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Trio of Fighters
Presented here are a trio of subclasses for the Fighter. 
Each highlights a specific type of Fighter with a singular 
goal. These archetypes are popular tropes amongst players 
who play a Fighter that are not well represented with the 
material available. 

Bounty Hunter
Those who model themselves after the bounty hunter are 
those who feel as though their skill is worth its weight in 
gold. They are often contract mercenaries, or at the very 
least hold a strong grudge against those that sleight them. 
Either way, they are good at tracking, hunting, and killing 
creatures that they study, and do so with great efficacy.

Bounty Hunter Maneuvers

Below are two additionals maneuvers that a Bounty Hunter 
learns upon reaching 3rd level.

Knock-Out Blow. When making an attack against a 
creature, you can attempt a nonlethal blow. If that attack 
hits, the target is knocked unconcious if the creature has 
any number of hit points remaining less than your Fighter 
level after damage is dealt.

Restraining Order. You can use your reaction to make a 
ranged weapon attack against a creature you can see that 
is within the normal range of your weapon, immediately 
before it leaves your line of sight using its movement. If 
this attack hits the creature, instead of dealing damage that 
creature is restrained until the end of its next turn.

Study Prey

Beginning at 3rd level, you can learn enough about your 
enemies to put the knowledge to practice in defeating them. 
Over the duration of a short rest, you can focus intently on a 
creature you’ve met and interacted with, or have significant 
enough information about to understand. This creature 
becomes your favoured prey for you until you know its 
been killed or you choose another prey.

In addition, any maneuver you use against a favoured 
prey that involves an attack roll has advantage, and if any 
maneuvers force your favored prey to make a saving throw, 
the target makes that saving throw at disadvantage.

Prepared

Starting at 7th level, your expectations of your favoured 
prey gives you a preternatural sense to avoid ambush. 
When determining if creatures are surprised, you cannot be 
surprised if your favoured prey is within 60 feet of you.

In addition, you have advantage on checks to notice and 
avoid traps set by your favoured prey.

Quick Study

Also at 7th level, you’ve learned to acquire your prey 
quicker than before. As an action, you can quickly study 
a creature that you can see and determine it to be your 
favoured prey. Once you do so, you must complete a short 
rest before you can do so again.

Hunting Party

At 10th level, you’ve learned the value of hunting as a team, 
and can effectively relay your knowledge of your prey to 
your allies. As a reaction when a friendly creature within 
30 feet of you that you can see makes an attack roll against 
your favoured prey, you can give that ally advantage on its 
attack roll.

You can use this feature a number of times equal to your 
Wisdom modifier (a minimum of once). You regain all 
expended uses after completing a short or long rest.
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Fighting Maneuvers
Each archetype presented here offers a selection of 
maneuvers at 3rd level. These maneuvers are designed to 
function with the Fighting Maneuvers document also by 
Vorpal Dice Press. 
    As these subclasses were designed with this system in 
place, maneuvers are a large part of their feature structure 
and the Fighting Maneuvers document is required to use 
them effectively.
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Fortitude

Starting at 15th level, if your favoured prey forces you to 
make a saving throw or contested ability check, you do 
so with advantage. Additionally, you cannot be charmed, 
possessed, or frightened by your favoured prey and have 
advantage on death saving throws while within 60 feet of 
your favoured prey.

No Mercy

At 18th level, you become a master at slaying your most 
hunted foes. Once per turn, when you hit your favoured 
prey with a weapon attack, it takes an additional 3d8 
bludgeoning, piercing, or slashing damage (your choice.) If 
it has 30 or less hit points, it immediately dies.

Duelist
The archetypal duelist has gained his skill in combat as 
a product of his upbringing. Sometimes a civilized form 
of combat, often married with an overt arrogance. Other 
times a crass combination of vicious mockery and infamous 
legend. Those who model themselves after this archetype 
combine fencing and bravado to entangle and distract foes, 
utilizing a final strike to put an end to cowards or punctuate 
whatever point they were making.

Duelist Maneuvers

Below are two additionals maneuvers that a Duelist learns 
upon reaching 3rd level.

Finisher. When you take the Attack action and make a 
melee weapon attack with a light or finesse weapon that 
you’re holding in one hand, you can use a bonus action to 
make a ranged weapon attack with a light weapon that 
you’re holding in the other hand.

Flourish. When you take the Attack action on your turn, 
you can forgo one of your attacks to attempt a defensive 
flourish against a creature within range of a melee weapon 
you’re holding. Instead of an attack roll, the target must 
make a Dexterity saving throw. On a failed save, that 
creature cannot willingly move away from you until the 
start of your next turn.

Taunt

At 3rd level, you have learned to entangle your foe in a 
deadly dance of strikes. Once per round after making a 
melee attack against a creature, you can taunt them. This 
taunt lasts until the end of your next turn. When a creature 
taunted by you makes an attack or casts a spell that 
doesn’t include you as a target, you can use your reaction 
to cast vicious mockery on that creature. Charisma is your 
spellcasting modifier for this spell.

