
Shadowhunter 

Creating a Shadowhunter 

Quick Build 

You can make a Shadowhunter quickly by following these suggestions. First, Dexterity should be your highest ability score, 

followed by Constitution. Second, choose the Soldier background. 

The Shadowhunter 

A Table detailing the feature and power advancements of the class. 

   ----------Known Runes per Rune Level--------    

Level Proficiency Bonus Features Novice Advanced Expert Master 
 Active 

Runes  

1st +2 Angelic Power, Novice Runes 2 -- -- --  1 

2nd +2 Fighting Style 2 -- -- --  1 

3rd +2 Shadowhunter Order 3 -- -- --  1 

4th +2 Ability Score Improvement 4 -- -- --  1 

5th +3 Extra Attack 5 -- -- --  1 

6th +3 Advanced Runes 5 2 -- --  1 

7th +3 Archetype Feature 5 3 -- --  1 

8th +3 Ability Score Improvement 5 4 -- --  2 

9th +4  5 4 -- --  2 

10th +4 Expert Runes 5 4 2 --  2 

11th +4 Archetype Feature 5 4 3 --  2 

12th +4 Ability Score Improvement 5 4 3 --  2 

13th +5  5 4 3 --  2 

14th +5 Angelic Endurance and Health 5 4 3 --  2 

15th +5 Archetype Feature 5 4 3 --  2 

16th +5 Ability Score Improvement, Master Runes 5 4 3 2  3 

17th +6  5 4 3 2  3 

18th +6  5 4 3 2  3 

19th +6 Ability Score Improvement 5 4 3 2  3 

20th +6 Ancient Angelic Power 5 4 3 2  3 

 

 

Class Features 
As a Shadowhunter, you gain the following class features. 

Hit Points 
Hit Dice: 1d8 per Shadowhunter level 

Hit Points at 1st level: 8 + your Constitution modifier 

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per shadowhunter level after 1st 



Proficiencies 
Armor: Light Armor, Medium Armor 

Weapons: Simple weapons, Shortsword 

Tools: Herbalism Kit, Thieves' Tools 

Saving Throws: Dexterity, Charisma 

Skills: Choose three from Acrobatics, Athletics, Deception, Intimidation, Medicine, Persuasion, Stealth 

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

● Studded Leather 

● (a) a Shortsword or (b) any simple weapon 

● (a) a Shortbow and 20 arrows or (b) a Light Crossbow and 20 bolts 

● (a) Burglar's Pack or (b) Dungeoneer's Pack 

● Stele (Used to activate and draw Runes) 

Angelic Power 
Since 1st level, you know the most basic rune. You can draw it on 10 bolts or arrows per long rest, giving them the ability to 

shed light and deal extra damage to fiend and undead. Arrows/bolts marked with this rune activate these extra effects only 

when used by a Shadowhunter or an 

angel, and the rune disappears after one 

activation. 

Scaling: 

Runes 
Runes are “tattooed” on your body with the stele the moment you learn them and can only be removed from the conclave or 

burnt off the skin of the Shadowhunter. The number and the level of the runes you can learn depends on your level. You 

start with two novice runes of your choice and you can pick more when levelling up (see table on page 1).  Runes can be 

only drawn on Shadowhunters. When runes are drawn on creatures with no angelic blood, they risk death. 

Active Runes indicates how many runes you can use the power of at the same time (just “active” and “toggle” runes, 

“passive” runes, Angelic Power and Silent Brothers and Iron Sisters Runes do not count towards active runes). Active runes 

work the same way as prepared spells and can be set just once every long rest.  

You unlock Novice runes at 1st level, Advanced runes at 6th, Expert runes at 10th and Master runes at 16th level. 

Fighting Style 
 

 

Shadowhunter Order 
At 3rd level, you choose an archetype that you strive to emulate: Iron Sister or Silent Brother, both detailed at the end of the 

class description. Your choice grants you features at 3rd level and again at 7th, 11th, and 15th level. 

Level Extra Damage Light Radius 

1st 1d4 10 ft 

9th 1d6 15 ft 

18th 1d8 20 ft 



Ability Score Improvement 

When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score of your choice by 

2, or you can increase two ability scores of your choice by 1. As normal, you can’t increase an ability score above 20 using 

this feature. 

Extra Attack 
Beginning at 5th level, you can attack twice, instead of once, whenever you take the Attack action on your turn. 

Angelic Endurance and Health 

At 14th level due to your prolonged training and experience as a Shadowhunter you gain a better understanding of the 

endurance and health conferred to you by your angelic blood. You gain immunity to all diseases. You take no damage when 

falling 100tf or less and only half the damage when falling more than that. 

Ancient Angelic Power 
At 20th level you are a veteran Shadowhunter and you are blessed by Raziel. Gain Celestial as a language and you don’t 

need a stele to draw and activate runes anymore. 

 

Class Archetypes 
Iron Sister  

Seraph Blade 

 The power of the blade grows with its wielder’s, increasing in power at 9th and 18th level. 

Scaling: 

Level Extra Damage Light Radius Bonus on Rolls 

1st 1d4 10 ft +1 

9th 1d6 15 ft +1 

18th 1d8 20 ft +1 

Sword Master 

 

 

 

 

Advanced Fighting Style 



Angelic Strength 

 

Silent Brother 

Runic Essence 

At 3rd level you don’t need your Stele to draw and activate your runes anymore. You can learn two more Runes for each 

level available, and you can have two more runes active at the same time (Check table below). 

 

Advanced Rune User 

 You can set your Active runes after every short rest instead 

of a long rest 

 You gain proficiency in Investigation and Perception 

 You gain access to the Silent Brothers’ Class Rune 

(Voyance - Activate 2/long rest - Gives the ability to read 

one’s thoughts for 1 minute without being noticed). 

Blessed 

At 11th level you train in one of the following: 

 You receive a Minor Seraph (Any Light simple weapon of 

your choice). This weapon has the same powers of an actual 

Seraph Blade, but it does not have +1 bonus to attack and 

damage rolls. 

 You become proficient in Longbows and you are now 

allowed to mark 20 arrows with angelic power every long 

rest, or 1d6 arrows every short rest. 

Angelic Wisdom 

At 15th level you gain proficiency in Wisdom saving throws and you 

learn how to apply weaker versions of runes to creatures that have 

no angelic blood. You can draw runes on others, but they are half as 

effective. 

 

 

 

 

 

----Known Runes per Rune Level (Silent Brother)---  

Level Novice Advanced Expert Master 
 Active 

Runes  

3rd 3 -- -- --  3 

4th 4 -- -- --  3 

5th 5 -- -- --  3 

6th 6 2 -- --  3 

7th 7 3 -- --  3 

8th 7 4 -- --  3 

9th 7 5 -- --  4 

10th 7 6 2 --  4 

11th 7 6 3 --  4 

12th 7 6 4 --  4 

13th 7 6 5 --  4 

14th 7 6 5 --  4 

15th 7 6 5 --  4 

16th 7 6 5 2  5 

17th 7 6 5 3  5 

18th 7 6 5 4  5 

19th 7 6 5 4  5 

20th 7 6 5 4  5 





 


