Ancestry Options
Homebrew by A Couple of Characters.

The creatures of the world are diverse in their ancestry, upbringing, and experiences. This leads to
people with many differing features.

For the most part, humans have mixed with the various races, and so no human-specific features are
listed, but you can still appear human. However, you can choose to be a human and forgo gaining 4
features, and instead choose one feat.

We have listed the race each feature originally appeared in, but you are free to flavor how and why your
character has these different options.

Ability Score Increase: One of your ability scores increases by 2, and another ability score increases by 1,
or increase three different scores by 1.

Alignment: Your race has no bearing on your alignment.

Size: Your size is either Small or Medium.

Speed: If your size is Small, your base walking speed is 25 feet. If your size is Medium, your base walking
speed is 30 feet.

Languages: You can speak, read, and write Common and one other language of your choice.

Creature Type: Your creature type is Humanoid. If you choose at least one feature from either Centaur,
Fairy, or Satyr, you may choose Fey for your creature type.

Features: Choose 4 features from the Features list.

Appearance: Be as detailed as you would like with the description of your character’s appearance,
incorporating the traits you have chosen.

Features

Acid Resistance
Source: Genasi (Water), Elemental Evil Player’s Companion.

Aggressive
Source: Orc, Volo's Guide to Monsters.

Amphibious
Source: Genasi (Water), Elemental Evil Player's Companion; Grung, One Grung Above; Triton, Volo's
Guide to Monsters.

Animal Enhancements
Source: Simic Hybrid, Guildmaster's Guide to Ravnica.

Arboreal Alertness
Source: Grung, One Grung Above.
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Artificer's Lore

Whenever you make an Intelligence (History) check related to magic items, alchemical objects, or
technological devices, you can add twice your proficiency bonus, instead of any proficiency bonus you
normally apply.

Source: Gnome (Rock), Player's Handbook.

Bite
Source: Lizardfolk, Volo's Guide to Monsters.

Blessing of the Moonweaver
Source: EIf (Pallid), Explorer's Guide to Wildemount.

Blessing of the Raven Queen
Source: EIf (Shadar-Kai), Mordenkainen's Tome of Foes.

Brave
You have advantage on saving throws against being frightened.

Source: Halfling, Player's Handbook.

Call to the Wave
Source: Genasi (Water), Elemental Evil Player's Companion.

Camouflage

You can change your skin color to blend in with your surroundings. As an action, you can change the
color and pattern of your skin. Once you are camouflaged in this way, you can try to hide by pressing
yourself up against a solid surface, such as a tree or wall, that is at least as tall and wide as you are. You
gain a +5 bonus to Dexterity (Stealth) checks as long as you remain there without moving or taking
actions. Once you move or take an action or a reaction, you must camouflage yourself again to gain this
benefit.

Note: This can be combined with the ranger's Hide in Plain Sight feature to give you a total bonus of +15.
Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.

Cantrip
You know one cantrip of your choice from the wizard spell list. Intelligence is your spellcasting ability for
it.

Source: EIf (High), Player's Handbook.

Cat's Claws
Source: Tabaxi, Volo's Guide to Monsters.



Cat's Talent
Source: Tabaxi, Volo's Guide to Monsters.

Celestial Resistance
Source: Aasimar, Volo's Guide to Monsters.

Change Appearance
Source: Changeling, Eberron - Rising from the Last War.

Changeling Instincts
Source: Changeling, Eberron - Rising from the Last War.

Changeling Magic
You know either the Prestidigitation or Primal Savagery cantrip.

When you reach 3rd level, choose either the Jump or Longstrider spell. You can cast this spell once with
this trait and regain the ability to do so when you finish a long rest.

When you reach 5th level, choose either the Alter Self or Spider Climb spell. You can cast this spell once
and regain the ability to do so when you finish a long rest.

Once chosen, these spells cannot be changed. Charisma is your spellcasting modifier for these spells.
Source: Changeling, Quinn and Alex Schulte from A Couple of Characters.

Charge
Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Child of the Sea
Source: EIf (Sea), Mordenkainen's Tome of Foes.

Children of the Woods
Source: Halfling (Lotusden), Explorer's Guide to Wildemount.

Chromatic Breath Weapon

If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Damage Resistance, Chromatic Damage Resistance. This feature cannot be
combined with Draconic Breath Weapon.

Source: Dragonborn (Chromatic), Fizban’s Treasury of Dragons.

Chromatic Damage Resistance
If you take Chromatic Damage Resistance you also gain: Chromatic Warding.

If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Breath Weapon, Chromatic Breath Weapon. This feature cannot be combined
with Draconic Damage Resistance.



Source: Dragonborn (Chromatic), Fizban’s Treasury of Dragons.

Claws
Source: Leonin, Mythic Odysseys of Theros; Tortle, The Tortle Package.

Climb
You have a climbing speed of 30 feet.

Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.

Constructed Resilience
If you choose this feature you are more construct than humanoid.

Source: Warforged, Eberron - Rising from the Last War.

Control Air and Water
Source: Triton, Volo's Guide to Monsters.

Cunning Artisan
Source: Lizardfolk, Volo's Guide to Monsters.

Darkvision
You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim
light. You can't discern color in darkness, only shades of gray.

Source: Aasimar, Bugbear, Goblin, Hobgoblin, Kobold, Orc, Tabaxi, Triton, Yuan-Ti, Volo's Guide to
Monsters; Dwarf, EIf, Ghome, Half-Elf, Half-Orc, Tiefling, Player's Handbook; Genasi (Fire), Elemental Evil
Player's Companion; Leonin, Mythic Odysseys of Theros; Simic Hybrid, Guildmaster's Guide to Ravnica.

Darkvision - Owlin
Source: Owlin, Strixhaven: A Curriculum of Chaos.

