Shaman Class 5e
Class Features:
Hit Dice: 1d8 per Shaman level

Hit Points at 1st Level: 8 + your Constitution modifier.

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

Armor: Light armor, shields

Weapons: Simple weapons, blow guns, nets.

Tools: None

Saving Throws: Wisdom, Constitution 

Skills: Choose three from Animal Handling, Arcana, Insight, Medicine, History, Nature, Performance, Religion, or Survival.

Equipment:

As a Shaman, you start with the following equipment:

(a) a quarterstaff or (b) any simple weapon

(a) a shortbow and 20 arrows or (b) 5 javelins

(a) a priest's pack or (b) an explorer's pack

Leather armor and one Totem used as a spell focus. 

Spells:
Shamans have a full caster amount of spell slots, and can cast ritual spells as rituals. Every spell a Shaman knows is always prepared. Wisdom is the spellcasting ability for Shaman spells. 
At 1st level a Shaman learns 3 cantrips and 4 1st level spells from their Spiritual Connection. Every level thereafter, a Shaman learns 2 new spells available from any of their chosen Spiritual Connections – or they can instead learn 1 new spell from a different Spiritual Connection list (instead of learning 2). At 4th level they learn an additional cantrip from either of their two chosen Spiritual Connections. 
Spiritual Connections:
There are seven spiritual connections that a shaman can decide between: Life, Death, Moon,  Fire, Air, Water, and Earth. A shaman picks their primary Spiritual Connection at 1st level, and a secondary at 2nd level. At 6th level a shaman gains a synergy bonus based on these two connections (see final page). At 10th level, a shaman gains a 3rd Spiritual Connection; they now have access to those spells and will gain one more synergy bonus; however, they do not gain any other of the benefits from this spiritual connection. The choice of Spiritual Connections are permanent. 

Life: 

If Life is your Primary Spiritual Connection, you gain the following benefits:
At 1st level, you gain proficiency and expertise with Medicine.

At 2nd Level, your healing spells are more effective. Whenever you use an evocation spell of 1st level or higher to restore hit points to a creature, the creature regains additional hit points equal to 2 + the spell's level.

At 6th Level, you gain resistance to Radiant damage. 

At 10th Level, when you would normally roll one or more dice to restore hit points with a spell, you instead use the highest number possible for each die. For example, instead of restoring 2d6 hit points to a creature, you restore 12. You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.

At 14th Level, choose any two Life spells you know of 4th level or lower; those spells gain the ritual tag. You can also cast each of those two spells without using any spells slots an amount of times per day equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.

Spells Known:


Cantrips: Mending, Spare the Dying, Word of Radiance, Light

1st: Cure Wounds, Healing Word, Ceremony, Bless

2nd: Branding Smite, Healing Spirit, Lesser Restoration, Prayer of Healing, Spiritual Weapon

3rd: Aura of Vitality, Beacon of Hope, Blinding Smite, Mass Healing Word, Revivify, Spirit Shroud (radiant only), Remove Curse.

4th: Aura of Life, Aura of Purity, Sickening Radiance, Guardian of Faith. 

5th: Raise Dead, Greater Restoration, Holy Weapon, Mass Cure Wounds, Reincarnate, Wall of Light

6th: Heal, Planar Ally (celestial only), Primordial Ward.

7th: Regenerate, Divine Word, Conjure Celestial, Resurrection

8th: Sunburst, Holy Aura

9th: Mass Heal, True Resurrection, Power Word: Heal

Death: 

If Death is your Primary Spiritual Connection, you gain the following benefits:

At 1st level, you gain proficiency and expertise with Survival.

At 2nd Level, you gain the ability to reap life energy from creatures you kill with your spells. Once per turn when you kill one or more creatures with a spell of 1st level or higher, you regain hit points equal to twice the spell's level, or three times its level if the spell belongs to the School of Necromancy. You don't gain this benefit for killing constructs or undead.

At 6th Level, you gain resistance to Necrotic damage. 

At 10th Level, when you cast Animate Dead, you can target one additional corpse or pile of bones, creating another zombie or skeleton, as appropriate.

Whenever you create an undead using a necromancy spell, it has additional benefits:

The creature's hit point maximum is increased by an amount equal to twice your shaman level.

The creature adds your proficiency bonus to its weapon attack and damage rolls.

