
Barbarian Primal Path:

The Lone Warrior

T
he Lone Warrior loves the thrill of the fight. He

is stubborn, obstinate, and often prefers to

solve problems on his own. While the Lone

Warrior may be a part of a team or party, he will

often forgo the plans of his teammates to

plunge into dangerous situations and test his

might.

A Quest for Strength, Power, and Glory
Lone warriors pride themselves on their ability to become

exponentially more powerful. They see mighty adversaries as

tremendous challenges rather than a threat to civilization.

Throughout the lone warrior's journey he may take part in

group quests, but if a mission wouldn't offer a might

challenge, then he may need additional incentives to join.

Class Features
As a barbarian, you gain the following class features.

Hit Points
Hit Dice: 1d12 per barbarian level

Hit Points at 1st Level: 12 + your Constitution modifier

Hit Points at Higher Levels: 1d12 (or 7) + your Constitution

modifier per barbarian level after 1st

Proficiencies
Armor: Lights armor, medium armor, shields

Weapons: Simple weapons, martial weapons

Tools: None

Saving Throws: Strength, Constitution

Skills: Choose two from Animal Handling, Athletics,

Intimidation, Nature, Perception, and Survival

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) a greataxe or (b) any martial melee weapon

(a) two handaxes or (b) any simple weapon

An explorer’s pack and four javelins

See below for the rest of the Barbarian
information.
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The Lone Warrior

Level Features Spells Known 1st 2nd 3rd 4th 5th

3rd Spellcasting, Intimidating Presence 2 3 — — — —
4th — 3 3 — — — —
5th — 4 4 2 — — —
6th Power Surge 4 4 3 — — —
7th Ki Blast Cantrip 5 4 3 — — —
8th — 5 4 3 — — —
9th — 6 4 3 2 — —

10th Additional Power Surge 6 4 3 2 — —
11th — 7 4 3 3 — —
12th — 7 4 3 3 — —
13th — 8 4 3 3 — —
14th Additional Power Surge 8 4 3 3 1 —
15th — 8 4 3 3 2 —
16th — 8 4 3 3 2 —
17th — 8 4 3 3 3 1

18th — 8 4 3 3 3 1

19th Additional Power Surge 8 4 3 3 3 2

20th — 8 4 3 3 3 2

--

Layered With the Barbarian
It should be noted again that the Lone Warrior is a Primal

Path subclass for the Barbarian Class. The additional table

above is only to be used as a helpful visual aid to what the

Lone Warrior brings to an adventurer.

Spellcasting
When you reach 3rd level, you augment your martial prowess

with the ability to cast spells. See chapter 10 for the general

rules of spellcasting.

Cantrips
The Lone Warrior cannot cast Cantrips at will until level 7.

However, he does have access to spells which grant the ability

of casting specific Cantrips for a short period of time.

Spells Known of 1st-Level and Higher
You know three 1st-level Lone Warrior spells of your choice.

The Spells Known column of the Lone Warrior Spellcasting

table shows when you learn more spells of 1st-level or higher.

Each of these spells must be of a level for which you have spell

slots.

Spellcasting Ability.
Strength is your spellcasting ability for your spells. You use

your Strength whenever a spell refers to your spellcasting

ability. In addition, you use your Strength modifier when

setting the saving throw DC for a spell you cast and when

making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your

Intelligence modifier

Spell attack modifier = your proficiency bonus + your

Intelligence modifier

Intimidating Presence
After selecting this Primal Path at level 3, Barbarians gain this

feature while in a rage. While raging, a selected creature who

begins their turn within a 10ft radius of you must make a

Wisdom saving throw or they must move outside of your 10ft

radius on their turn. The DC for this check is 5 + your

Strength modifier + your proficiency bonus.

Part 2 | Your Introduction
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Powers Surge
Beginning at 6th Level, a Lone Warrior Barbarian can use this

ability once per day. Power Surge allows you to combine

lower level spell slots into higher level slots. After selecting the

level of spell slot you wish to create (this must be a spell slot

that is otherwise available to you according to your level), then

consume lower level spell slots that you have available to

number which equals, or is more than, the higher level spell

slot which you desire. For example, to obtain an additional

2nd-level spell slot, you can consumer 2 of your 1st-level spell

slots.

At higher levels you gain the ability to use this feature more

than once per day: two times at 10 level; 3 times at 14th level;

and 4 times at 19th level.

Ki Blast Cantrip
Beginning at 7th level, a Lone Warrior Barbarian can cast the

Ki Blast Cantrip at will.
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Spells
Empowered Strike
1st-level Abjuration

Casting Time: 1 Bonus Action

Range: Self

Components: V, S

Duration: 3 Rounds

Powerful energy is summoned around you. Your muscles

pulse with newfound power and strength. For the duration,

your melee attacks deal an additional 1d10 damage.

