


  

 

BLADEDANCER 
Bladedancers are a majestic sight to behold. Their 

twisting bodies flowing in tandem with their whirling 

blades are a captivating sight, even to the master 

swordsmen. The dancers are said to hail from small, 

isolated villages in deep forests, hidden from prying 

eyes. The bladedancers of these villages evolved their 

weapon training styles by observing creatures of nature 

and adapting their fluid movements into dance-like 

combat stances.  

 

These bladedancers are a peaceful group, encountering 

few threats to their secluded forest homes - aside from 

the occasional rampaging monsters. Because of this, 

their martial training slowly become more about the 

performance. The intricate and graceful movements of 

their dances becoming an art form. It wasn’t until they 

were forced to venture forth from their home, that their 

presence became more widely known. Traveling the 

realm to open trade routes with others as their lands 

began to die due to dark magic, the source of which is 

still unknown to them. 

 

The dancers prefer to focus on two-weapon mastery, as 

they believe it to be the most graceful form of martial 

combat. Fighting to the rhythms they feel in their 

hearts, they weave in and out of combat like a swooping 

swallow; their foes caught in the deadly flurry of the 

dance. The combination of fast, hard-hitting melee at-

tack power with free flowing and graceful dance rou-

tines allows them to easily shift in and out of the melee 

and adapt to a variety of situations. 

 

As they started their travels around the world and al-

lowed onlookers to revel in their dazzling performanc-

es, there are many who seek them out in the hopes 

they can learn the ways of blade dancing. Due to their 

nomadic nature, very few are accepted, and fewer still 

who can “feel” the natural rhythm of combat. But for 

those dedicated enough, they too can learn to be majes-

tic wielders of this wonderful ballet. 
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HOMELAND 
All rangers, regardless of how they came to take up the 

profession, have a strong connection to the natural 

world and its various terrains. For some rangers, the 

wilderness is where they grew up, either as a result of 

being born there or moving there at a young age. For 

other rangers, civilization was originally home, but the 

wilderness became a second homeland. 

Think of your character’s backstory and decide 

what terrain feels most like home, whether or not you 

were born there. What does that terrain say about your 

personality? Does it influence which spells you choose 

to learn? Have your experiences there shaped who 

your favored enemies are? 

-Xanather’s Guide to Everything 

SWORN ENEMY 

Every ranger begins with a favored enemy (or two). 

The determination of a favored enemy might be tied to 

a specific event in the character’s early life, or it might 

be entirely a matter of choice. 

What spurred your character to select a particular 

enemy? Was the choice made because of tradition or 

curiosity, or do you have a grudge to settle? 

-Xanather’s Guide to Everything 

d6 Homeland 

1 

You wandered the mountain sides, coated in 

blood and small totems by local warring tribes. 

The hunting of their kind became a sport to 

you.  

2 

Your favorite hunting ground was a deep old 

ravine that was made vibrant by the beautiful 

birds of prey that nested on its walls. A family of 

Rocs were ever watching guardians.  

3 

You protected a beautiful and lush garden 

where the realm of the fey crossed with the ma-

terial realm.  

4 

You grew up on a collection of floating islands 

in the sky; the result of a pact your people made 

with a deity to help them escape persecution. 

5 

Your early life along a jagged coastline allowed 

you to develop skills navigating the water and 

combating the aquatic denizens who reside 

there.  

6 

Along your travels, you encountered a section of 

forest ravaged by spirits from a long forgotten 

battle. You spent years purging them, restoring 

the wildlands and becoming a skilled Exorcist in 

the process.  

d6 Enemy 

1 

A group of bandits came to your village under 

the guise of a troupe of traveling bards. During 

the night, they murdered your sibling who had 

caught them in the act.  

2 

A close friend of yours was killed during a 

dance routine involving pyrotechnics. One of 

the stage crew, despite being told otherwise, di-

rectly led to the accident by overloading the 

flames.  

3 

As a young child, after a theatre showing, your 

parents were murdered by a women who 

changed into a wolf with a scar over her right 

eye. You plan to punish her for taking away 

your childhood.  

4 

A wandering merchant came to town selling 

items. Your best friend purchased a chest from 

the merchant. That night, your friend was de-

voured by the man eating chest. You seek out 

the one responsible for your friend’s demise.  

5 

Several of your countrymen tried to stop a de-

mon from stealing a magical item your village 

had protected for centuries. They failed, and the 

demon slaughtered them before escaping with 

the item.  

6 

During a cataclysmic duel, two wizards set fire to 

and destroyed most of the forest you lived in. 

They each survived and went their separate 

ways, but you vowed to track both of them down 

and make them pay.  



  

 

RHYTHM OF DANCE 

When you choose this archetype at 3rd level, you 

learn dances that are fueled by a special reserve of fi-

nesse called Rhythm. 

 

Dances. You learn three dances of your choice from 

those described below (see “Dances”). You also gain 

proficiency in the Performance skill. 

Your dances are fueled by a special reserve of fi-

nesse called Rhythm, which you can only use when 

you aren’t wearing heavy armor or wielding a shield. 

You can use a bonus action to start a dance, which 

lasts for 1 minute. You can only use one dance at a 

time. Starting a new dance while another is still in ef-

fect immediately ends the previous dance. You learn 

one additional dance of your choice at 9th, 13th, and 

17th levels. Each time you learn a new dance, you can 

also replace one dance you know with a different one. 

Rhythm. You have an amount of rhythm equal to dou-

ble your proficiency bonus. You can spend rhythm 

once per turn. You regain all spent rhythm when you 

finish a short or long rest. 

