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Way of the Ijidnight Fang vi.2

ness. Bul from these secrel doclrines arose a nev.
N|audacious path. Having wilnessed monks wiho
nastered the way of the Astral Self and the Kensei,
zadical innovators among the order of shadows

- no Jonger content with merely moving through shadow; theo-
rized they two conld control and command their shadows as an
extension of their armarments and will,

Their path was sh d by the radition-b 7/ 7es,
who chastised and exc those who abandoned their
teachings in the pursuit of forbidden power. These radicals, now
branded as heretics, have embraced the exile imposed by their
dogmatic pecrs, and to this day contine to refne therr forbidden
art in seeret.

“Thus were born the Disciples of the Midnight Fang.”

Umbra Arts

At 3rd level, your Midnight Fang doctorine allows you to fight
with deadly efficiency and resourcefulness in the dead of night.

Dark Sight. You can see in non-magical darkness as if it were
dim light, to a distance of 60 feet. Your Dark Sight allows you
to see through magical darkness when you reach 9th level.

Umbral Secrets. You learn the Mage Hand cantrip. The mage
hand is formed of shadow, has a stealth score of +3 in dim light
or darkness, and only requires a somalic component to be cast.
You also know how to read and usc the following spell serolls:
Rope Trick. Pyrotechnics. Spider Climb. Alter Scif and Mirror Image
At 1385 Foved yowr g the ability to use more powerfl seroffs:

Catnap. Meld info Stone. Stinking Cloud. Fast Friends. and Haste

Lastly, you gain the following benefits with thrown finesse weapons:
» Thrown finesse weapons count as monk weapons for you.
o You can draw a thrown finesse weapon as part of the attack
you make with the weapon

Animate Shadow

By 6th level. you learn {o infuse your ki inlo your shadow; imbu-
ing it with your own life essence. As a bonus aclion, you can
spend 1 ki point to animale your shadow for 10 minutes. This
infusion ends early il you are incapacitated or die.

Your shadow grants you the lollowing benefits while it is Animated:

« Shadowstrike. Whenever you hit a creature with a thrown
finesse weapon, your shadow mimics the blow, dealing an extra
1d4 magical piercing damage on the hit. This damage increases
to 1d6 magical piercing damage at 11th level.

* Retrieval. Your shadow automatically picks up and retricves
your thrown fincsse weapons that are within 30 fect of you. It
docs so immediately when a weapon enters the pickup arca
Once picked up, the weapons are returncd to a free hand or an
accessible place on your person at the start of your next turn.

Acupuncture. When you hit a creature twice in a single turn
with thrown fincsse weapon attacks, you can use your Stunning
Strike feature against that crcaturc. Your shadow delivers the
Stunning Strike. traveling up to 20 feet to do so hefore immedi-
atcly returning to your position

Living Shadow

Starting at 11th level, you continue to solidify your shadow into
a powerful, pseudo-corporeal entity of living darkness to aid you
in combat.

While your shadow is animarcd, you can spend 1 ki point to carn it inta
Living Shadow for I minule ino action required). The Living Shadow has
the following prapertics in addition to its Animated Shadow propertics:

« Pseadolife. Your Shadow appears three dimensional, follows
you around, and turns invisible in dim light or darkness.

« Flourish. You can use your bonus action to command yousr
Living Shadow to make one thrown finesse weapon attack.
This attack trigger Shadowstrike.

« Aercalist. Your Living Shadow assists you in performing stag-
gering feats of acrobatics. Your jumping distance and height are
calculated as if your Strength score were 22. Additionally, the
first high jump you make on each of your turns has its height
doubled.

Second Self

Al 171h level, your mastery over your living shadow allows you
to figh! as two enlilies in perfect synchrony.

As a bonus action. you can infuse 4 ki points into your Animated Shadow
to turn it into your Second Self for 10 minutes. It cncompasses all fune-
tionality of both prior states and has the following additional properties:

« Flurry of Steel. You can use your bonus action to have your
Second Self make two thrown finesse weapon attacks. These
attacks trigger Shadowstrike.

* Divided We Stand. As an action, or bonus action— you can
command your sceond sclf to perform a task as if it wore an
Unscen Servant. Your shadow has AC 20, 1hit point, § strongth,
and a walking and climbing movement of 60 for the purposc of
fultilling the task It can interact with magical darkness as if it
were an object marde of densc smoke or clouds (cg, momentari-
Iy parting or dispcrsing it).

Your Second Self continues to assist you in its combat duties to
the best of its ability, but must momentarily halt its Unseen
Servant task to do so, resuming it immediately afterwards if

possible. The second Self cannot assist you in combat i it
breaks line of sight from you. Finally Any sffect that would
cause the unscen servant spell to end instead summons your
Second Self back to your position, anulling the task.
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“Magic °Items

Listed here is a collection of magic items to usc along with this the Way
of the Midnight Fang subelass. The addendunt’s main goal is to provide
same fun alternative throwing weapons and bracers to fulfill the sub-
class fantasy, or cnable or enhanee any other throwing builds in your
games. As always, the content provided in this scetion is entirely option-
al. Fecl free to rebalanee, or disallow these items as you sec fit.

