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Entertainer

You thrive in front of an audience. You know how to entrance them, entertain them, and
even inspire them. Your poetics can stir the hearts of those who hear you, awakening
grief or joy, laughter or anger. Your music raises their spirits or captures their sorrow.
Your dance steps captivate, your humor cuts to the quick. Whatever techniques you

use, your art is your life.
Source: Player's Handbook

Skill Proficiencies: Acrobatics, Performance

Tool Proficiencies: Disguise kit, one type of musical instrument

Languages: None

Equipment: A musical instrument (one of your choice), the favor of an admirer (love letter, lock of

hair, or trinket), a costume, and a pouch containing 15gp

Variants

Gladiator

A gladiator is as much an entertainer as any minstrel or circus performer trained to make the arts
of combat into a spectacle the crowd can enjoy. This kind of flashy combat is your entertainer
routine, though you might also have some skills as a tumbler or actor. Using your By Popular
Demand feature, you can find a place to perform in any place that features combat for
entertainment-perhaps a gladiatorial arena or secret pit fighting club. You can replace the musical
instrument in your equipment package with an inexpensive but unusual weapon, such as a trident

or net.

Features



Entertainer Routines

A good entertainer is versatile, spicing up every performance with a variety of different routines.

Choose one to three routines or roll on the table below to define your expertise as an entertainer.
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By Popular Demand

You can always find a place to perform, usually in an inn or tavern but possibly with a circus, at a
theater, or even in a noble's court. At such a place, you receive free lodging and food of a modest
or comfortable standard (depending on the quality of the establishment), as long as you perform
each night. In addition, your performance makes you something of a local figure. When strangers

recognize you in a town where you have performed, they typically take a liking to you.

Suggested Characteristics

Successful entertainers have to be able to capture and hold an audience's attention, so they tend
to have flamboyant or forceful personalities. They're inclined toward the romantic and often cling

to high-minded ideals about the practice of art and the appreciation of beauty.

Personality Traits
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Backgrounds

* Acolyte

* Anthropologist

e Archaeologist

* Athlete

* Charlatan

* City Watch

* Clan Crafter

* Cloistered Scholar
* Courtier

* Criminal

* Entertainer

* Faceless

* Faction Agent

* Far Traveler

* Feylost

* Fisher

* Folk Hero

* Gladiator

* Guild Artisan

* Guild Merchant

* Haunted One

* Hermit

* House Agent

* Inheritor

* Investigator

e Knight

¢ Knight of the Order
* Marine

* Mercenary Veteran
* Noble

e Qutlander
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* Pirate

* Sage

* Sailor

* Shipwright

* Smuggler

* Soldier

* Spy

* Urban Bounty Hunter
* Urchin

e Uthgardt Tribe Member
* Waterdhavian Noble

* Witchlight Hand

Ravnica

e Azorius Functionary

* Boros Legionnaire

e Dimir Operative

* Golgari Agent

* Gruul Anarch

* |zzet Engineer

* Orzhov Representative
* Rakdos Cultist

* Selesnya Initiate

¢ Simic Scientist


http://dnd5e.wikidot.com/background:sailor#toc1
http://dnd5e.wikidot.com/background:sage
http://dnd5e.wikidot.com/background:sailor
http://dnd5e.wikidot.com/background:shipwright
http://dnd5e.wikidot.com/background:smuggler
http://dnd5e.wikidot.com/background:soldier
http://dnd5e.wikidot.com/background:criminal#toc1
http://dnd5e.wikidot.com/background:urban-bounty-hunter
http://dnd5e.wikidot.com/background:urchin
http://dnd5e.wikidot.com/background:uthgardt-tribe-member
http://dnd5e.wikidot.com/background:waterdhavian-noble
http://dnd5e.wikidot.com/background:witchlight-hand
http://dnd5e.wikidot.com/background:azorius-functionary
http://dnd5e.wikidot.com/background:boros-legionnaire
http://dnd5e.wikidot.com/background:dimir-operative
http://dnd5e.wikidot.com/background:golgari-agent
http://dnd5e.wikidot.com/background:gruul-anarch
http://dnd5e.wikidot.com/background:izzet-engineer
http://dnd5e.wikidot.com/background:orzhov-representative
http://dnd5e.wikidot.com/background:rakdos-cultist
http://dnd5e.wikidot.com/background:selesnya-initiate
http://dnd5e.wikidot.com/background:simic-scientist

Gruul Anarch

The entire world of Ravnica is a sprawling metropolis, but you are a native of the wild
areas that still exist - the abandoned districts, the rubblebelts, the overgrown parks,
and the crumbling ruins. You are part of a savage society that clings desperately to the
Old Ways - attuned to nature, full of primal rage, and given short shrift by a world

consumed with continuing civilization's march of progress.
Source: Guildmaster's Guide to Ravnica