 

Saving Throws. Some of your forms require your tar-

get to make a saving throw to resist an effect. The sav-

ing throw DC is equal to 8 + your proficiency bonus + 

your Dexterity or Strength modifier (your choice). 
 

GRACEFUL CRANE 

Also at 3rd level, you can wield a longsword or rapier 

as a light weapon with the finesse property, provided 

you are holding a different light weapon in your other 

hand. You can also draw or stow two one-handed 

weapons when you would normally be able to draw or 

stow only one. 
 

NIMBLE NIGHTINGALE 

Starting at 7th level, your dance is smooth and flowing 

like a bird in the wind, making you difficult to keep 

engaged. When you are hit by a melee attack, you can 

use your reaction to move up to half your movement 

speed without provoking opportunity attacks. 
 

INNER RHYTHM 

Starting at 11th level, when you roll initiative and have 

no rhythm remaining, you regain 1 rhythm.  
 

SWIFT SNAKE STRIKE 

Beginning at 15th level, you learn to strike with the 

speed of a darting snake. While you are two-weapon 

fighting, when you take the attack action with a light 

weapon on your turn, you can make two additional 

attacks as a bonus action with another light weapon 

you are holding in your other hand. 
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DANCES 

The bladedancer forms are presented in alphabetical 

order. 

 

Bellowing Bear. The dance of the bellowing bear is a 

wild and unpredictable foray of ferocious bellows and 

roars that are distracting to your enemies. 

As a bonus action, you can choose a creature you 

see within 30 feet that can see and hear you. That crea-

ture must make a Wisdom saving throw. If it fails its 

saving throw, it gains disadvantage on all attacks not 

made against you until the end of its turn and you gain 

a +2 bonus to your Armor Class against that creature, 

while performing the dance. A creature that succeeds 

on the save becomes immune to the effect for 1 mi-

nute. 
 

Charging Cheetah. The charging cheetah is a majestic 

dance that turns a swift run into a dazzling spectacle, 

using the grace of a feline to swiftly dart between foes. 

When you use your action to Dash, you can use 

your bonus action to make one melee weapon attack. 

If you move at least 10 feet in a straight line immediate-

ly before taking this bonus action, you gain a + 5 bonus 

to the attack’s damage roll.  

Before you make the melee weapon attack, you 

can choose to make the attack with disadvantage. If you 

do, increase the bonus damage to +10. 

 

Dancing Dragon. The dancing dragon uses the danc-

er’s blades like a dragon beating its wings. The body 

twists and contorts in response to the weapon’s move-

ments, and when an enemy’s attack is incoming the 

dancer uses their “wings” to blunt the assault or assist 

maneuvering to safety. 

While you are two-weapon fighting and are subject-

ed to an effect that allows you to make a Dexterity sav-

ing throw to take only half damage, you can use your 

reaction to instead take no damage if you succeed on 

the saving throw, and only half damage if you fail. 

 

Leaping Lion. While performing the leaping lion, your 

focus is heightened to that of a pouncing cat and you 

leap forwards and backwards along the battlefield. 

While you are two-weapon fighting, you’re able to 

spot and exploit weak points in the enemy’s defense. 

As an action, you can make a melee weapon attack 

with each weapon. The second attack has disadvantage. 

Your range for these attacks is increased by 5 feet and 

the attack pierces the target's defense, treating the tar-

get’s AC as 10 + their Dexterity modifier. 

 

Patient Panda. The patient panda is a slow and focused 

dance, taking on a more methodical defensive nature 

than the others. During this dance, your weapons twirl 

in the air as if to fend off incoming strikes before they 

arrive, and countering with quick, unexpected swipes. 

When you take the dodge action, when an enemy 

makes a melee attack against you, you can use your 

reaction to make a melee weapon attack against the 

creature. 
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Rending Raptor. The dance of the rending raptor is a 

savage whirlwind of blades, inflicting many bleeding 

wounds like the talons of a bird of prey.   

When you hit a living creature with both your 

weapons while two-weapon fighting in the same turn, 

you inflict deep wounds that cause the creature to 

bleed for one minute. At the start of each of its turns, 

the bleeding creature must succeed on a Constitution 

saving throw or take 1d8 additional piercing damage, 

ending the effect on itself with a successful save. Un-

dead and Constructs are immune to this effect. When 

you reach 11th level in this class, the damage increases 

to 2d8. This effect does not stack with itself. 

 

Sundering Salamander. The sundering salamander 

utilizes intricate leg kick motions in tandem with blade 

strikes to emulate the tail of a salamander; a tool used 

to draw the attention of prey to create an opening to 

vital areas. 

When you miss a creature with a melee weapon 

attack while two weapon fighting, in the same turn, 

your next weapon attack on the target can score a criti-

cal hit on an 18-20 roll. 

 
 

Swooping Swallow. The swooping swallow is unlike 

any of the other dance forms. It uses an intricate set of 

high velocity spins to launch weapons with startling 

speed and precision, striking even distant targets unerr-

ingly. 

 Increase the size of the damage die of a weapon 

with the finesse and thrown property by 1. Attacking at 

long range with thrown weapons doesn’t  impose dis-

advantage on your ranged weapon attack rolls. 

 

Twisting Tiger. The twisting tiger is a flowing but pow-

erful form that interweaves the dancer’s weapons with 

their foe’s. This allows the user to directly challenge 

the attacking foe in an attempt to capture the attacker’s 

weapon between their claws. 

While you are two-weapon fighting, when a crea-

ture attacks you with a melee attack you may use your 

reaction to attempt to catch the weapon between yours 

and parry their attack. Make an attack roll with your 

weapon. If the result of this roll is greater than the at-

tacker’s roll, their attack misses. You can use this fea-

ture after the attack is rolled, but before the outcome is 

determined. 
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