Daunting Roar
Source: Leonin, Mythic Odysseys of Theros.

Decadent Mastery
Source: Gith (Githyanki), Mordenkainen's Tome of Foes.

Devil's Tongue
Source: Tiefling, Sword Coast Adventurer's Guide.

Draconic Breath Weapon
You can use your action to exhale destructive energy. Your draconic ancestry determines the size, shape,
and damage type of the exhalation.

When you use your breath weapon, each creature in the area of the exhalation must make a saving
throw, the type of which is determined by your draconic ancestry. The DC for this saving throw equals 8 +



your Constitution modifier + your proficiency bonus. A creature takes 2d6 damage on a failed save, and
half as much damage on a successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level,
and 5d6 at 16th level.

After you use your breath weapon, you can't use it again until you complete a short or long rest.

If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Damage Resistance, Chromatic Damage Resistance, Metallic Damage
Resistance.

Source: Dragonborn, Player's Handbook.

Draconic Damage Resistance
You have resistance to the damage type associated with your draconic ancestry.

If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Breath Weapon, Chromatic Breath Weapon, Metallic Breath Weapon.

Source: Dragonborn, Player's Handbook.

Drow Magic

You know the Dancing Lights cantrip. When you reach 3rd level, you can cast the Faerie Fire spell once
per day. When you reach 5th level, you can also cast the Darkness spell once per day. Charisma is your
spellcasting ability for these spells.

Source: EIf (Drow), Player's Handbook.

Drow Weapon Training
You have proficiency with rapiers, shortswords, and hand crossbows.

Source: EIf (Drow), Player's Handbook.

Duergar Resilience
Source: Dwarf (Duergar), Sword Coast Adventurer's Guide.

Duergar Magic
Source: Dwarf (Duergar), Sword Coast Adventurer's Guide.

Dwarven Armor Training
You have proficiency with light and medium armor. Your speed is not reduced by wearing heavy armor.

Source: Dwarf (Mountain), Player's Handbook

Dwarven Combat Training
You have proficiency with the battleaxe, handaxe, throwing hammer, and warhammer.

Source: Dwarf, Player's Handbook.



Dwarven Resilience
You have advantage on saving throws against poison, and you have resistance against poison damage.

Source: Dwarf, Player's Handbook.

Dwarven Toughness
Your hit point maximum increases by 1, and it increases by 1 every time you gain a level.

Source: Dwarf (Hill), Player's Handbook.

Earth Walk
Source: Genasi (Earth), Elemental Evil Player's Companion.

Elf Weapon Training
You have proficiency with the longsword, shortsword, shortbow, and longbow.

Source: EIf (High, Wood), Player's Handbook.

Emissary of the Sea
Source: Triton, Volo's Guide to Monsters.

Enhanced Perception
Because of your large range of vision, you can't be surprised while you are awake and not incapacitated.

Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.

Equine Build
Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Expert Forgery
Source: Kenku, Volo's Guide to Monsters.

Extra Language
You can speak, read, and write one extra language of your choice.

Source: EIf (High), Player's Handbook.

Fairy Magic
Source: Fairy, The Wild Beyond The Witchlight.

Feline Agility
Source: Tabaxi, Volo's Guide to Monsters.

Fey Ancestry
You have advantage on saving throws against being charmed, and magic can't put you to sleep.

Source: Elf, Player's Handbook.



Fey Step
Source: EIf (Eladrin), Mordenkainen's Tome of Foes.

Firbolg Magic
Source: Firbolg, Volo's Guide to Monsters.

Fire Resistance
Source: Genasi (Fire), Elemental Evil Player's Companion.

Fleet of Foot
Your base walking speed increases to 35 feet.

Source: EIf (Wood), Player's Handbook.

Flight - Aarakocra
Source: Aarakocra, Elemental Evil Player's Companion.

Flight - Fairy, Owlin
Source: Fairy, The Wild Beyond The Witchlight; Owlin, Strixhaven: A Curriculum of Chaos.

Forceful Presence
Source: Dragonborn (Draconblood), Explorer's Guide to Wildemount.

Friend of the Sea
Source: EIf (Sea), Mordenkainen's Tome of Foes.

Fury of the Small
Source: Goblin, Volo's Guide to Monsters

Gem Breath Weapon

If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Damage Resistance, Gem Damage Resistance. This feature cannot be
combined with Draconic Breath Weapon.

Source: Dragonborn (Gem), Fizban’s Treasury of Dragons.

Gem Damage Resistance
If you take Gem Damage Resistance you also gain: Gem Flight.

If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Breath Weapon, Gem Breath Weapon. This feature cannot be combined with
Draconic Damage Resistance.

Source: Dragonborn (Gem), Fizban’s Treasury of Dragons.

Githyanki Psionics
Source: Gith (Githyanki), Mordenkainen's Tome of Foes.



Githzerai Psionics
Source: Gith (Githzerai), Mordenkainen's Tome of Foes.

Gnome Cunning

You have advantage on all Intelligence, Wisdom, and Charisma saving throws against magic.

Source: Gnome, Player's Handbook.

Goring Rush
Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Grappling Tongue

As an action, you can use your tongue to grapple a creature within 10 feet of you. It is also a natural

weapon, which you can use to make an unarmed strike. If you hit, it does 1d6 + your strength modifier

bludgeoning damage. Immediately after hitting, you can try to grapple the target as a bonus action.

Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.

Grovel, Cower, and Beg
Source: Kobold, Volo's Guide to Monsters.

Guardians of the Depths
Source: Triton, Volo's Guide to Monsters.

Hammering Horns
Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Hare-Trigger
Source: Harengon, The Wild Beyond The Witchlight.

Healing Hands
Source: Aasimar, Volo's Guide to Monsters.

