if
it succeeds or fails. Once the die is rolled, it is lost. A creature
can have only one Inspiration die at a time.

You can use this feature a number of times equal to your
Charisma modifier (a minimum of once), and you regain any
expended uses when you finish a short or long rest.

SOOTHING PERFORMANCE

Beginning at 9th level, your presence assuages the wounds
and worries of your allies better than most. When a creature
spends one or more Hit Dice to recover hit points during a
short rest with you, they regain an additional 1d6 hit points.

IMPROVED INSPIRATION

Your ability to inspire the best in others has greatly increased.
At 13th level, your Inspiration dice become d8s, and you
regain all expended dice at the end of a short or long rest.

MUSICAL ASSAULT

At 17th level, you gain a new way to use your Sneak Attack.
When you damage a creature with a bard spell of 1st-level or
higher, you can apply your Sneak Attack damage to one target
of the spell. The bonus damage from Sneak Attack becomes
the same type of damage dealt by the spell.

TROUBADOUR SPELLCASTING
Rogue Spells st 2nd 3rd 4th

Level Known Level Level Level Level
3rd 3 2 — — —
4th 4 3 — — —
5th 4 3 — — —
6th 4 3 — — —
7th 5 4 2 — —
8th 6 4 2 — —
9th 6 4 2 — —
10th 7 4 3 — —
11th 8 4 3 — —
12th 8 4 3 — —
13th 9 4 3 2 —
T4th 10 4 3 2 —
15th 10 4 3 2 —
16th 11 4 3 3 —
17th 11 4 3 3 —
18th 11 4 3 3 —
19th 12 4 3 3 1

20th 13 4 3 3 1
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LICENSE

OPEN GAME License Version 1.0a The following text is the
property of Wizards of the Coast, LLC. and is Copyright 2000
Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition,
extension, upgrade, improvement, compilation, abridgment or
other form in which an existing work may be recast, transformed
or adapted; (c) "Distribute" means to reproduce, License, rent,
lease, sell, broadcast, publicly display, transmit or otherwise
distribute; (d)"Open Game Content" means the game mechanic
and includes the methods, procedures, processes and routines to
the extent such content does not embody the Product Identity
and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the
Contributor, and means any work covered by this License,
including translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) "Product Identity"
means product and product line names, logos and identifying
marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphic, photographic and
other visual or audio representations; names and descriptions of
characters, Spells, enchantments, personalities, teams,
personas, likenesses and Special abilities; places, locations,
environments, creatures, Equipment, magical or supernatural
Abilities or Effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the OPEN Game Content; (f) "Trademark"
means the logos, names, mark, sign, motto, designs that are used
by a Contributor to Identify itself or its products or the associated
products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use,
Distribute, copy, edit, format, modify, translate and otherwise
create Derivative Material of Open Game Content. (h) "You" or
"Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content
may only be Used under and in terms of this License. You must
affix such a notice to any Open Game Content that you Use. No
terms may be added to or subtracted from this License except as
described by the License itself. No other terms or Conditions
may be applied to any Open Game Content distributed using this
License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, nonexclusive License with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that
Your Contributions are Your original Creation and/or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder's name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark or
Registered Trademark. The use of any Product Identity in Open
Game Content does not constitute a Challenge to the ownership
of that Product Identity. The owner of any Product Identity used
in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version
of this License.

10. Copy of this License: You MUST include a copy of this License

with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the

Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any

of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or
governmental regulation then You may not Use any Open Game
Material so affected.

13. Termination: This License will terminate automatically if You fail

to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be

unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wizards of the
Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris
Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J.
Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend,
based on original material by E. Gary Gygax and Dave Arneson.

END OF LICENSE
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