At 14th Level, you can use magic to bring undead under your control, even those created by others. As an action, you can choose one undead that you can see within 60 feet of you. That creature must make a Charisma saving throw against your shaman spell save DC. If it succeeds, you can't use this feature on it again. If it fails, it becomes friendly to you and obeys your commands until you use this feature again.

Intelligent undead are harder to control in this way. If the target has an Intelligence of 8 or higher, it has advantage on the saving throw. If it fails the saving throw and has an Intelligence of 12 or higher, it can repeat the saving throw at the end of every hour until it succeeds and breaks free.

Spells Known:


Cantrips: Spare the Dying, Toll the Dead, Sapping Sting, Poison Spray.

1st: Cause Fear, Inflict Wounds, Ray of Sickness, False Life, Detect Poison and Disease.

2nd: Blindness/Deafness, Dragon's Breath (poison only), Gentle Repose, Protection from Poison, Ray of Enfeeblement, Wither and Bloom.

3rd: Animate Dead, Bestow Curse, Fear, Feign Death, Life Transference, Revivify, Speak with Dead, Spirit Shroud (necrotic only), Summon Undead, Vampiric Touch, Remove Curse. 

4th: Blight, Death Ward, Shadow of Moil, Spirit of Death.

5th: Contagion, Danse Macabre, Enervation, Negative Energy Flood, Raise Dead.

6th: Harm, Magic Jar, Soul Cage, Circle of Death, Eyebite, Create Undead. 

7th: Finger of Death, Resurrection, Tether Essence.

8th: Abi-Dalzim's Horrid Wilting, Clone

9th: True Resurrection, Power Word: Kill

Fire: 

If Fire is your Primary Spiritual Connection, you gain the following benefits:

At 1st level, you gain proficiency with Martial Weapons. 

At 2nd Level, you add your Wisdom modifier to the damage you deal with any Shaman cantrip.

At 6th Level, you gain resistance to Fire damage. 

At 10th Level, when you would normally roll one or more dice to deal damage with a spell, you instead use the highest number possible for each die. For example, instead of dealing 2d6 hit points to a creature, you deal 12. You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.

At 14th Level, you are immune to Fire damage. Spells you cast ignore resistance to fire. 

Spells Known:


Cantrips: Control Flames, Create Bonfire, Fire Bolt, Green-Flame Blade, Sacred Flame

1st: Burning Hands, Faerie Fire, Heroism, Searing Smite

2nd: Aganazzar's Scorcher, Continual Flame, Dragon's Breath (fire only), Flame Blade, Flaming Sphere, Heat Metal, Pyrotechnics, Scorching Ray

3rd: Ashardalon's Stride, Elemental Weapon (fire only), Fireball, Flame Arrows

4th: Elemental Bane (fire only), Conjure Minor Elementals & Summon Elemental (fire only), Fire Shield, Wall of Fire

5th: Dawn, Flame Strike, Immolation, Conjure Elemental (fire only)

6th: Investiture of Fire, Disintegrate (fire instead of force)

7th: Delayed Blast Fireball, Fire Storm, 

8th: Sunburst, Incendiary Cloud

9th: Meteor Swarm
Air:

If Air is your Primary Spiritual Connection, you gain the following benefits:

At 1st level, you gain proficiency with any two languages of your choice, and increase your movement speed by 5 feet.

At 2nd Level, you can thunderously rebuke attackers. When a creature within 5 feet of you that you can see hits you with an attack, you can use your reaction to cause the creature to make a Dexterity saving throw. The creature takes 2d8 lightning or thunder damage (your choice) on a failed saving throw, and half as much damage on a successful one. You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.

At 6th Level, you gain resistance to Lightning and Thunder damage. You can use your reaction when you fall to reduce any falling damage you take by an amount equal to five times your shaman level.

At 10th Level, you gain either the Mobile or Charger feat. In addition, spells you cast ignore resistance to both Lightning and Thunder.

At 14th Level, you have a flying speed equal to your current walking speed. 

Spells Known:


Cantrips: Booming Blade, Gust, Lightning Lure, Shocking Grasp, Thunder Clap

1st: Feather Fall, Jump, Longstrider, Thunderwave, Expeditious Retreat

2nd: Air Bubble, Earthbind, Dust Devil, Dragon's Breath (lightning only), Gust of Wind, Warding Wind, Levitate. 