Hellfire

If you choose this feature, you also gain the Infernal Legacy feature, but replace Hellish Rebuke with

Burning Hands.
Source: Tiefling, Sword Coast Adventurer's Guide.

Hellish Resistance
You have resistance to fire damage.

Source: Tiefling, Player's Handbook.

Hidden Step
Source: Firbolg, Volo's Guide to Monsters.



Hold Breath - Tortle
Source: Tortle, The Tortle Package.

Hold Breath - Lizardfolk
Source: Lizardfolk, Volo's Guide to Monsters.

Hooves
Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Horns
Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Hungry Jaws
Source: Lizardfolk, Volo's Guide to Monsters.

Hunter's Instincts
Source: Leonin, Mythic Odysseys of Theros.

Hunter's Lore
Source: Lizardfolk, Volo's Guide to Monsters.

Imposing Presence
Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Incisive Sense
Source: EIf (Pallid), Explorer's Guide to Wildemount.

Infernal Legacy

You know the Thaumaturgy cantrip. Once you reach 3rd level, you can cast the Hellish Rebuke spell once
as a 2nd-level spell. Once you reach 5th level, you can also cast the Darkness spell once. You must finish
a long rest to cast these spells again with this trait. Charisma is your spellcasting ability for these spells.

Source: Tiefling, Player's Handbook

Innate Spellcasting
Source: Yuan-Ti, Volo's Guide to Monsters.

Integrated Protection
If you choose this feature you are more construct than humanoid.

Source: Warforged, Eberron - Rising from the Last War.

Keen Senses
You have proficiency in the Perception skill.

Source: Elf, Player's Handbook.



Keen Smell
Source: Loxodon, Guildmaster's Guide to Ravnica.

Kenku Training
Source: Kenku, Volo's Guide to Monsters.

Legacy of Avernus
Source: Tiefling (Zariel), Mordenkainen's Tome of Foes.

Legacy of Cania
Source: Tiefling (Mephistopheles), Mordenkainen's Tome of Foes.

Legacy of Dis
Source: Tiefling (Dispater), Mordenkainen's Tome of Foes.

Legacy of Maladomini
Source: Tiefling (Baalzebul), Mordenkainen's Tome of Foes.

Legacy of Malbolge
Source: Tiefling (Glasya), Mordenkainen's Tome of Foes.

Legacy of Minauros
Source: Tiefling (Mammon), Mordenkainen's Tome of Foes.

Legacy of Phlegethos
Source: Tiefling (Fierna), Mordenkainen's Tome of Foes.

Legacy of Stygia
Source: Tiefling (Levistus), Mordenkainen's Tome of Foes.

Leporine Senses
Source: Harengon, The Wild Beyond The Witchlight.

Leviathan Will
Source: Locathah, Locathah Rising, Extra Life 2019.

Light Bearer
Source: Aasimar, Volo's Guide to Monsters.

Limited Amphibiousness
Source: Locathah, Locathah Rising, Extra Life 2019.

Long-Limbed
Source: Bugbear, Volo's Guide to Monsters.

Loxodon Serenity
Source: Loxodon, Guildmaster's Guide to Ravnica.



Lucky
When you roll a 1 on an attack roll, ability check, or saving throw, you can re-roll the die and must use
the new roll.

Source: Halfling, Player's Handbook.

Lucky Footwork
Source: Harengon, The Wild Beyond The Witchlight.

Magic Resistance
Source: Satyr, Mythic Odysseys of Theros; Yuan-Ti, Volo’s Guide to Monsters.

Martial Prodigy
Source: Gith (Githyanki), Mordenkainen's Tome of Foes.

Martial Training
Source: Hobgoblin, Volo's Guide to Monsters.

Mask of the Wild
You can attempt to hide even when you are only lightly obscured by foliage, heavy rain, falling snow,
mist, and other natural phenomena.

Source: EIf (Wood), Player's Handbook.

Menacing
You gain proficiency in the Intimidation skill.

Source: Half-Orc, Player's Handbook.

Mental Discipline
Source: Gith (Githzerai), Mordenkainen's Tome of Foes.

Merge with Stone
Source: Genasi (Earth), Elemental Evil Player's Companion.

Metallic Breath Weapon

If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Damage Resistance, Metallic Damage Resistance. This feature cannot be
combined with Draconic Breath Weapon.

Source: Dragonborn (Metallic), Fizban’s Treasury of Dragons.

Metallic Damage Resistance
If you take Metallic Damage Resistance you also gain: Breath Weapon (5th level Metallic Breath Weapon
feature).



If you choose this feature and any of the following features, the ancestry color must be the same for all
chosen features: Draconic Breath Weapon, Metallic Breath Weapon. This feature cannot be combined
with Draconic Damage Resistance.

Source: Dragonborn (Metallic), Fizban’s Treasury of Dragons.

Mimicry
Source: Kenku, Volo's Guide to Monsters.

Mingle with the Wind
Source: Genasi (Air), Elemental Evil Player's Companion.

Mirthful Leaps
Source: Satyr, Mythic Odysseys of Theros.

Mountain Born
Source: Goliath, Elemental Evil Player's Companion.

Natural Armor - Lizardfolk
Source: Lizardfolk, Volo's Guide to Monsters.

Natural Armor - Locathah
Source: Locathah, Locathah Rising, Extra Life 2019.

Natural Armor - Loxodon
Source: Loxodon, Guildmaster's Guide to Ravnica.

Natural Armor - Tortle
Source: Tortle, The Tortle Package.

Natural Athlete
Source: Goliath, Elemental Evil Player's Companion.

Natural [llusionist
You know the minor illusion cantrip. Intelligence is your spellcasting ability for it.

Source: Gnome (Forest), Player's Handbook.