Shuriken of the Wolbi Clan (4)

weapon (dar). wconmon, 1,000 gn

A set of four pristine shuriken darts, the signature trade secret of the Walbi Clan.
FLach decorated with artful engravings to prove it so

You gain a +1 to attack and damage rolls made with these magic darts

Calling Card. When you drop o U hit poinis, bui before falling unconsious, you can

use your reaction fo rouch the engraving on one of the shuriken. If you do, the
Shuriken go up in a cloud of smoke, destroving all 4 in the process. You then tefeport

up ta 3U feer to an unoccupied space vou can see.

Steel top darts (3)
weapon (.

) rare, 3000 gp

A set of three reinfrreed throwing daris, the Ups of these darts have |
0 inrredss their throwing praer.

Weighted Tip. Your attacks with these magic darts deal an extra 1d4 bludgeoning
damage nn the hit. A crealure whe s hit by at Jeast twn Steel tap darts belore the
start of its turn must suecesd an a DC 15 ennstitution saving throw On 2 [aifed save,
it cannot take reactions unil the end of i1s next turn

1 wefghterd

Damascus Throwing Knives (4)

weapon (Hagger) very rare (iequirss ativnsment) 30.000 gp
Four imp: afted dama
they elaim,

You gain a +2 to altack and damage: rolls made with these magie daggers.
Piereing tip. Your allz
hit.

"

st howorth more than the: Jives

o daggers, «

s with these magic daggers deal an oxtra 1d4 pi

ing
damage on the
Flying blades.

whanever you n1a

Damaseus Throwing Knives gain the:

:a thrown weapon altack with them.

Fanged Weapon® propurty

Chakrams of Returning (2)

weapon (Uagdnn) very rare (regnives alluicineat), 30000 go

An invention by our allies from the middle continens, these twin stee! discs provide
reruge for a disciple who rinds themselves cuf off from their shadow

You gain a +2 to attack and damage rolls made with these magic daggers.
Returning Blade. When thrown, the chakrams return o your hand ar the start of
vour next turn. When they return, a crearurs hir by at least ene chakram must make
a dexterity saving throw DC = 15 for each chakram that hit i, taking 2d6 slashing
damage on a failed save, and no damage on a success. If the creature was hir bv both
chakrams during the turn, it has disadvanrage on both these saving throws.
Soaring Blades. The charkrams have a normal range of 40 feer, and a long range
of 8U fzer.

Balanced Fury (6)

weapnn [earl) Ingendary (reguires attinement, 150.000 gn

Six Jegendary throwing stars, erafted at behest of the Dark Lord himsclf
You gain a 13 to attack and damage roils made with these magic darts.
Wicked Slice. Your attac
damage on the hit.
Shadow Slice. The Balanced Fury decpen the winbra of your Shadow: It iniiics an
cxtra 1d4 slashing damage whencver vou attack a creature with the Ralanced Fury:

with those magic darts deal an oxtra 1d6 stashing
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Bracers of the Serpent

wontdrous item (bracers), rare (Fequires artunement)

Inrused with venom of the nighiserpent, these ornate snakeskin bracers allow one
to :mbue thetr darts with venom with but a thought

Strike. When you rake the attack action on your turn), you can choose ro draw ol
the bracers’ magte unal the start of your next turn. Ior the duranon, your artacks
with daggers and darts et Serpent Venom (dmg pg,258) on the hut.

Unee you use this fzature, you cannet use :f agam untd you fuush a long or short
rest.

Bracers of the Constrictor

wondrous ifem (bracess), rase (teguires attunement)

These bracers have heen crafted with the tough, leathery hide of the eonstricton
yt gain a 1 o auack and damage rolis with thrown weapons.

Coil. Yout can vse a honus action (@ in arn the hracers’ +1 honus ta atack roils inin
a =1 banus 0 yaur armor class until the start of your nest turn. While eoil=d, you
have advantage on ability checks related (o grappling and maintaining a grappie.

Shinobi‘s Bracer

wondrous jten (hracers), very rare ireguires allimement - a Monk or Rogne)
While wearing these fincly crafted bracers, you gain 2 1 1 to attack and damage rolls
with thrown weapans. You also zain a 1 bonas to armior class while in dim light or
darkncss

Deadly Ambush. Iicadly Ambush. Once per turn, whin you kill an encmy while
standing in dim lizht or darkncss, vou can take the hide action as if it were ]
action,

Bracers of the Dark Lord

wondrous jtem (bracers), legdendary (reguircs attuscmnt by a Midnight Fang)

The pmnacle of Midnight Iang eraftsmanship, you gain a +1 to armor class, as well
as a +1 to attack and damage rolls with thrown weapons

Storm of Steel. When you have ar least 17 levels i the Midmght Fang subclass, you
can spend 1 ki point to make thres thrown weapon attacks when you take the attack
acuion mstead of twa.

Bracers of the Jonin .

wondrous iftem (bracess), vesy sare (requires attunement by a monk or regue)
While wearing thess finely craflted bracer: v gain a +1 th altack and damage rolis
with thrown weapons. Yout also take 2 less damage from attacks that deal (magical)
hludgenning, piereing or slashing damage.

Art of Perfection. When yott have at Izast |5 levels in the Monk or Rogue class,
your thraven weapan atlacks score a eritical hit on a roll of 1820,