At Higher Levels. When you cast this spell using a spell

slot of 2nd level or higher, you deal an additional 1d6 damage

for each slot level about 1st.

Galick Gun
1st-level evocation

Casting Time: 1 action

Range: 100 feet

Components: V, S

Duration: 1 round

A colored beam of energy streaks toward a creature of your

choice within range. Make a ranged spell attack against the

target. On a hit, the target takes 3d6 + your Strength modifier

force damage.

At Higher Levels. When you cast this spell using a spell

slot of 2nd level or higher, the damage increases by 1d6 for

each slot level above 1st.

Spiritual Attunement
1st-level abjuration

Casting Time: 1 action

Range: Self

Components: V, S

Duration: 8 hours

You are able to use the Ki Blast cantrip for the duration.

Ki Blast
Evocation cantrip

Casting Time: 1 action

Range: 60 feet

Components: S

Duration: Instantaneous

Colored energy springs from your hand to deliver a strike to a

creature within range. Make a ranged spell attack against the

target. On a hit, the target takes 1d4 force damage.

The spell creates more than one beam when you reach

higher levels: two beams at 5th level, three beams at 11th

level, and four beams at 17th level. You can direct the beams at

the same target or at different ones. Make a separate attack

roll for each beam.

The spell’s damage increases by 1d4 when you reach 5th

level (2d4), 11th level (3d4), and 17th level (4d4).

Artificial Moon
2nd-level conjuration

Casting Time: 1 action

Range: 120 feet

Components: V, S

Duration: Concentration, up to 1 hour

You create a 5-foot-radius sphere of bright light which travels

100 feet into the air. While the artificial moon is intact, any

Saiyan with full view of it and with their tails transforms into

their Oozaru form.

Marital Prowess
2nd-level Abjuration

Casting Time: 1 Action

Range: Self

Components: V, S

Duration: 1 Rounds

Roll 1d4. Make a number of melee spell attacks against any

number of targets equal to the number rolled. On a successful

hit, you deal an amount of damage equal to 2 times your

Strength Modifier.

At Higher Levels. When you cast this spell using a spell

slot of 3rd level or higher, make one additional melee spell

attack for each level above first.

Fly
3rd-level transmutation

Casting Time: 1 action

Range: Touch

Components: V, S, M (a wing feather from any bird)

Duration: Concentration, up to 10 minutes

You touch a willing creature. The target gains a flying speed of

60 feet for the duration. When the spell ends, the target falls if

it is still aloft, unless it can stop the fall.

At Higher Levels. When you cast this spell using a spell

slot of 4th level or higher, you can target one additional

creature for each slot level above 3rd.

Haste
3rd-level transmutation

Casting Time: 1 action

Range: 30 feet

Components: V, S, M (a shaving of licorice root)

Duration: Concentration, up to 1 minute

Choose a willing creature that you can see within range. Until

the spell ends, the target’s speed is doubled, it gains a +2

bonus to AC, it has advantage on Dexterity saving throws, and

it gains an additional action on each of its turns. That action

can be used only to take the Attack (one weapon attack only),

Dash, Disengage, Hide, or Use an Object action.

When the spell ends, the target can’t move or take actions

until after its next turn, as a wave of lethargy sweeps over it.
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Locate Creature
4th-level divination

Casting Time: 1 action

Range: Self

Components: V, S, M (a bit of fur from a bloodhound)

Duration: Concentration, up to 1 hour

Describe or name a creature that is familiar to you. You sense

the direction to the creature’s location, as long as that

creature is within 1,000 feet of you. If the creature is moving,

you know the direction of its movement.

The spell can locate a specific creature known to you, or the

nearest creature of a specific kind (such as a human or a

unicorn), so long as you have seen such a creature up close—

within 30 feet—at least once. If the creature you described or

named is in a different form, such as being under the effects

of a polymorph spell, this spell doesn’t locate the creature.

This spell can’t locate a creature if running water at least 10

feet wide blocks a direct path between you and the creature.
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Barbarian

The Barbarian

Level
Proficiency

Bonus Features Rages
Rage

Damage

1st +2 Rage, Unarmored
Defense 2 +2

2nd +2 Reckless Attack,
Danger Sense 2 +2

3rd +2 Primal Path 3 +2

4th +2 Ability Score
Improvement 3 +2

5th +3 Extra Attack, Fast
Movement 3 +2

6th +3 Path feature 4 +2

7th +3 Feral Instinct 4 +2

8th +3 Ability Score
Improvement 4 +2

9th +4 Brutal Critical (1
die) 4 +3

10th +4 Path feature 4 +3

11th +4 Relentless 4 +3

12th +4 Ability Score
Improvement 5 +3

13th +5 Brutal Critical (2
dice) 5 +3

14th +5 Path feature 5 +3

15th +5 Persistent Rage 5 +3

16th +5 Ability Score
Improvement 5 +4

17th +6 Brutal Critical (3
dice) 6 +4

18th +6 Indomitable Might 6 +4

19th +6 Ability Score
Improvement 6 +4

20th +6 Primal Champion Unlimited +4

Class Features
As a barbarian, you gain the following class features.