Naturally Stealthy
You can attempt to hide even when you are obscured only by a creature that is at least one size larger
than you.

Source: Halfling (Lightfoot), Player's Handbook.

Necrotic Resistance
Source: EIf (Shadar-Kai), Mordenkainen's Tome of Foes.



Necrotic Shroud
Source: Aasimar (Fallen), Volo's Guide to Monsters.

Nimble
You can move through the space of any creature that is of a size larger than yours.

Source: Halfling, Player's Handbook.

Nimble Escape
Source: Goblin, Volo's Guide to Monsters.

Observant and Athletic
Source: Locathah, Locathah Rising, Extra Life 2019.

Pack Tactics
Source: Kobold, Volo's Guide to Monsters.

Partially Amphibious
Source: Vedalken, Guildmaster's Guide to Ravnica.

Poison Immunity
Source: Grung, One Grung Above; Yuan-Ti, Volo's Guide to Monsters.

Poisonous SKkin
If you take Poisonous Skin you also gain: Water Dependency.

Source: Grung, One Grung Above.

Powerful Build
Source: Bugbear, Firbolg, and Orc, Volo's Guide to Monsters; Goliath, Elemental Evil Player's Companion;
Loxodon, Guildmaster's Guide to Ravnica.

Primal Intuition
Source: Orc, Volo's Guide to Monsters.

Psionic Mind
Source: Dragonborn (Gem), Fizban’s Treasury of Dragons.

Rabbit Hop
Source: Harengon, The Wild Beyond The Witchlight.

Radiant Consumption
Source: Aasimar (Scourge), Volo's Guide to Monsters.

Radiant Soul
Source: Aasimar (Protector), Volo's Guide to Monsters.



Ram
Source: Satyr, Mythic Odysseys of Theros.

Reach to the Blaze
Source: Genasi (Fire), Elemental Evil Player's Companion.

Relentless Endurance
When you are reduced to 0 hit points but not killed outright, you can drop to 1 hit point instead. You
can't use this feature again until you finish a long rest.

Source: Half-Orc, Player's Handbook.

Reveler
Source: Satyr, Mythic Odysseys of Theros.

Savage Attacks
When you score a critical hit with a melee weapon attack, you can roll one of the weapon's damage dice
one additional time and add it to the extra damage of the critical hit.

Source: Half-Orc, Player's Handbook.

Saving Face
Source: Hobgoblin, Volo's Guide to Monsters.

Sea Elf Training
Source: EIf (Sea), Mordenkainen's Tome of Foes.

Sentry's Rest
If you choose this feature you are more construct than humanoid.

Source: Warforged, Eberron - Rising from the Last War.

Shell Defense
Source: Tortle, The Tortle Package.

Silent Feathers
Source: Owlin, Strixhaven: A Curriculum of Chaos.

Silent Speech
Source: Halfling (Ghostwise), Sword Coast Adventurer's Guide.

SKkill Versatility
You gain proficiency in two skills of your choice.

Source: Half-Elf, Player's Handbook.



Sneaky
Source: Bugbear, Volo's Guide to Monsters.

Speak with Small Beasts

Through sounds and gestures, you can communicate simple ideas with Small or smaller beasts. Forest
gnomes love animals and often keep squirrels, badgers, rabbits, moles, woodpeckers, and other
creatures as beloved pets.

Source: Gnome (Forest), Player's Handbook.

Specialized Training
Source: Warforged Specialized Design, Eberron - Rising from the Last War.

Speech of Beast and Leaf
Source: Firbolg, Volo's Guide to Monsters.

Stone Camouflage
Source: Gnome (Deep), Elemental Evil Player's Companion.

Stonecunning

Whenever you make an Intelligence (History) check related to the origin of stonework, you are
considered proficient in the History skill and add double your proficiency bonus to the check, instead of
your normal proficiency bonus.

Source: Dwarf, Player's Handbook.

Stone's Endurance
Source: Goliath, Elemental Evil Player's Companion.

Stout Resilience
You have advantage on saving throws against poison, and you have resistance against poison damage.

Source: Halfling (Stout), Player's Handbook.

Superior Darkvision
Your darkvision has a radius of 120 feet.

If you take Superior Darkvision you also gain: Sunlight Sensitivity. You have disadvantage on attack rolls
and on Wisdom (Perception) checks that rely on sight when you, the target of your attack, or whatever
you are trying to perceive is in direct sunlight.

Source: EIf (Drow), Player's Handbook; Dwarf (Duergar), Sword Coast Adventurer’s Guide; Gnome
(Deep), Elemental Evil Player’s Companion.

Surprise Attack
Source: Bugbear, Volo's Guide to Monsters.



Survival Instinct
Source: Tortle, The Tortle Package.

Survivor
Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Swim
Source: Genasi (Water), Elemental Evil Player's Companion; Lizardfolk, Triton, Volo’s Guide to Monsters;
Locathah, Locathah Rising, Extra Life 2019.

Talons
Source: Aarakocra, Elemental Evil Player's Companion.

Timberwalk
Source: Halfling (Lotusden), Explorer's Guide to Wildemount.

Tinker

You have proficiency with artisan's tools (tinker's tools). Using those tools, you can spend 1 hour and 10
gp worth of materials to construct a Tiny clockwork device (AC 5, 1 hp). The device ceases to function
after 24 hours (unless you spend 1 hour repairing it to keep the device functioning), or when you use
your action to dismantle it; at that time, you can reclaim the materials used to create it. You can have up
to three such devices active at a time.

When you create a device, choose one of the following options:

Clockwork Toy. This toy is a clockwork animal, monster, or person, such as a frog, mouse, bird, dragon, or
soldier. When placed on the ground, the toy moves 5 feet across the ground on each of your turnsin a
random direction. It makes noises as appropriate to the creature it represents.

