
Colleges of WarColleges of War
At 3rd level, a warlord chooses their College of War. The

following Patreon Exclusive Colleges of War are available to

a warlord along with those presented with the base class:

The College of Battleminds and the College of Dreadlords.

College of BattlemindsCollege of Battleminds
Only those who are determined to have inner psionic talent

are trained as Battleminds. These mentally elite commanders

use their wondrous minds to enhance their leadership skills.

Battlemind FeaturesBattlemind Features
Warlord Level Feature

3rd Psionics, Telepathy

6th Psionic Strikes

14th Thought Shield

18th Greater Thought Shield

PsionicsPsionics
At 3rd level, you awaken the psionic potential of your mind,

and learn to manifest spells, much like a psion does.

Psi Points. The potential of your mind is represented by 


a pool of psi points. The Battlemind Psionics table shows

how many psi points you have to manifest your spells of 1st-

level and higher. To manifest a psion spell, you must expend

psi points equal to the spell's level (0 for cantrips). You regain

all of your psi points when you finish a short or long rest.

For example, as a 7th level warlord, you can manifest the

spell detect thoughts at 2nd-level by spending 2 psi points.

Mental Limit. Your warlord level limits the potency of

spells you can manifest with your psionics. This limit is

reflected in the Mental Limit column of the Psionics Table.

Spells Known of 1st-Level and Higher.
You learn two 


1st-level spells of your choice from the psion spell list. The

Spells Known column of the Psionics table shows when you

learn more psion spells of 1st-level or higher. Any spell you

learn must be of a level equal to your Mental Limit or lower.

When you reach 7th level, for example, you learn a new

psion spell of your choice, which can be 1st or 2nd-level.

When you gain a level in this class, you can choose one of

the psion spells you know and replace it with a psion spell of

your choice, of a level equal to your Mental Limit or lower.

Spellcasting Focus. Your mind itself is your spellcasting

focus. You must have at least one free hand to cast spells that

require somatic or material components, and you also must

provide material components that are consumed by the spell

or have a required gold cost. When you manifest a spell with

your psionics, your body exhibits noticeable changes.

Spellcasting Ability. Because you honed your psionic gift

along with your leadership skill, you use your Leadership

ability when a spell refers to your spellcasting ability. You also

use your Leadership modifier when setting the saving throw

DC or making a spell attack roll for a psion spell you know.

Spell save DC = 8 + your proficiency bonus 


+ your Leadership modifier

Spell attack modifier = your proficiency bonus 


+ your Leadership modifier

TelepathyTelepathy
When you join this College of War at 3rd level, You learn to

telepathically communicate with any creature you can see

within your Order Range. You don’t need to share a language,

but the target must speak at least one language to respond.

You can only communicate with one creature at a time.

Moreover, when you use a Tactical Exploit or issue an

Order that requires an allied creature to hear you, you can

issue the Order or Tactical Exploit through your telepathy.

Psionic StrikesPsionic Strikes
You can enhance the power of your allies' attacks with your

mind. Beginning at 6th level, when you, or a creature within

your Order Range hits a target with an attack, you can use

your reaction to expend an Exploit Die, causing the attack to

deal additional psychic damage equal to your Exploit Die.

Thought ShieldThought Shield
The power of your mind it truly wondrous and difficult to

penetrate. Starting at 14th level, your mind cannot be read

unless you wish it to be, and when you are forced to make 


an Intelligence, Wisdom, or Charisma saving throw, you 


gain a bonus to the roll equal to your Leadership modifier.

Greater Thought ShieldGreater Thought Shield
Your mind is able to shield those who follow you from mental

assaults. Beginning at 18th level, you can use your action to

expend an Exploit Die and extend the benefits of Thought

Shield to creatures of your choice within your Order Range.

This benefit lasts for 1 hour, and you must concentrate on

your Thought Shield as if you were concentrating on a spell.

Battlemind Psionics

Warlord

Level

Spells

Known

Psi

Points

Mental

Limit

3rd 2 2 1st

4th 2 3 1st

5th 3 3 1st

6th 3 4 1st

7th 4 4 2nd

8th 4 5 2nd

9th 5 5 2nd

10th 5 6 2nd

11th 5 6 2nd

12th 5 7 2nd

13th 6 7 3rd

14th 6 8 3rd

15th 6 8 3rd

16th 6 9 3rd

17th 7 9 3rd

18th 7 10 3rd

19th 7 10 4th

20th 7 11 4th
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College of DreadlordsCollege of Dreadlords
Where most warlords have a sense of appreciation and care

for those that follow them, those known as Dreadlords only

care for one thing - victory. These ruthless captains make use

of any possible advantage, often using their enemy's greatest

fears against them to turn the tide of the battle. These dark

captains are often found leading hordes of orcs and undead.

Dreadlord FeaturesDreadlord Features
Warlord Level Feature

3rd Dark Captain, Dreadlord Exploits,

Ruthless Presence

6th Fearful Command

14th Destabilizing Strike

18th Bastion of Dread

Dark CaptainDark Captain
When you join this College of War at 3rd level, you learn to

wield every weapon of war. You gain proficiency with heavy

armor, all martial weapons, and in the Intimidation skill.

Also, whenever you would make a Charisma (Intimidation)

check, you can choose to make that Intimidation check with

your Leadership ability score, instead of your Charisma.

Dreadlord ExploitsDreadlord Exploits
You learn certain Exploits at the warlord levels noted in the

table below. They don't count against your total number of

Exploits Known and can't be switched upon gaining a level.