Skill Proficiencies: Animal Handling, Athletics

Tool Proficiencies: Herbalism Kit

Languages: Choose one of Draconic, Giant, Goblin, or Sylvan

Equipment: A Gruul insignia, a hunting trap, an herbalism kit, the skull of a boar, a beast-hide

cloak, a set of traveler's clothes, and a pouch containing 10gp (Azorius 1-zino coins)

Features

Rubblebelt Refuge

You are intimately familiar with areas of the city that most people shun: ruined neighborhoods
where wurms rampaged, overgrown parks that no hand has tended in decades, and the vast,
sprawling rubblebelts of broken terrain that civilized folk have long abandoned. You can find a
suitable place for you and your allies to hide or rest in these areas. In addition, you can find food

and fresh water in these areas for yourself and up to five other people each day.

Gruul Guild Spells

Prerequisite: Spellcasting or Pact Magic class feature



For you, the spells on the Gruul Guild Spells table are added to the spell list of your spellcasting
class. (If you are a multiclass character with multiple spell lists, these spells are added to all of

them.)

Gruul Guild Spells
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effects, such as flames smoldering behind your eyes or dancing over your hands.
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Suggested Characteristics

Gruul ways aren't the ways of civilized folk, and the Gruul have little patience for social niceties.
But they do have cherished traditions and values, just as important to them as the different values

held by the urban, cosmopolitan culture of Ravnica.

Personality Traits
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Contacts

The members of the Gruul Clans rely on each other even as they vie for territory and glory. Their
encounters with members of other guilds are more often violent than friendly, but occasional bonds

do form.

Roll twice on the Gruul Contacts table (for an ally and a rival) and once on the Non-Gruul Contacts

table.

Gruul Contacts
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Non-Gruul Contacts
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Simic scientist

Imagine a perfect world: one in which nature and civilization exist in harmony, adapted
to each other; one in which life is shaped to match its environment and the environment
is shaped to match life. That's the world you have been trying to grow in the
laboratories of the Simic Combine. Nature is all about adaptation, evolution, and
balance - but for it to keep up with the pace of advancing civilization, nature needs
some help from biomancers and terraformers. If, along the way, you happen to create
super-soldiers and mutant monsters that can bolster the combine's defenses against

the schemes and ambitions of the other guilds, so much the better.
Source: Guildmaster's Guide to Ravnica

Skill Proficiencies: Arcana, Medicine

Languages: Two of your choice

Equipment: A Simic insignia, a set of commoner's clothes, a book of research notes, an ink pen, a
bottle of squid ink, a flask of oil (made from blubber), a vial of acid (derived from digestive juices),
a vial of fish scales, a vial of seaweed, a vial of jellyfish stingers, a glass bottle of unidentified slime,

and a pouch containing 10gp (Azorius 1-zino coins)

Features

Clades and Projects

As a Simic researcher, you are part of a clade - a diverse group of individuals combining disparate
talents in pursuit of a common goal - or a researcher on a specialized, short-term project focused
on addressing an immediate need. You can roll a d6 or choose from the options in the Research

Options table to determine your area of research.
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Researcher

When you attempt to learn or recall a magical or scientific fact, if you don't know that information,
you know where and from whom you can obtain it. Usually, this information comes from a Simic
laboratory, or sometimes from an lzzet facility, a library, a university, or an independent scholar or
other learned person or creature. Knowing where the information can be found doesn't
automatically enable you to learn it; you might need to offer bribes, favors, or other incentives to

induce people to reveal their secrets.

Your DM might rule that the knowledge you seek is secreted away in an inaccessible place, or that
it simply can't be found. Unearthing the deepest secrets of the multiverse can require an adventure

or even a whole campaign.

Simic Guild Spells

Prerequisite: Spellcasting or Pact Magic class feature

For you, the spells on the Simic Guild Spells table are added to the spell list of your spellcasting
class. (If you are a multiclass character with multiple spell lists, these spells are added to all of

them.)

Simic Guild Spells
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When your magic causes physical alterations in yourself or others, the result often displays the
characteristics of fish, amphibians, or other water-dwelling creatures. Blue-green eddies of magical
energy sometimes accompany your spellcasting, forming spirals that reflect the mathematical

perfection of nature.

Suggested Characteristics
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The bizarre science of the Simic Combine attracts a certain type of personality and encompasses a
set of beliefs about the nature of life. Simic members' bonds and flaws derive from their scientific

research - including their creation of new life forms, which they can become very attached to.

Personality Traits
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Contacts

The fluid nature of clades, whose rosters span different laboratories and change as researchers
discover new interests, creates abundant connections among the Simic. The guild members live in
watery sinkholes called zonots, and their isolation shelters them from much contact with outsiders.

Nonetheless, a fair number of Simic members are former members of other guilds.

Roll twice on the Simic Contacts table (for an ally and a rival) and once on the Non-Simic Contacts

table.

Simic Contacts
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Non-Simic Contacts
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