Fire Starter. The device produces a miniature flame, which you can use to light a candle, torch, or
campfire. Using the device requires your action.

Music Box. When opened, this music box plays a single song at a moderate volume. The box stops
playing when it reaches the song's end or when it is closed.

Source: Gnome (Rock), Player's Handbook.

Tireless Precision
Source: Vedalken, Guildmaster's Guide to Ravnica.

Tool Proficiency
You gain proficiency with the artisan's tools of your choice: smith's tools, brewer's supplies, or mason's
tools.

Source: Dwarf, Player's Handbook.



Trance

You don't need to sleep. Instead, they meditate deeply, remaining semiconscious, for 4 hours a day. (The
Common word for such meditation is "trance.") While meditating, you can dream after a fashion; such
dreams are actually mental exercises that have become reflexive through years of practice. After resting
in this way, you gain the same benefit that a human does from 8 hours of sleep.

Source: Elf, Player's Handbook.

Trunk
Source: Loxodon, Guildmaster's Guide to Ravnica.

Unending Breath
Source: Genasi (Air), Elemental Evil Player's Companion.

Vedalken Dispassion
Source: Vedalken, Guildmaster's Guide to Ravnica.

Vengeful Assault
Source: Dragonborn (Ravenite), Explorer's Guide to Wildemount.

Winged
Source: Tiefling, Sword Coast Adventurer's Guide.

Features by Source Race

Aarakocra
Flight — Aarakocra. Source: Aarakocra, Elemental Evil Player's Companion.
Talons . Source: Aarakocra, Elemental Evil Player's Companion.

Aasimar
Celestial Resistance. Source: Aasimar, Volo’s Guide to Monsters.
Darkvision . Source: Aasimar, Volo’s Guide to Monsters.
Healing Hands. Source: Aasimar, Volo's Guide to Monsters.
Light Bearer. Source: Aasimar, Volo's Guide to Monsters.
Necrotic Shroud. Source: Aasimar (Fallen), Volo's Guide to Monsters.
Radiant Consumption. Source: Aasimar (Scourge), Volo's Guide to Monsters.
Radiant Soul. Source: Aasimar (Protector), Volo's Guide to Monsters.

Bugbear
- Darkvision. Source: Bugbear, Volo's Guide to Monsters.
Long-Limbed. Source: Bugbear, Volo's Guide to Monsters.
Powerful Build. Source: Bugbear, Volo's Guide to Monsters.
Sneaky. Source: Bugbear, Volo's Guide to Monsters.
Surprise Attack. Source: Bugbear, Volo's Guide to Monsters.



Centaur
Charge. Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.
Equine Build. Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.
Hooves. Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.
Survivor. Source: Centaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.

Chameleonfolk
Camouflage. Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.
Climb. Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.
Enhanced Perception. Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of
Characters.
Grappling Tongue. Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.

Changeling
Change Appearance. Source: Changeling, Eberron - Rising from the Last War.
Changeling Instincts. Source: Changeling, Eberron - Rising from the Last War.
Changeling Magic: Source: Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.

Dragonborn
You may only take one breath weapon and/or damage resistance feature from this list.

Chromatic Breath Weapon. Source: Dragonborn (Chromatic), Fizban’s Treasury of Dragons.
Chromatic Damage Resistance. Source: Dragonborn (Chromatic), Fizban’s Treasury of Dragons.
Draconic Breath Weapon. Source: Dragonborn, Player's Handbook.

Draconic Damage Resistance. Source: Dragonborn, Player's Handbook.

Forceful Presence. Source: Dragonborn (Draconblood), Explorer's Guide to Wildemount.
Gem Breath Weapon. Source: Dragonborn (Gem), Fizban’s Treasury of Dragons.

Gem Damage Resistance. Source: Dragonborn (Gem), Fizban’s Treasury of Dragons.
Metallic Breath Weapon. Source: Dragonborn (Metallic), Fizban’s Treasury of Dragons.
Metallic Damage Resistance. Source: Dragonborn (Metallic), Fizban’s Treasury of Dragons.
Psionic Mind. Source: Dragonborn (Gem), Fizban’s Treasury of Dragons.

Vengeful Assault. Source: Dragonborn (Ravenite), Explorer's Guide to Wildemount.

Dwarf
Darkvision . Source: Dwarf, Player’s Handbook.
Duergar Resilience. Source: Dwarf (Duergar), Sword Coast Adventurer's Guide.
Duergar Magic. Source: Dwarf (Duergar), Sword Coast Adventurer's Guide.
Dwarven Armor Training. Source: Dwarf (Mountain), Player's Handbook
Dwarven Combat Training. Source: Dwarf, Player's Handbook.
Dwarven Resilience. Source: Dwarf, Player's Handbook.
Dwarven Toughness. Source: Dwarf (Hill), Player's Handbook.
Superior Darkvision. Source: Dwarf (Duergar), Sword Coast Adventurer’s Guide.
Stonecunning. Source: Dwarf, Player's Handbook.
Tool Proficiency. Source: Dwarf, Player's Handbook.



