
For the sake of making sure the rules that are and are not in effect are clear to people, I’m
compiling and updating this document to reflect which optional rules from the core books are in
effect. I’ll be updated as new rules come into effect.

Experience Points
The Campaign will not be using Experience points or Experience-based leveling. Levels will be
gained upon attaining certain story milestones.

Multiclassing
Multiclassing is perfectly acceptable. Bear in mind the same rules apply to acquiring a level in
your second (or more) class as apply to obtaining a level in the first one. You need to meet
certain prerequisites that will become apparent during play.

Feats
Characters may take feats in place of an ability score increase normally. In addition, certain
milestones will allow obtaining a bonus feat early in the game, so planning ahead for that can
save consideration time later.

Firearms
Firearms exist in the land of Drakaris, primarily an invention of the Khalivack Empire, but
examples have since spread out across the world. The rules for who is considered proficient
with them are as follows.
Characters proficient with all Martial Weapons are proficient with Firearms, which are Martial
Ranged Weapons.
Characters proficient with all Martial Weapons that are at 3rd level or higher are proficient with
the superior Blackpowder Firearms, which are Advanced Ranged Weapons.
Blackpowder Weapons tend to be more powerful, longer ranged, or lighter then their simpler
counterparts. They use paper cartridge ammunition, Blackpowder Weapons are also able to use
specialized ammunition types, while standard Firearms cannot, see the Advanced Weapons
document for more.
Some classes and subclasses, such as the Artificer Class and the Highway Rider Rogue
subclass, have special access to Firearms. Any class proficient with a Firearm has proficiency
with its Blackpowder version at 3rd level or higher.
For ease of use, a modified and compiled list of firearms is provided here. Some of this is
reprinted from the advanced weapons document.
Firearms are far louder than a Bow or Crossbow, and thus their use is detectable from much
further away, Blackpowder Weapons, with their stronger formula, even more so.



Martial Ranged Weapons
Name Cost Damage Weight Properties
Pistol 180 gp 1d8 piercing 4 lb. Ammunition (range 20/90), loading
Musket 400 gp 1d12 piercing 10 lb. Ammunition (range 40/120), loading, two-handed

Advanced Ranged Weapons
Name Cost Damage Weight Properties
Blackpowder pistol 200 gp 2d4 piercing 4 lb. Ammunition (range 25/100), blackpowder, loading,

Light
Blackpowder rifle 500 gp 2d6 piercing 10 lb. Ammunition (range 80/300), blackpowder, loading,

two-handed
Blunderbuss 750 gp 2d6 piercing 10 lb. Ammunition (range 20/30), blackpowder,

cumbersome, loading, scatter (line 10), two-handed
Blunderbuss, hand 500gp 2d4 piercing 4 lb. Ammunition (range 20/30), blackpowder, loading,

scatter (line 10)
Dragon pistol 350 gp 2d4 piercing 4 lb. Ammunition (range 20), blackpowder, loading,

scatter (cone 15)
Dragon rifle 750 gp 2d6 piercing 4 lb. Ammunition (range 30), blackpowder, loading,

scatter (cone 15)

Ammunition
Name Cost Weight
Bullets (10) 3 gp 2 lb.
Dragon shot (20) 5 gp 2 lb.
Paper cartridge bullets (20) 3 gp 2 lb.
Specialized paper cartridge bullets (5) 250 gp 1/2 lb.

Explosives
There are other uses for gunpowder than propelling ammunition of course. An expensive, but
devastating, option is to use gunpowder itself as a weapon.
Bomb
As an action, a character can light this bomb and throw it at a point up to 60 feet away. Each
creature within 5 feet of that point must succeed on a DC 12 Dexterity saving throw or take 3d6
fire damage.
Gunpowder
Gunpowder is chiefly used to propel a bullet out of the barrel of a pistol or rifle, or it is formed
into a bomb. Gunpowder is sold in small wooden kegs and in water-resistant powder horn.
Setting fire to a container full of gunpowder can cause it to explode, dealing fire damage to
creatures within 10 feet of it (3d6 for a powder horn, 7d6 for a keg). A successful DC 12
Dexterity saving throw halves the damage. Setting fire to an ounce of gunpowder causes it to
flare for 1 round, shedding bright light in a 30-foot radius and dim light for an additional 30 feet.



Explosives
Name Cost Weight
Bomb 150 gp 1 lb.
Gunpowder, keg 250 gp 20 lb.
Gunpowder, powder horn 35 gp 2 lb.

Optional Class Features
Tasha’s Cauldron of Everything introduced several optional class features, in attempt to improve
the various classes and bring them in line with several years of playtesting. Those in use are
reproduced below. Detailed information is available in Tasha’s Cauldron of Everything (and on
request). Not included is the various ‘additional spells’ features, as those are already included in
the spells document.

Artificer
As the Artificer is first introduced in Tasha’s, it can be said that all of its class features are
optional class features. Thus none in particular are singled out here. One additional feature was
introduced in later errata however.
Firearm Proficiency - While Artificers are only proficient with Simple Weapons natively, they
are also proficient with Firearms, and thus, at 3rd level, also become proficient with
Blackpowder Firearms.

Barbarian
Primal Knowledge - 3rd Level
Instinctive Pounce - 7th Level

Bard
Magical Inspiration - 2nd level
Bardic Inspiration - 4th level

Cleric
Harness Divine Power - 2nd level
Cantrip Versatility - 4th level
Blessed Strikes - 8th level

Druid
Wild Companion - 2nd level



Cantrip Versatility - 4th level

Fighter
Fighting Style Options - 1st level
Martial Versatility - 4th level
Maneuver Options - Various (Battle Master, Superior Technique, Martial Adept)

Monk
Dedicated Weapon - 2nd level
Ki-Fueled Attack - 3rd level
Quickened Healing - 4th level
Focused Aim - 5th level

Paladin
Fighting Style Options - 2nd level
Harness Divine Power - 3rd level
Martial Versatility - 4th level

Ranger
Deft Explorer - 1st level
Favored Foe - 1st level
Fighting Style Options - 2nd level
Spellcasting Focus - 2nd level
Primal Awareness - 3rd level
Martial Versatility - 4th level
Nature’s Veil - 10th level
Primal Companion - Beast Master

Rogue
Steady Aim - 3rd level

Sorcerer
Metamagic Options - 3rd level
Sorcerous Versatility - 4th level
Magical Guidance - 5th level



Warlock
Pact Boon Option - 3rd level
Eldritch Versatility - 4th level

Wizard
Cantrip Formulas - 3rd level


