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Weapons and Feats for 
Feedback, Vol 2
The following weapons and feats are being considered 
for inclusion in an upcoming new project by the 
Sterling Vermin Adventuring Co. The weapons 
include the addition of two new weapon properties: 
defensive and unarmed.

The feats explore improving oft-ignored weapons 
and creating synergies for thematic weapon sets. We 
welcome feedback, especially if it’s based on actual play! 
Please note that this material may be included in a paid 
product in the future.

New Feats
Dwarven Combat Expert
Whether you were born a dwarf or not, you are trained 
in their military methods and have mastered the use of 
axes and hammers in combat. You gain the following 
benefits:

• When you make a weapon attack with a battleaxe or 
warhammer you are wielding in two hands and beat 
the creature’s AC by 5 or more, you deal an additional 
1d6 damage to the creature.

• When you are wielding a battleaxe or warhammer 
in one hand, you use the damage die as if you were 
wielding it with two hands.

• When you make a thrown weapon attack with a 
handaxe or light hammer in normal range against 
creatures Large or larger, you have advantage on the 
attack roll.

• When you are wielding only axes and hammers and 
not using a shield, you gain +1 AC.

Laborer Style
You have learned to apply the tools of labor to warfare. 
You gain the following benefits:

• Increase your Strength or Constitution score by 1, to 
a maximum of 20.

• When you take the Attack action on your turn and 
make weapon attacks with only the light hammer or 
sickle weapons, you can use your bonus action this 
turn to take the Help action.

• When you attack a construct or an object with a light 
hammer or a warhammer, you have advantage on the 
attack roll.

• When you miss an attack with a sickle on your turn, 
you can immediately make another with it against 
a different creature within range. You can use this 
ability no more than once during each of your turns.

Martial Artist
After studying various forms of unarmed combat, you 
have become a martial artist. You gain the following 
benefits:

• Increase your Strength or Dexterity score by 1, to a 
maximum of 20.

• You can use Dexterity instead of Strength for the 
attack and damage rolls of your unarmed strikes.

• You can roll a d6 in place of the normal damage of 
your unarmed strike. This die changes to a d8 at 11th 
level.

• When you take the Attack action on your turn and only 
make attacks with unarmed strikes, you can make one 
unarmed strike as a bonus action.

• While you are wearing no armor and not wielding 
a shield your AC equals 10 + half your proficiency 
bonus + your Dexterity modifier.

Poisoncraft
You have extensive experience dealing with poisons. You 
have resistance to poison damage and gain advantage 
on saving throws against being poisoned. In addition, 
when you take a long rest you can create one dose of 
one the following poisons from materials you have on 
hand:

Powderboil. This powdered poison can be applied to 
a weapon with the Use Object action. The next time the 
weapon deals damage to a creature it must succeed on a 
Constitution saving throw or take poison damage. This 
poison damage is xd8, where x is half your level.

Stomachturner. This slick oil can be applied to a 
weapon with the Use Object action. The next time the 
weapon deals damage the creature must succeed on a 
Constitution saving throw or be poisoned for 1 minute 
or until they spend an action on their turn wretching up 
the contents of their stomach.

Night’s Kiss. This tasteless and odorless liquid can be 
slipped into a drink or food. When a creature consumes 
the poison it must make a Constitution saving throw or 
become unconscious for 10 minutes.

The DC for all saving throws for poisons created with 
this feat is 8 + your proficiency bonus + your Intelligence 
modifier.

Powerful Grip
You have an unusually strong grip for your size. You gain 
the following benefits:

• Increase Strength score by 1, to a maximum of 20.
• Being Small doesn’t impose disadvantage on your 

attack rolls with heavy weapons.
• If you’re Medium or larger, you can use the two-

handed damage die of versatile weapons when you 
are wielding them with one hand.

• Your Strength score is doubled for the purpose of 
determining your carrying capacity and the weight 
you can push, drag, or lift.

Stave Master
While you are wielding a bo staff, club, greatclub, 
or quarterstaff and no other weapons you gain the 
following benefits:

• As a bonus action on your turn you can take a 
defensive stance, gaining a +1 to AC until the start of 
your next turn.