Elf
Blessing of the Moonweaver. Source: EIf (Pallid), Explorer's Guide to Wildemount.
Blessing of the Raven Queen. Source: Elf (Shadar-Kai), Mordenkainen's Tome of Foes.
Cantrip. Source: Elf (High), Player’s Handbook.
Child of the Sea. Source: EIf (Sea), Mordenkainen's Tome of Foes.
Darkvision . Source: Elf, Player's Handbook.
Drow Magic. Source: EIf (Drow), Player's Handbook.
Drow Weapon Training. Source: EIf (Drow), Player's Handbook.
EIf Weapon Training . Source: EIf (High, Wood), Player's Handbook.
Extra Language. Source: Elf (High), Player's Handbook.
Fey Ancestry. Source: Elf, Player's Handbook.
Fey Step. Source: EIf (Eladrin), Mordenkainen's Tome of Foes.
Fleet of Foot. Source: EIf (Wood), Player's Handbook.
Friend of the Sea. Source: Elf (Sea), Mordenkainen's Tome of Foes.
Incisive Sense. Source: EIf (Pallid), Explorer's Guide to Wildemount.
Keen Senses. Source: Elf, Player's Handbook.
Mask of the Wild. Source: EIf (Wood), Player's Handbook.
Necrotic Resistance. Source: Elf (Shadar-Kai), Mordenkainen's Tome of Foes.
Sea Elf Training. Source: Elf (Sea), Mordenkainen's Tome of Foes.
Superior Darkvision. Source: Elf (Drow), Player's Handbook.
Trance. Source: EIf, Player's Handbook.

Fairy
- Fairy Magic. Source: Fairy, The Wild Beyond The Witchlight.

Flight — Fairy. Source: Fairy, The Wild Beyond The Witchlight.
Firbolg

Firbolg Magic. Source: Firbolg, Volo's Guide to Monsters.

Hidden Step. Source: Firbolg, Volo's Guide to Monsters.

Powerful Build. Source: Firbolg, Volo's Guide to Monsters.

Speech of Beast and Leaf. Source: Firbolg, Volo's Guide to Monsters.
Genasi

Acid Resistance. Source: Genasi (Water), Elemental Evil Player’s Companion.
Amphibious. Source: Genasi (Water), Elemental Evil Player's Companion.

Call to the Wave. Source: Genasi (Water), Elemental Evil Player's Companion.
Darkvision. Source: Genasi (Fire), Elemental Evil Player's Companion

Earth Walk. Source: Genasi (Earth), Elemental Evil Player's Companion.

Fire Resistance. Source: Genasi (Fire), Elemental Evil Player's Companion.
Merge with Stone. Source: Genasi (Earth), Elemental Evil Player's Companion.
Mingle with the Wind. Source: Genasi (Air), Elemental Evil Player's Companion.
Reach to the Blaze. Source: Genasi (Fire), Elemental Evil Player's Companion.
Swim. Source: Genasi (Water), Elemental Evil Player's Companion.



Unending Breath. Source: Genasi (Air), Elemental Evil Player's Companion.

Gith
Decadent Mastery. Source: Gith (Githyanki), Mordenkainen's Tome of Foes.
Githyanki Psionics. Source: Gith (Githyanki), Mordenkainen's Tome of Foes.
Githzerai Psionics. Source: Gith (Githzerai), Mordenkainen's Tome of Foes.
Martial Prodigy. Source: Gith (Githyanki), Mordenkainen's Tome of Foes.
Mental Discipline. Source: Gith (Githzerai), Mordenkainen's Tome of Foes.
Gnome
Artificer's Lore. Source: Gnome (Rock), Player's Handbook.
Darkvision . Source: Gnome, Player's Handbook.
Gnome Cunning. Source: Gnome, Player's Handbook.
Natural Illusionist. Source: Gnome (Forest), Player's Handbook.
Speak with Small Beasts. Source: Gnome (Forest), Player's Handbook.
Stone Camouflage. Source: Gnome (Deep), Elemental Evil Player's Companion.
Superior Darkvision. Source: Gnome (Deep), Elemental Evil Player’s Companion.
Tinker. Source: Gnome (Rock), Player's Handbook.
Goblin
Darkvision . Source: Goblin, Volo's Guide to Monsters.
Fury of the Small. Source: Goblin, Volo's Guide to Monsters
Nimble Escape. Source: Goblin, Volo's Guide to Monsters.
Goliath
Mountain Born. Source: Goliath, Elemental Evil Player's Companion.
Natural Athlete. Source: Goliath, Elemental Evil Player's Companion.
Powerful Build. Source: Goliath, Elemental Evil Player's Companion.
Stone's Endurance. Source: Goliath, Elemental Evil Player's Companion.
Grung
- Amphibious. Source: Grung, One Grung Above.
Arboreal Alertness. Source: Grung, One Grung Above.
Poison Immunity. Source: Grung, One Grung Above.
Poisonous Skin. Source: Grung, One Grung Above.
Half-EIf
Darkvision. Source: Half-Elf, Player's Handbook.
Skill Versatility. Source: Half-Elf, Player's Handbook.
Half-Orc

Darkvision. Source: Half-Orc, Player's Handbook.
Menacing. Source: Half-Orc, Player's Handbook.
Relentless Endurance. Source: Half-Orc, Player's Handbook.



Savage Attacks. Source: Half-Orc, Player's Handbook.

Halfling
- Brave. Source: Halfling, Player's Handbook.

Children of the Woods. Source: Halfling (Lotusden), Explorer's Guide to Wildemount.

Lucky. Source: Halfling, Player's Handbook.

Naturally Stealthy. Source: Halfling (Lightfoot), Player's Handbook.

Nimble. Source: Halfling, Player's Handbook.

Silent Speech. Source: Halfling (Ghostwise), Sword Coast Adventurer's Guide.

Stout Resilience. Source: Halfling (Stout), Player's Handbook.

Timberwalk. Source: Halfling (Lotusden), Explorer's Guide to Wildemount.

Harengon
Hare-Trigger. Source: Harengon, The Wild Beyond The Witchlight.
Leporine Senses. Source: Harengon, The Wild Beyond The Witchlight.
Lucky Footwork. Source: Harengon, The Wild Beyond The Witchlight.
Rabbit Hop. Source: Harengon, The Wild Beyond The Witchlight.

