
 

PLAYTEST CONTENT​

Hello! This is Playtest Content! As such, it might change in time, this is not a final release. 
There’ll be channels to give feedback on this article and future articles soon! 

 
DISCLAIMER: This material is protected under the copyright laws of the United States of 

America. Any reproduction or unauthorized use of the material or artwork contained herein is 
prohibited without the express written permission of its author. 

This product is a work of fiction. 

 



Vigil ​

Guardian Angel Racial Option​

 
 

 

History: 
​ Guardian angels have a theoretically very simple duty. They are members of the angelic 
court who have been sent by their god to look over a specific mortal. 
 

Guardian angels are members of the third sphere--the lowest sphere, furthest removed 
from their god and the ones made to interact with mortals directly--and it’s this distance from the 
divine and this closeness to the mortal experience that leads some guardian angels to develop 
their own version of sentience. It’s a rare occurrence, but sometimes guardian angels even 
develop feelings for the mortals they are tasked to protect. Angels were conceived by the divine 
as mere executants, celestial constructs who follow their god’s commands unwaveringly and 
without question, devoid of feelings, but the closeness to humanity can change that, instilling in 
the angel actual emotions. When this happens, and the mortal and the angel enter a 
relationship, their coupling can give birth to a vigil. 
 

Vigils are the product of the union between a mortal and the guardian angel who was 
watching over them. Vigils are instantly recognizable for their halo, which all vigils sport and 
which varies in appearance depending on the god that their angelic parent served. Some are 
made of ethereal light, while others take the shape of crackling thunder, or shining metallic gold. 
The halo appears around a vigil’s head in adolescence, but a vigil can be recognized from birth 
from their second recognizable characteristic: their vestigial wings. These are much too small to 
be used for flight, but all vigils have at least one set. The most common placement is on either 
side of the head, although some vigils see their wings sprout at their heels, their forearms, or 
their hips -- but never their backs. 

Vestigial wings and halos might be the most common and characteristic tell-tale signs of 
a vigil’s celestial blood, but others may appear, albeit much more rarely. These rarer angelic 
qualities include additional sets of eyes, often a different color from their natural ones; white 
feathers that grow around their joints; or the tips of their fingers being white and hard as marble 
or metallic as gold. It isn’t uncommon for these divine markers to change or evolve throughout 
the vigil’s life--some believing they get more pronounced if the vigil gets closer to the divine 
source of their magic--rendering their appearance more unnerving, or more beautiful, depending 
on who you ask. 



 
These visual indicators are a mark of the divine spark that was passed down to them by 

their angelic parent, but this parent passes on not only their power, but their duty. 
Vigils have what is called a Ward, someone they are metaphysically connected to, and whom 
they must protect at any cost. They are mortal guardian angels, tasked not by the divine but by 
their lineage to protect the soul of another. Vigils do not choose their ward; their servitude to 
them is thrusted upon them by forces that no one really understands. Some say it’s fate, that a 
ward is someone who must absolutely be kept alive so that they can fulfill a specific purpose, 
while others say who a vigil’s ward is is just a random capricious twist of the cosmos. Whatever 
the case may be, the bond between a vigil and their ward cannot be broken, no matter how 
much either of them might wish it. 
 

Vigils are gifted not just with divine powers, but specific abilities that help them safeguard 
their ward. Vigils know the general location of their ward, but also their emotional state, and 
whether they are in danger. The Vigil feels their ward’s pain, their distress, and their anger, but 
also their happiness, excitement and joy, but this connection runs even deeper than that.​
 

If the ward dies, the vigil dies with them. The vigil’s soul is intrinsically connected to the 
divine spark of their progenitor, and if their ward dies, this spark is extinguished, which in turn 
extinguishes the vigil’s life. 
 

How a vigil leads their life faced with this reality depends on the vigil. Some vigils take to 
their protective role naturally, but not all of them do. A vigil might be predetermined to ward 
someone, but they are not predetermined to be good, or caring, or kind to them. Some deeply 
resent their fate as vigils, and can’t stand the fact that their existence is tied to a perfect 
stranger, forced into a life of servitude they didn’t choose and don’t know, or, more upsettingly, 
someone they greatly dislike. There are stories of vigils keeping their wards under lock and key 
for their entire lives, keeping them from harm but also keeping them from living a full life. There 
are also stories of wards deeply resenting their vigils, despising the fact that a perfect stranger 
watches over their every move, preventing the ward from living life as they see fit. There are 
even accounts of wards killing their vigil--something they can do, since a ward’s life doesn’t end 
with that of the vigil. 