Quick Retort

Starting at 7th level, your gilded tongue can get you out of 
as many confrontations as it gets you into. When making 
a Charisma check to intimidate or bluff a creature, you 
add double your proficiency bonus if you are deliberately 
insulting or threatening that creature, or if that creature is 
taunted by you.

Improved Duelist

Starting at 10th level, your training has honed the harmony 
between your weapon and fighting techniques. If you have 
successfully hit a creature with a weapon attack this round, 
that creature has disadvantage on any saving throw or 
ability check from the next maneuver you use against it 
before the start of its next turn.
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Insolent Cur

Upon reaching 15th level, your confidence inspires fear in 
your enemies. When you use your Action Surge feature, 
you can spout a threat to any number of creatures within 
30 feet that can see and hear you. Each creature you 
choose must make a Wisdom saving throw with a DC 
equal to 8 + your Proficiency bonus + your Strength or 
Dexterity modifier (your choice). Any creatures that fail 
this saving throw drop whatever they are holding and 
become frightened of you. If you have taunted a creature, it 
automatically fails this saving throw.

A creature can repeat this saving throw at the end of each 
of its turns, ending the effect on a success. If the creature 
cannot see and hear you, it automatically succeeds on this 
saving throw.

Punishing Flourish

Starting at 18th level, your mastery and flourish leave your 
opponents open to more punishing strikes.

The next attack you make against a creature after it fails 
a saving throw against a maneuver deals an extra 2d8 plus 
your Charisma modifier damage.

Templar
Those who model themselves after the archetypal Templar 
have dedicated themselves to a singular divine directive. 
To root out profane magic and uphold the virtues of their 
deity. Templars receive the divine accent of their power 
from their devotion to a particular deity who is opposed to 
arcane magic.

Templar Maneuvers

Below are two additionals maneuvers that a Templar 
learns upon reaching 3rd level.

Anti-Magic. Whenever a creature casts a spell within 15 
feet of you, you can use your reaction to force that creature 
to make a Wisdom saving throw. On a failed save, it takes 
2d4 psychic damage.

Feedback. When you hit a creature with a weapon attack, 
if that creature is forced to make a Constitution saving 
throw to maintain concentration on a spell and fails, you 
can immediately use your reaction to deal psychic damage 
to the target equal to your Fighter level.

Channel Divinity

At 3rd level, you gain the ability to channel divine energy 
directly from the deity you serve. You start with one such 
effect: Gift. When you use your Channel Divinity, you 
choose which effect to create. You must then finish a short 
or long rest to use your Channel Divinity again. Some 
Channel Divinity effects require saving throws. The DC for 
these spells is 8 + your proficiency bonus + your Charisma 
modifier. Beginning at 9th level, you can use your Channel 
Divinity feature twice between rests. When you finish a 
short or long rest, you regain your expended uses.

Channel Divinity: Gift
As an action, you present a symbol of your faith and speak 
a prayer calling for assistance from your deity. When 
you use this feature, you can cast a single divination 
or enchantment spell from the cleric spell list of an 
appropriate level or lower, as shown on the Gifted Magic 
table below. This spell is cast at the level shown. Charisma 
is your spellcasting modifier for this spell.

Gifted Magic
Fighter Level Spell Level

3rd 1st-level

7th 2nd-level

13th 3rd-level

19th 4th-level

Countermagic

Starting at 7th level, you’ve become adept at predicting the 
nature of magic and delaying its effect. If a creature you 
can see or hear within 60 feet casts a spell, you can use 
your reaction to attempt to stall its effect and potentially 
end it. If that spell is 3rd level or lower and has a casting 
time of 1 action or less, make a Charisma check contested 
by the creature’s Intelligence, Wisdom, or Charisma 
check (their choice). If you succeed, the creature is forced 
to concentrate on the spell until it’s next turn, and the 
creature must cast the spell immediately at the start of its 
turn (no action required). If the creature can’t cast the spell 
at this time, it is wasted.

You can use this feature twice. You regain all expended 
uses after completing a long rest.

Residual Defense

Beginning at 10th level, your experience dealing with 
magic and its effects has given you a sheen of reflex against 
it. After taking damage from a spell or magical effect, you 
gain resistance to that type of damage until the start of 
your next turn.

Boon of Fervor

At 15th level, your deity has rewarded you for your furious 
pursuit of your goal. When you use your Action Surge 
feature, you and any number of creatures of your choice 
within 30 feet that can see or hear you gain temporary hit 
points equal to your Fighter level.

Disruption

Starting at 18th level, your mastery over fighting 
spellcasters has allowed you to develop a technique for 
interrupting their ongoing magical boons. When you 
deal damage to a creature that forces them to make a 
Constitution saving throw to maintain their concentration, 
the DC is equal to 15, or half the damage taken. If the 
creature fails this saving throw, it takes force damage equal 
to your Fighter level.
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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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