Hobgoblin
Darkvision. Source: Hobgoblin, Volo's Guide to Monsters.
Martial Training. Source: Hobgoblin, Volo's Guide to Monsters.
Saving Face. Source: Hobgoblin, Volo's Guide to Monsters.

Kenku
Expert Forgery. Source: Kenku, Volo's Guide to Monsters.
Kenku Training. Source: Kenku, Volo's Guide to Monsters.
Mimicry. Source: Kenku, Volo's Guide to Monsters.

Kobold
Darkvision. Source: Kobold, Volo's Guide to Monsters.
Grovel, Cower, and Beg. Source: Kobold, Volo's Guide to Monsters.
Pack Tactics. Source: Kobold, Volo's Guide to Monsters.

Leonin
Claws. Source: Leonin, Mythic Odysseys of Theros.
Darkvision. Source: Leonin, Mythic Odysseys of Theros.
Daunting Roar. Source: Leonin, Mythic Odysseys of Theros.
Hunter's Instincts. Source: Leonin, Mythic Odysseys of Theros.

Lizardfolk
Bite. Source: Lizardfolk, Volo's Guide to Monsters.
Cunning Artisan. Source: Lizardfolk, Volo's Guide to Monsters.
Hold Breath — Lizardfolk. Source: Lizardfolk, Volo's Guide to Monsters.
Hungry Jaws. Source: Lizardfolk, Volo's Guide to Monsters.
Hunter's Lore. Source: Lizardfolk, Volo's Guide to Monsters.



Natural Armor — Lizardfolk. Source: Lizardfolk, Volo's Guide to Monsters.
Swim. Source: Lizardfolk, Volo’s Guide to Monsters.

Locathah
Leviathan Will. Source: Locathah, Locathah Rising, Extra Life 2019.
Limited Amphibiousness. Source: Locathah, Locathah Rising, Extra Life 2019.
Natural Armor — Locathah. Source: Locathah, Locathah Rising, Extra Life 2019.
Observant and Athletic. Source: Locathah, Locathah Rising, Extra Life 2019.
Swim. Source: Locathah, Locathah Rising, Extra Life 2019.

Loxodon
Keen Smell. Source: Loxodon, Guildmaster's Guide to Ravnica.
Loxodon Serenity. Source: Loxodon, Guildmaster's Guide to Ravnica.
Natural Armor — Loxodon. Source: Loxodon, Guildmaster's Guide to Ravnica.
Powerful Build. Source: Loxodon, Guildmaster's Guide to Ravnica.
Trunk. Source: Loxodon, Guildmaster's Guide to Ravnica.

Minotaur
Goring Rush. Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.
Hammering Horns. Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of
Theros.
Horns. Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of Theros.
Imposing Presence. Source: Minotaur, Guildmaster's Guide to Ravnica and Mythic Odysseys of
Theros.

Orc
Aggressive. Source: Orc, Volo's Guide to Monsters.
Darkvision. Source: Orc, Volo's Guide to Monsters.
Powerful Build. Source: Orc, Volo's Guide to Monsters.
Primal Intuition. Source: Orc, Volo's Guide to Monsters.

Owlin
Darkvision. Source: Strixhaven: A Curriculum of Chaos.
Flight. Source: Strixhaven: A Curriculum of Chaos.
Silent Feathers. Source: Strixhaven: A Curriculum of Chaos.

Satyr
- Magic Resistance. Source: Satyr, Mythic Odysseys of Theros.

Mirthful Leaps. Source: Satyr, Mythic Odysseys of Theros.

Ram. Source: Satyr, Mythic Odysseys of Theros.

Reveler. Source: Satyr, Mythic Odysseys of Theros.

Simic Hybrid
Animal Enhancements. Source: Simic Hybrid, Guildmaster's Guide to Ravnica.



Tabaxi

Tiefling

Tortle

Triton

Darkvision. Source: Simic Hybrid, Guildmaster's Guide to Ravnica.

Cat's Claws. Source: Tabaxi, Volo's Guide to Monsters.
Cat's Talent. Source: Tabaxi, Volo's Guide to Monsters.
Darkvision. Source: Tabaxi, Volo's Guide to Monsters.
Feline Agility. Source: Tabaxi, Volo's Guide to Monsters.

Darkvision . Source: Tiefling, Player's Handbook.

Devil's Tongue. Source: Tiefling, Sword Coast Adventurer's Guide.

Hellfire. Source: Tiefling, Sword Coast Adventurer's Guide.

Hellish Resistance. Source: Tiefling, Player's Handbook.

Infernal Legacy. Source: Tiefling, Player's Handbook

Legacy of Avernus. Source: Tiefling (Zariel), Mordenkainen's Tome of Foes.

Legacy of Cania. Source: Tiefling (Mephistopheles), Mordenkainen's Tome of Foes.
Legacy of Dis. Source: Tiefling (Dispater), Mordenkainen's Tome of Foes.

Legacy of Maladomini. Source: Tiefling (Baalzebul), Mordenkainen's Tome of Foes.
Legacy of Malbolge. Source: Tiefling (Glasya), Mordenkainen's Tome of Foes.
Legacy of Minauros. Source: Tiefling (Mammon), Mordenkainen's Tome of Foes.
Legacy of Phlegethos. Source: Tiefling (Fierna), Mordenkainen's Tome of Foes.
Legacy of Stygia. Source: Tiefling (Levistus), Mordenkainen's Tome of Foes.
Winged. Source: Tiefling, Sword Coast Adventurer's Guide.

Claws. Source: Tortle, The Tortle Package.

Hold Breath — Tortle. Source: Tortle, The Tortle Package.
Natural Armor — Tortle. Source: Tortle, The Tortle Package.
Shell Defense. Source: Tortle, The Tortle Package.

Survival Instinct. Source: Tortle, The Tortle Package.

Amphibious. Source: Triton, Volo’s Guide to Monsters.

