
This is PlayTesT MaTerial

The DnD material in this article is presented for
playtesting and to spark your imagination. 
These game mechanics are in draft form, usable 
in your DnD campaign but not refined by full 
game design and editing. They aren’t officially 
part of the game and aren’t created by the 
Wizards of the Coast team.

A Minor Class is a class option made available to 
characters that want to multi-class. Each minor class 
grants abilities up to level 3 and once reached, no 
other levels can be taken in that class. These new class 
options are intended to greater expand the options 
given to players in order to allow for more unique 
characters.

RunnerRunner
 

The young elven woman takes 3 steps back before she 
dashes forward leaping over the gap between the two 
buildings. She drops nearly 15 feet, then Lands on the 
floor below; sliding between the feet of two guards, 
both of which are too slow to react. As the guard’s 
turn to face her she’s already off the other edge of the 
building and on her descent.

Runners rely on a combination of speed, quick 
thinking, and fast strikes to aid them both on and off 
the battlefield. 
Class FeaturesClass Features
 

As a Runner, you gain the following class features.

Hit PointsHit Points
Hit Dice: 1d8 per runner level
Hit Points at 1st Level: 8 + your Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) + your 

Constitution modifier per runner level after 1st

ProficienciesProficiencies
Armor: Light and Medium Armor
Weapons: Simple weapons, martial weapons
Tools: None

Saving Throws: Strength, Dexterity 
Skills: You gain expertise in Acrobatics and Athletics.

EquipmentEquipment
You start with the following equipment, in addition to 
the equipment granted by your background:

• (a) leather armor and sling or (b) leather armor and 
light crossbow and 20 bolts

• (a) a martial weapon and a bag of 20 Caltrops or 
(b) two martial weapons

• (a) a Grappling hook and 100 ball bearings or (b) a 
Grappling hook and a signal whistle 

• (a) a dungeoneer’s pack or (b) an explorer’s pack
 
Dash and BashDash and Bash
Starting at first level, you’re able to use your speed 
as a deadly weapon. You deal an additional 1d4 force 
damage for every 20 ft. you move this turn. This 
damage only applies to the first melee weapon or spell 
attack that hits.

Two Steps AheadTwo Steps Ahead
At first level, your movement increases by 15ft. 
Additionally, your speed and unique way of moving 
make you difficult to track. All checks to track you are 
made at disadvantage.

Too Fast to CatchToo Fast to Catch
Beginning at 2nd level, you gain advantage on all 
checks to avoid being grappled. Additionally, you 
gain +1 to your AC whenever you end your turn with 
movement speed left over.

Coming In HotComing In Hot
Starting at 3rd, level when you use your action to 
dash, you may use your bonus action to make a melee 
weapon attack or melee spell attack.

There and Back AgainThere and Back Again
At 3rd level, you no longer provoke attacks of 
opportunity if you’ve moved over half your movement 
this turn.

DetectiveDetective
 

The older man slips past the back entrance of the bar 
and to the small office hidden from the public. He 
smirks to himself as he sets a simple alarm at the foot 
of the door that he’d just passed through. Only a few 
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moments pass before the alarm sounds, but by then 
he had already found the trap door below the bearskin 
rug.

The Detective is an intelligent sleuth whose skills allow 
them to uncover details most often missed by the 
average person. 

Class FeaturesClass Features
 

As a Detective, you gain the following class features.

Hit PointsHit Points
Hit Dice: 1d8 per detective  level
Hit Points at 1st Level: 8 + your Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) + your 

Constitution modifier per detective level after 1st

ProficienciesProficiencies
Armor: None
Weapons: Simple weapons, martial weapons
Tools: Forgery kit, Disguise kit

Saving Throws: Intelligence, Wisdom
Skills: Choose two skills from Insight, Perception, 

Deception, or Persuasion

EquipmentEquipment
You start with the following equipment, in addition to 
the equipment granted by your background:

• (a) magnifying glass
• (a) a steel mirror or (b) a jug of oil
• (a) a signet ring and sealing wax or (b) fifty feet of 

silk rope
• (a) a diplomats pack or (b) a scholars pack
 
Observant Observant 
Starting at 1st level, when making an investigation, 
insight, or perception check that has to do with 
gaining new information about an object, person, 
or creature. If the check is successful you also gain 
additional information about the target within reason. 
Such as where they’ve recently been, why they’ve 
been doing certain things, how they’ve come to be in 
the condition they’re in, etc… 

Unmatched IntellectUnmatched Intellect
Beginning at 1st level, you gain expertise in 
Investigation or Insight.

A flaw In The ArmorA flaw In The Armor
Starting at 2nd level, you’re able to pick out your 
enemy’s weaknesses. As a bonus action, you may roll 
an extra d8 during your next attack roll. Additionally, 

you may use your reaction to give an ally that can hear 
you an extra d6 to their next attack roll. This ability can 
be used a number of times equal to your proficiency 
bonus. All uses are regained after a short or long rest.

Clever EnoughClever Enough
At 3rd level, you gain the ability to think yourself out 
of most situations. You may now use your Intelligence 
modifier instead of your charisma when making any 
charisma check.

Arcane SuspicionArcane Suspicion
  
Beginning at 3rd level, you have a knack for 
uncovering the arcane. You have advantage on 
perception or investigation checks to discover magical 
or illusionary effects.
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the respective copyright holders of that material. 1985 Games and 
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Designation of Open Content: The Open Content in this issue 
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OPEN GAME LICENSE Version 1.0a The following text is the property 
of Wizards of the Coast, Inc. 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. 21 Not for 

resale. Permission granted to print or photocopy this document for 
personal use only. 

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, non-exclusive 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, Inc. System Reference Document 5.0 
Copyright 2016, Wizards of the Coast, Inc.; 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. 

1985 Arcana. © 2022, 1985 games