Hit Points
Hit Dice: 1d12 per barbarian level

Hit Points at 1st Level: 12 + your Constitution modifier

Hit Points at Higher Levels: 1d12 (or 7) + your Constitution

modifier per barbarian level after 1st

Proficiencies
Armor: Lights armor, medium armor, shields

Weapons: Simple weapons, martial weapons

Tools: None

Saving Throws: Strength, Constitution

Skills: Choose two from Animal Handling, Athletics,

Intimidation, Nature, Perception, and Survival

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) a greataxe or (b) any martial melee weapon

(a) two handaxes or (b) any simple weapon

An explorer’s pack and four javelins

Rage
In battle, you fight with primal ferocity. On your turn, you can

enter a rage as a bonus action.

While raging, you gain the following benefits if you aren’t

wearing heavy armor:

You have advantage on Strength checks and Strength

saving throws.

When you make a melee weapon attack using Strength,

you gain a bonus to the damage roll that increases as you

gain levels as a barbarian, as shown in the Rage Damage

column of the Barbarian table.

You have resistance to bludgeoning, piercing, and slashing

damage.

If you are able to cast spells, you can’t cast them or

concentrate on them while raging.

Your rage lasts for 1 minute. It ends early if you are knocked

unconscious or if your turn ends and you haven’t attacked a

hostile creature since your last turn or taken damage since

then. You can also end your rage on your turn as a bonus

action.

Once you have raged the number of times shown for your

barbarian level in the Rages column of the Barbarian table,

you must finish a long rest before you can rage again.

Unarmored Defense
While you are not wearing any armor, your Armor Class

equals 10 + your Dexterity modifier + your Constitution

modifier. You can use a shield and still gain this benefit.
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Reckless Attack
Starting at 2nd level, you can throw aside all concern for

defense to attack with fierce desperation. When you make

your first attack on your turn, you can decide to attack

recklessly. Doing so gives you advantage on melee weapon

attack rolls using Strength during this turn, but attack rolls

against you have advantage until your next turn.

Danger Sense
At 2nd level, you gain an uncanny sense of when things nearby

aren’t as they should be, giving you an edge when you dodge

away from danger.

You have advantage on Dexterity saving throws against

effects that you can see, such as traps and spells. To gain this

benefit, you can’t be blinded, deafened, or incapacitated.

Primal Path
At 3rd level, you choose a path that shapes the nature of your

rage. Choose the Path of the Berserker or the Path of the

Totem Warrior, both detailed at the end of the class

description. Your choice grants you features at 3rd level and

again at 6th, 10th, and 14th levels.

Ability Score Improvement
When you reach 4th level, and again at 8th, 12th, 16th, and

19th level, you can increase one ability score of your choice by

2, or you can increase two ability scores of your choice by 1. As

normal, you can’t increase an ability score above 20 using this

feature.

Extra Attack
Beginning at 5th level, you can attack twice, instead of once,

whenever you take the Attack action on your turn.

Fast Movement
Starting at 5th level, your speed increases by 10 feet while you

aren’t wearing heavy armor.

Feral Instinct
By 7th level, your instincts are so honed that you have

advantage on initiative rolls.

Additionally, if you are surprised at the beginning of combat

and aren’t incapacitated, you can act normally on your first

turn, but only if you enter your rage before doing anything else

on that turn.

Brutal Critical
Beginning at 9th level, you can roll one additional weapon

damage die when determining the extra damage for a critical

hit with a melee attack.

This increases to two additional dice at 13th level and three

additional dice at 17th level.

Relentless Rage
Starting at 11th level, your rage can keep you fighting despite

grievous wounds. If you drop to 0 hit points while you’re

raging and don’t die outright, you can make a DC 10

Constitution saving throw. If you succeed, you drop to 1 hit

point instead.

Each time you use this feature after the first, the DC

increases by 5. When you finish a short or long rest, the DC

resets to 10.

Persistent Rage
Beginning at 15th level, your rage is so fierce that it ends early

only if you fall unconscious or if you choose to end it.

Indomitable Might
Beginning at 18th level, if your total for a Strength check is

less than your Strength score, you can use that score in place

of the total.

Primal Champion
At 20th level, you embody the power of the wilds. Your

Strength and Constitution scores increase by 4. Your

maximum for those scores is now 24.

7
This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used

are property of Wizards of the Coast. ©Wizards of the Coast LLC.



This is unofficial Fan Content permitted under the Fan Content Policy. Not approved/endorsed by Wizards. Portions of the materials used
are property of Wizards of the Coast. ©Wizards of the Coast LLC.