Control Air and Water. Source: Triton, Volo's Guide to Monsters.
Darkvision. Source: Triton, Volo's Guide to Monsters.

Emissary of the Sea. Source: Triton, Volo's Guide to Monsters.
Guardians of the Depths. Source: Triton, Volo's Guide to Monsters.
Swim. Source: Triton, Volo’s Guide to Monsters.

Vedalken

Partially Amphibious. Source: Vedalken, Guildmaster's Guide to Ravnica.
Tireless Precision. Source: Vedalken, Guildmaster's Guide to Ravnica.
Vedalken Dispassion. Source: Vedalken, Guildmaster's Guide to Ravnica.



Warforged
Constructed Resilience. Source: Warforged, Eberron - Rising from the Last War.
Integrated Protection. Source: Warforged, Eberron - Rising from the Last War.
Sentry's Rest. Source: Warforged, Eberron - Rising from the Last War.
Specialized Training. Source: Warforged Specialized Design, Eberron - Rising from the Last War.

Yuan-Ti
Darkvision. Source: Yuan-Ti, Volo's Guide to Monsters.
Innate Spellcasting. Source: Yuan-Ti, Volo's Guide to Monsters.
Magic Resistance. Source: Yuan-Ti, Volo’s Guide to Monsters.
Poison Immunity. Source: Yuan-Ti, Volo's Guide to Monsters.

Racial Feats

To take a feat that has a race as a prerequisite, you must have at least one feature that corresponds to
that race. For example, in order to take Fade Away, you must have at least one of Artificer's Lore,
Darkvision (Gnome lineage), Ghome Cunning, Natural lllusionist, Speak with Small Beasts, Stone
Camouflage, or Tinker.

Contact Us

If you want to know more about our take on custom character ancestry, check out episode 38 of our
podcast A Couple of Characters at acoupleofcharacterspodcast.com or wherever podcasts are found!

If you play a character using these options, let us know how it went by e-mailing us at
acoupleofcharacterspod at gmail.com.


http://acoupleofcharacterspodcast.com/ep38/
http://acoupleofcharacterspodcast.com/
https://acoupleofcharacterspodcast.com/hey-listen/

Links to Sources
Below are links to all of the mentioned sources.

Chameleonfolk, Quinn and Alex Schulte from A Couple of Characters.
Changeling, Quinn and Alex Schulte from A Couple of Characters.

Eberron - Rising from the Last War.

Elemental Evil Player’s Companion.
Explorer's Guide to Wildemount.

Fizban's Treasury of Dragons.

Guildmaster's Guide to Ravnica.

Locathah Rising, Extra Life 2019.

Mordenkainen's Tome of Foes.

Mythic Odysseys of Theros.

One Grung Above.

Player's Handbook.

Strixhaven: A Curriculum of Chaos.

Sword Coast Adventurer's Guide.

The Tortle Package.

The Wild Beyond The Witchlight.

Volo's Guide to Monsters.



https://drive.google.com/file/d/1kkXE8GBfQZcVBDi4pVBKco5eBJYweubL/view?usp=sharing
https://drive.google.com/file/d/1pQbiVe1WRi1twCQpVc-U184QYyufmXsC/view?usp=sharing
https://bookshop.org/a/15963/9780786966899
https://media.dnd.wizards.com/EE-Players-Companion_0_0.pdf
https://bookshop.org/a/15963/9780786966912
https://bookshop.org/a/15963/9780786967292
https://bookshop.org/a/15963/9780786966592
https://www.dmsguild.com/product/289261/Locathah-Rising-5e
https://bookshop.org/a/15963/9780786966240
https://bookshop.org/a/15963/9780786967018
https://www.dmsguild.com/product/223738/One-Grung-Above-5e
https://bookshop.org/a/15963/9780786965601
https://bookshop.org/a/15963/9780786967445
https://bookshop.org/a/15963/9780786965809
https://www.dmsguild.com/product/221716/Tortle-Package-5e
https://bookshop.org/a/15963/9780786967278
https://bookshop.org/a/15963/9780786966011

Open Game Content & Copyright

Open Content: Subject to designation as Product Identity (see below), the only portion of the Ancestry
Options product designated as Open Game Content is the rules content (names of skills, features, etc.
taken from the SRD) as defined in the Open Game License version 1.0a Section 1(d). Camouflage,
Changeling Magic, Climb, Enhanced Perception, Grappling Tongue, the introduction section, Chromatic
Breath Weapon, Chromatic Damage Resistance, Constructed Resilience, Draconic Breath Weapon,
Draconic Damage Resistance, Dwarven Armor Training, Gem Breath Weapon, Gem Damage Resistance,
Hellfire, Integrated Protection, Metallic Breath Weapon, Metallic Damage Resistance, Poisonous Skin,
Sentry’s Rest, Specialized Training, Superior Dark Vision, and the Contact section, as well as all other
parts of this product including all text not specifically designated as Open Game Content is not Open
Game Content. No portion of this work other than the material designated at Open Game Content may
be reproduced in any form without written permission.

Product Identity: The following items are hereby identified as Product Identity, as defined in the Open
Game License 1.0a, Section 1(e), and are not Open Content: A Couple of Characters, and A Couple of
Characters Logo, but excluding any content that is Product Identity of Wizards of the Coast.

Ancestry Options is Copyright © 2021 A Couple of Characters.

Reference in non-Open Game Content (thus not covered by the Open Game License) in this work to
content owned by others is not a challenge to their ownership and is under Fair Use.

Nothing within the Ancestry Options may be added to sites such as D&D Beyond, or homebrew websites,
absolutely no exceptions.

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" Not
for resale. Permission granted to print or photocopy this document for personal use only. System
Reference Document 5.1 2 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, 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.
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