• As a bonus action on your turn you can make a melee 
attack against a creature one size larger than you 
or smaller. On a hit, you deal no damage but instead 
push the creature 5 feet or knock it prone.

• When you score a critical hit on a creature, it is 
incapacitated until the end of its next turn.
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Sword Master
While you are wielding a dagger, greatsword, longsword, 
rapier, or shortsword you can use the following special 
abilities.

Parry. When a creature within 5 feet of you hits you 
with a weapon attack, you can use your reaction to gain 
+2 AC against the triggering attack.

Riposte. When a creature makes an opportunity 
attack against you, you can use your reaction to make 
one weapon attack against the creature if it is within 
range.

Thrust. When you hit a creature with a weapon attack, 
you can move yourself and the creature 5 feet in any 
direction as long as you remain within 5 feet of one 
another.

Thrown Weapons Expert
You have mastered the art of throwing weapons and gain 
the following benefits:

• The normal and long range of thrown weapons is 
doubled for you.

• You can draw a thrown weapon before each weapon 
attack you make if you have the free hand to do so.

• Being within 5 feet of a hostile creature doesn’t 
impose disadvantage on your ranged attack rolls.

• When you take the Attack action and make only 
ranged weapon attacks with thrown light weapons 
on your turn, you can use a bonus action to make 
two ranged weapon attacks with thrown light 
weapons. Each of the two attacks must target different 
creatures.

Whip Master, Option 1
You have extensive training with the whip, a weapon 
your foes often underestimate. You gain the following 
benefits:

• When you hit a creature with a weapon attack using a 
whip and beat their AC by 5 or more, you can choose 
to make the creature drop an object of your choice 
that it’s holding, fall prone, or have its movement 
speed reduced to 0 until the start of your next turn.

• When you use the Attack action and attack with a one-
handed weapon, you can use a bonus action to attack 
with a whip you are holding.

Whip Master, Option 2
You have extensive training with the whip, a weapon 
your foes often underestimate. You gain the following 
benefits:

• Once per turn when you deal damage with a whip to a 
creature that is no more than one size larger than you, 
you can force that creature to make a Strength saving 
throw (DC 8 + you proficiency bonus + your choice 
of your Strength or Dexterity modifier). On a failure, 
you choose whether the creature drops one object 
of your choice that its holding, falls prone, or has its 
movement speed reduced to 0 until the start of your 
next turn.

• When you use the Attack action and attack with a one-
handed weapon, you can use a bonus action to attack 
with a whip you are holding.

New Weapons
See table above.

Weapon Properties
Many weapons have special properties related to their 
use, as shown in the Weapons table. The properties 
presented here supplement the ones found in the 
Player’s Handbook.

Defensive. While you wield one or more weapons 
with this property, you gain a +1 bonus to AC if you are 
proficient in the weapon and not using a shield.

Unarmed. When you make an unarmed attack you 
can choose to deal the damage of this weapon instead of 
your normal unarmed attack damage.

Special Weapons
Weapons with special rules are described below.

Bola. When you hit a Large or smaller creature with a 
bola, it is knocked prone. The creature cannot rise from 
prone until it or another creature uses an action to free 
the the prone creature.

Boomerang. If you are proficient with a boomerang 
and miss with an attack, the boomerang returns to you 
as part of the same action.

Torch. If the torch is not lit when used as a weapon it 
deals 1d4 bludgeoning damage instead of fire damage 
and is destroyed after one use.

Weapons

Name Cost Damage Weight Properties
Simple Melee Weapons

Knuckle Knives 3 gp 1d4 slashing 2 lb. light, unarmed
Torch 1 cp 1d4 fire 1 lb. special
Martial Melee Weapons
Boomerang 3 sp 1d4 bludgeoning 2 lb. light, special, thrown (range 50/150)
Spiked shield 15 gp 1d8 piercing 7 lb. defensive
Martial Ranged Weapons
Bola 3 gp — 5 lb. special, thrown (range 10/20)

option 1 or 2?
We’re interested to hear what version of the Whip Master 
feat you prefer - option 1 or option 2? You can let us 
know by joining the conversation on our reddit or on our 
twitter.
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