3rd: Lightning Bolt, Call Lightning, Elemental Weapon (lightning or thunder only), Fly, Gaseous Form, Haste, Lightning Arrow, Thunder Step, Wind Wall. 

4th: Elemental Bane (lightning or thunder only), Conjure Minor Elementals & Summon Elemental (air only), Storm Sphere, 

5th: Control Winds, Destructive Wave, Conjure Elemental (air only)

6th: Chain Lightning, Investiture of Wind, Wind Walk, Word of Recall

7th: Whirlwind

8th: Control Weather

9th: Storm of Vengeance
Water:

If Water is your Primary Spiritual Connection, you gain the following benefits:

At 1st level, you gain proficiency with any one skill of your choice, and proficiency with any one language of your choice.

At 2nd Level, while you are wearing no armor and not wielding a shield, your AC equals 10 + your Dexterity modifier + your Wisdom modifier.

At 6th Level, you gain resistance to Cold damage, and you don’t suffer the effects of extreme cold, as described in the Dungeon Master's Guide. You also gain a swimming speed of 30 feet, and you can breathe underwater. 

At 10th Level, you gain proficiency in all saving throws. 

At 14th Level, choose any two Water spells you know of 4th level or lower; those spells gain the ritual tag. You can also cast each of those two spells without using any spells slots an amount of times per day equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.


Spells Known:


Cantrips: Chill Touch, Frostbite, Ray of Frost, Shape Water

1st: Create or Destroy Water, Fog Cloud, Frost Fingers, Ice Knife, 

2nd: Dragon's Breath (cold only), Rime's Binding Ice, Snilloc's Snowball Storm

3rd: Create Food and Water, Elemental Weapon (cold only), Sleet Storm, Spirit Shroud (ice only), Tidal Wave, Wall of Water, Water Breathing, Water Walk

4th: Control Water, Elemental Bane (cold only), Conjure Minor Elementals & Summon Elemental (water only), Ice Storm, Watery Sphere.

5th: Commune with Nature, Maelstrom, Cone of Cold, Conjure Elemental (water only)

6th: Heroes' Feast, Investiture of Ice, Otiluke's Freezing Sphere, Wall of Ice

7th: Simulacrum

8th: Tsunami

9th: Storm of Vengeance
Earth: 

If Earth is your Primary Spiritual Connection, you gain the following benefits:

At 1st level, you gain proficiency with Medium Armor. 

At 2nd Level, you gain your choice of the Durable or the Tough feat.  You can use your reaction to ignore any effect that would move you 5 or more feet.

At 6th Level, you gain resistance to Bludgeoning damage. 

At 10th Level, you gain advantage on all Constitution-based saving throws.

At 14th Level, increase your Constitution by 2; this can bring it beyond 20. You gain expertise in Constitution-based saving throws. You become immune to any effect that would cause you to be Petrified.

Spells Known:


Cantrips: Acid Splash, Blade Ward, Magic Stone, Mold Earth, Thorn Whip

1st:  Earth Tremor, Entangle, Hail of Thorns, Tasha's Caustic Brew

2nd: Barkskin, Earthbind, Dragon's Breath (acid only), Melf's Acid Arrow, Maximillian's Earthen Grasp, Spike Growth, Web, Pass Without Trace

3rd: Elemental Weapon (acid only), Erupting Earth, Melf's Minute Meteors, Meld into Stone, Plant Growth, Wall of Sand

4th: Elemental Bane (acid only), Conjure Minor Elementals & Summon Elemental (earth only), Grasping Vine, Stone Shape, Stoneskin, 

5th: Tree Stride, Wall of Stone, Transmute Rock, Commune with Nature, Passwall, Wrath of Nature, Conjure Elemental (earth only)

6th: Bones of the Earth, Investiture of Stone, Move Earth, Wall of Thorns, Flesh to Stone

7th: Reverse Gravity, Dream of the Blue Veil

8th: Earthquake

9th: Meteor Swarm
Moon: 

If Moon is your Primary Spiritual Connection, you gain the following benefits:

At 1st level, you gain an extra cantrip of your choice from any Spiritual Connection list.

At 2nd Level, you gain your choice of the Telepathic or Telekinetic feats. You can use your action to end one effect on yourself that is causing you to be charmed or frightened.

At 6th Level, you gain resistance to Psychic damage. 