 
There are, however, just as many stories of vigils and wards falling deeply in love with 

each other, mirroring in a way the love story that gave birth to the vigil’s existence. There are 
entire lineages of vigils and wards, families that are somehow tied together as the divine spark 
moves through the generations, with a noble family of wards and a butler family of vigils. There 
are love stories that reoccur between two families, where members of the two families 
connected through a vigil-ward bond fall in love with one another every ten generations, as if 
they were fated to do so. 
 

The feelings that a vigil and their ward have for each other vary, but it’s a sad truth that 
because of the unbreakable bond shared between them, their stories end in tragedy more often 
than a happy ending. 



 
A Note on Wording: 
I’m aware that WotC have stated their intention to move away from using the word “race” in their 
content, replacing it with “species”. 
While I agree with this change and will be honoring it, we do not yet have an example of how 
this will affect specific wording, since we’ve also seen the word “lineage” being used. The word 
“species” also seems to be a placeholder for the moment, and the final word will be decided 
after feedback is received from the latest survey. 
Because of these two points, I’ll be using “race” in this document and all further documents until 
we have the final word. Once we do, I’ll go back and update these documents to reflect the 
change. 
For what it’s worth, I prefer the term “lineage” to “species” and hope they’ll be choosing that as 
the replacement in the future! 
 

Vigil Features: 
Creature Type: You are a Humanoid. 
 
Size: Your size is Medium or Small. 
 
Speed: Your base walking speed is 30 feet. 
 
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. 
 
Celestial Resistance: You have resistance to necrotic damage and radiant damage. 
 
Ward Connection: You are connected to another mortal from birth. This mortal is your ward, 
and the link between you helps you to protect and watch over them by giving you information on 
your ward: 

●​ You know the general direction to the location of your ward, but not how far away they 
are from you. 

●​ You know the general emotional state of your ward. 
●​ You know if your ward is in life-threatening danger. 
●​ While you are within 30 feet of your ward, your ward rolls all death saving throws with 

advantage. 
Your life is intrinsically tied to that of your ward. If your ward dies, you die with them. If your ward 
dies and is later revived through any means including magic, you are not automatically revived 



with them. You cannot be revived if your ward is dead, but if you are revived while your ward is 
alive, you immediately regain the effects of Ward Connection upon your revival. 
 
Guardian’s Blessing: As a bonus action, you can touch a creature and shroud them in your 
divine energy. The creature regains the maximum number of hit points possible from the next 
healing it receives. For example, instead of a healing spell restoring 2d6 hit points to the 
creature, it restores 12 hit points. Once you use this trait, you can’t use it again until you finish a 
short rest. 
 

Guardian Form: 

Starting at 3rd level, you can use your bonus action to unleash the celestial energy within 
yourself, transforming into an angelic form and gaining the benefits of your divine ancestry. Your 
vestigial wings grow to their full size, giving you a flying speed equal to your walking speed. 
Once on each of your turns, you can choose either to deal extra radiant damage to one target 
when you deal damage to it with an attack or a spell, or to heal a creature within 30 feet of you 
at the end of your turn. The extra damage or hit points healed equals your proficiency bonus.​
Your transformation lasts for 1 minute or until you end it as a bonus action. Once you use this 
trait, you can’t use it again until you finish a long rest. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 



License​

​
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. 
 
Pointy Hat Content, Copyright 2022, Antonio Demico. 
 
PRODUCT IDENTITY​
The following items are designated Product Identity, as defined in Section 1(e) of the Open 



Gaming License Version 1.0a and are subject to the conditions set forth in Section 7 of the 
Open Gaming License, and are not Open Content: 
 
All trademarks, registered trademarks, propernames, dialogue, plots, storylines, locations, 
characters, artworks, and trade dress. (Elements that have previously been designated as Open 
Game Content are not included in this declaration.) 
 
OPEN GAMING CONTENT 
All content from the System Reference Document 5.1 is Open Game Content as described in 
Section 1(d) of the License. No portion of this work other than the material designated as Open 
Game Content may be reproduced in any form without permission.  
 
 
 