Warlord Level Exploit

3rd menacing shout

5th crescendo of violence

9th war cry

Ruthless PresenceRuthless Presence
Both friend and foe can sense your willingness to sacrifice

anything, or anyone, for the sake of your victory. Beginning at

3rd level, when a creature within your Order Range is forced

to make a saving throw to resist being frightened, you can use

your reaction impose disadvantage on its roll, so long as the

target creature can see or hear you.

Fearful CommandFearful Command
Those who follow you fear what will happen should they fail

to achieve your goals. Starting at 6th level, when you target a

creature with a Tactical Exploit, you can expend an Exploit

Die to grant it temporary hit points equal your Exploit Die.

When a creature that has temporary hit points from you

hits with a weapon attack, it can expend any amount of its

temporary hit points, adding them to its damage roll.

Merciless StrikesMerciless Strikes
You command those who follow you to strike down the weak.

Beginning at 14th level, both you, and allied creatures under

the effects of your Exploits, have advantage on any attack roll

they make against a creature that is currently frightened.

Bastion of DreadBastion of Dread
You stand as a monument to all those who have tried, and

failed, to stop your iron conquest. At 18th level, you gain the

following benefits the reflect your intimidating presence:

You are immune to the frightened condition.

When you force a creature within your Order Range to

make a saving throw to resist being frightened, it has

disadvantage on its saving throw if it can see you.

Creatures that are frightened of you have their speed

reduced to 0 so long as they can see you.

Once per turn, you can use your Fearful Command 


feature without expending an Exploit Die.



License

OPEN GAME License Version 1.0a The following text is the property of

Wizards of the Coast, LLC. and is Copyright 2000 Wizards of the Coast,

Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark

owners who have contributed Open Game Content; (b)"Derivative

Material" means copyrighted material including derivative works and

translations (including into other computer languages), potation,

modification, correction, addition, extension, upgrade, improvement,

compilation, abridgment or other form in which an existing work

may be recast, transformed or adapted; (c) "Distribute" means to

reproduce, License, rent, lease, sell, broadcast, publicly display,

transmit or otherwise distribute; (d)"Open Game Content" means the

game mechanic and includes the methods, procedures, processes

and routines to the extent such content does not embody the Product

Identity and is an enhancement over the prior art and any additional

content clearly identified as Open Game Content by the Contributor,

and means any work covered by this License, including translations

and derivative works under copyright law, but specifically excludes

Product Identity. (e) "Product Identity" means product and product

line names, logos and identifying marks including trade dress;

artifacts; creatures characters; stories, storylines, plots, thematic

elements, dialogue, incidents, language, artwork, symbols, designs,

depictions, likenesses, formats, poses, concepts, themes and graphic,

photographic and other visual or audio representations; names and

descriptions of characters, Spells, enchantments, personalities,

teams, personas, likenesses and Special abilities; places, locations,

environments, creatures, Equipment, magical or supernatural

Abilities or Effects, logos, symbols, or graphic designs; and any other

trademark or registered trademark clearly identified as Product

identity by the owner of the Product Identity, and which specifically

excludes the OPEN Game Content; (f) "Trademark" means the logos,

names, mark, sign, motto, designs that are used by a Contributor to

Identify itself or its products or the associated products contributed

to the Open Game License by the Contributor (g) "Use", "Used" or

"Using" means to use, Distribute, copy, edit, format, modify, translate

and otherwise create Derivative Material of Open Game Content. (h)

"You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that

contains a notice indicating that the Open Game Content may only

be Used under and in terms of this License. You must affix such a

notice to any Open Game Content that you Use. No terms may be

added to or subtracted from this License except as described by the

License itself. No other terms or Conditions may be applied to any

Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You

indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this

License, the Contributors grant You a perpetual, worldwide, royalty-

free, nonexclusive License with the exact terms of this License to

Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing

original material as Open Game Content, You represent that Your

Contributions are Your original Creation and/or You have sufficient

rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT

NOTICE portion of this License to include the exact text of the

COPYRIGHT NOTICE of any Open Game Content You are copying,

modifying or distributing, and You must add the title, the copyright

date, and the copyright holder's name to the COPYRIGHT NOTICE

of any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,

including as an indication as to compatibility, except as expressly

licensed in another, independent Agreement with the owner of each

element of that Product Identity. You agree not to indicate

compatibility or co-adaptability with any Trademark or Registered

Trademark in conjunction with a work containing Open Game

Content except as expressly licensed in another, independent

Agreement with the owner of such Trademark or Registered

Trademark. The use of any Product Identity in Open Game Content

does not constitute a Challenge to the ownership of that Product

Identity. The owner of any Product Identity used in Open Game

Content shall retain all rights, title and interest in and to that Product

Identity.

8. Identification: If you distribute Open Game Content You must clearly

indicate which portions of the work that you are distributing are

Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish

updated versions of this License. You may use any authorized version

of this License to copy, modify and distribute any Open Game

Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with

every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the

Open Game Content using the name of any Contributor unless You

have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of

the terms of this License with respect to some or all of the Open

Game Content due to statute, judicial order, or governmental

regulation then You may not Use any Open Game Material so

affected.

13. Termination: This License will terminate automatically if You fail to

comply with all terms herein and fail to cure such breach within 30

days of becoming aware of the breach. All sublicenses shall survive

the termination of this License.

14. Reformation: If any provision of this License is held to be

unenforceable, such provision shall be reformed only to the extent

necessary to make it enforceable.

15. COPYRIGHT NOTICE
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