At 10th Level, When you are reduced to 0 hit points but not killed outright, you can expend one of your Hit Dice to drop to 1 hit point instead of falling to 0. You can use this ability once per long rest. You gain advantage on all Charisma saving throws. 

At 14th Level, choose any two Moon spells you know of 4th level or lower; those spells gain the ritual tag. You can also cast each of those two spells without using any spells slots an amount of times per day equal to your Wisdom modifier (a minimum of once). You regain all expended uses when you finish a long rest.

Spells Known:


Cantrips: Guidance, Light, Minor Illusion, Mind Sliver

1st:  Bless, Detect Evil and Good, Dissonant Whispers, Hex, Sanctuary, Silent Image, Sleep

2nd: Augury, Borrowed Knowledge, Calm Emotions, Crown of Madness, Darkvision, Mind Spike, Moonbeam, Phantasmal Force, See Invisibility, Shadow Blade, Tasha's Mind Whip.

3rd: Antagonize, Catnap, Clairvoyance, Hypnotic Pattern, Nondetection, Remove Curse

4th: Arcane Eye, Banishment, Divination, Phantasmal Killer, Raulothim's Psychic Lance

5th: Circle of Power, Dispel Evil and Good, Dream, Mislead, Scrying

6th: Conjure Fey, True Seeing, Mental Prison, Primordial Ward

7th: Crown of Stars, Plane Shift. 

8th: Feeblemind, Telepathy, Mind Blank. 

9th: Psychic Scream, Foresight. 
Every Shaman gains a synergy bonus upon hitting 6th level. The top row here represents your 1st Spiritual Connection; the column on the left is your 2nd choice. At level 10 level you can gain one more synergy bonus, with the top row as your 1st connection, and the column on the left as your 3rd. 
	Synergies
	Life
	Death
	Moon
	Fire
	Air
	Water
	Earth

	Life


	X
	All your single target  spells now can include a second target
	Gain proficiency in any skill of your choice
	Healing spells heal extra amounts equal to your prof. bonus
	Increase the range of all your spells by 30ft, even touch spells
	You can craft one healing potion every day (using components).
	You can re-roll any failed saving throw one time per short rest 

	Death


	All your single target  spells now can include a second target
	X
	You are immune to being charmed or frightened
	Once a turn your weapon attacks can deal an extra 1d8 Fire; 2d8 at 14th level. 
	Add your wisdom bonus to all your ranged attack rolls with weapons 
	You gain resistance to poison damage
	You gain proficiency in any saving throw of your choice

	Moon


	Gain proficiency in any skill of your choice
	You are immune to being charmed or frightened
	X
	Add your proficiency bonus to your initiative rolls
	You gain magical darkvision up to 120ft. Add Silence or Tongues to your spell list
	You learn any two spells of your choice from any class, up to 3rd level. 
	You can always speak with all types of animals and plants 

	Fire


	Healing spells heal extra amounts equal to your prof. bonus
	Damage spells deal extra damage equal to your prof. bonus
	Add your proficiency bonus to your initiative rolls
	X
	Extra attack as bonus action when you attack as an action
	Can cast a cantrip as a bonus action when you attack as an action
	You gain the Heavily Armored, Tough, or Durable Feat

	Air


	Increase the range of all your spells by 30ft, even touch spells
	Add your wisdom bonus to all your ranged attack rolls with weapons
	You gain magical darkvision up to 120ft. Add Blur or Invisibility to your spell list
	Extra attack as bonus action when you attack as an action
	X
	When you cast a shaman spell, you can  weapon attack as a bonus action.
	You gain a fighting style of your choice

	Water


	You can craft one healing potion every day (using components).
	You gain resistance to poison damage
	You learn any two spells of your choice from any class, up to 3rd level. 
	Can cast a cantrip as a bonus action when you attack as an action
	When you cast a shaman spell, you can  weapon attack as a bonus action.
	X
	You gain a permanent +1 bonus to your Armor Class and +1 hp per level

	Earth 


	You can re-roll any failed saving throw one time per short rest 
	You gain proficiency in any saving throw of your choice
	You have the effects of  Detect Magic and Detect Poison and Disease always active
	You gain the War Caster, Martial Adept, or Moderately Armored Feat
	You gain a fighting style of your choice
	You gain a permanent +1 bonus to your Armor Class

and +1 hp per level
	X


