


Path of the Rowen 
The Rowen are a renown and prestigious group who 
worship fire as the lifegiving element that allows us 
to persist. They idolize all things fire, such as dragons, 
volcanoes, and lightning; and also the spirit that thrums 
inside us. They are most known for being war musicians 
who participate in the frontlines with reckless abandon. 
Those who follow the Path of the Rowen utilize the fire that 
builds in their lungs and dominate the battlefield with their 
presence, which is both heard and felt.
Restriction: Kissed by Fire
Only those who have trained with the Rowen are capable 
of mastering the dischordant meleodies required for this 
archetype. The Rowen have a strict policy of only enlisting 
those who are kissed by fire. To them, this is most evident 
in those who red features such as hair, eyes, or skin.

Your DM can lift this restriction to better suit the campaign.

Rowenite weaponRy

Starting at 3rd level, you learn the ways of the Rowen. You 
can utilize the inspiration and disruptive effects of music to 
fight in war. You gain proficiency in a musical instrument 
of your choice that is a wind instrument, as your high lung 
capacity allows you to utilize it for long periods of time.

While wielding a wind instrument you are proficient with, 
when you take the Attack action on your turn, you can forgo 
an attack to make a deafening sonic attack instead. Make 
a ranged weapon attack against a creature of your choice 
within 30 feet of you. You use your Constitution modifier 
in place of your Dexterity modifier for this attack. If you 
hit, the attack deals 1d6 plus your Constitution modifier 
thunder damage. If you are raging, you can add your rage 
bonus damage to this attack.

Dissonance

Also at 3rd level, you learn to funnel your rage into a 
musical fury. While you are wielding a wind instrument you 
are proficient with, holding no other weapons, and raging, 
you can use your bonus action to start playing a harmony 
(listed below). This harmony persists until you use your 
bonus action to play a different harmony, use your bonus 
action to end it, or when your rage ends. It also ends early if 
you are no longer wielding your instrument.

As long as you’ve started a new harmony since the start of 
your last turn, your rage does not end early for not dealing 
or receiving damage.

Starting at 11th level, you can change your harmony at 
the start of another creature’s turn as a reaction.
Harmonies

Doomsong. A thrum of low bellows erupt from your 
instrument. As part of the action that starts this harmony, 
creatures within 5 feet of you are pushed 5 feet away 
from you. While it is active, creatures must spend 2 feet of 
movement to move 1 foot closer to you if they are within 30 
feet of you.

Rowenite Bolero. You begin to play a slow and deep 
bolero. As part of the action that starts this harmony, 
creatures within 10 feet of you take fire damage equal 
to your Charisma modifier. While it is active, you have 
resistance to fire damage.

Slip Jig. You begin to play a boisterous jig. While doing so, 
your movement does not provoke opportunity attacks. In 
addition, your unarmed strikes use a d6 for damage.

Snake Charm. You strike an opulent chord. Choose a 
creature wtihin 30 feet of you as part of the action that 
starts this harmony. That creature must succeed a Charisma 
saving throw with a DC equal to 8 + your proficiency bonus 
+ your Charisma modifier. If it fails, the target becomes 
charmed by you until the harmony ends.

acceleRanDo

Starting at 6th level, your unnatural confidence on the 
battlefield without weaponry inspires your compatriots 
to great feats of haste. While playing a harmony, allies that 
start their turn within 30 feet of you that can hear your 
song have their speed increased by 10 feet and can add 
your Charisma modifier to ability checks that use Strength 
or Dexterity until the start of their next turn.

Routing BallaD

Beginning at 10th level, the renown of your fighting style 
and the presence you invoke on the field is capable of 
routing even the most dedicated of opponents.

While playing a harmony, hostile creatures within 30 
feet of you that can hear you who see a creature allied to 
them be reduced to 0 hit points must succeed on a Wisdom 
saving throw with a DC equal to 8 + your Proficiency 
bonus + your Charisma modifier. If the target fails, at the 
start of their next turn they must use all of their available 
movement to move as far away from you as possible. They 
can take no other actions on this turn unless they end their 
movement more than 60 feet away from you or in a place 
they can no longer hear your song.

A creature that succeeds on this saving throw is immune 
to this effect for 1 hour.

HolD Fast

Starting at 14th level, your harmony envigors your allies to 
fight when they would otherwise be rendered unable. If an 
allied creature within 30 feet of you drops to 0 hit points while 
you’re playing a harmony and doesn’t die outright, you can use 
your reaction to have them drop to 1 hit point instead.

Once you’ve used this feature on a creature, that creature 
can’t benefit from it again until you’ve completed a long rest.
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ogl license

Permission to copy, modify and distribute the files collectively known as the 
System Reference Document 5.1 (“SRD5”) is granted solely through the use of the 
Open Gaming License, Version 1.0a. This material is being released using the Open 
Gaming License Version 1.0a and you should read and understand the terms of 
that License before using this material.

The text of the Open Gaming License itself is not Open Game Content. 
Instructions on using the License are provided within the License itself. The 
following items are designated Product Identity, as defined in Section 1(e) of 
the Open Game License Version 1.0a, and are subject to the Conditions set forth 
in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons, D&D, 
Player’s Handbook, Dungeon Master, Monster Manual, d20 System, Wizards of 
the Coast, d20 (when used as a trademark), Forgotten Realms, Faerûn, proper 
names (including those used in the names of Spells or items), places, Underdark, 
Red Wizard of Thay, the City of Union, Heroic Domains of Ysgard, EverChanging 
Chaos of Limbo, Windswept Depths of Pandemonium, Infinite Layers of the Abyss, 
Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna, Nine 
Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of Mechanus, 
Peaceable Kingdoms of Arcadia, Seven Mounting Heavens of Celestia, Twin 
Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands, 
Olympian Glades of Arborea, Concordant Domain of the Outlands, Sigil, Lady 
of Pain, Book of Exalted Deeds, Book of Vile Darkness, Beholder, gauth, Carrion 
Crawler, tanar’ri, baatezu, Displacer Beast, Githyanki, Githzerai, Mind Flayer, 
illithid, Umber Hulk, Yuan-ti.

All of the rest of the SRD5 is Open Game Content as described in Section 1(d) of 
the License. The terms of the Open Gaming License Version 1.0a are as follows:

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.
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