

While most Bards master their art on dry land, some discover

their talents while at sea. Sometimes known as Sirens, these

Bards are more comfortable on the deck of a boat then the

stage in a tavern, and quick to motivate allies with a rousing

sea shanty, or sap their foes with dreadful dirges of despair.

Combining their knack for vocal magic and their intimate

connection with the high seas, Sirens conjure the spirits of

drowned sailors to fight alongside their crew one last time.

Bard Level College Feature

3rd Sea Legs, Songs of the Sea

6th Siren's Call

14th Ghastly Wail


3rd-level College of the High Seas feature

You gain a climbing speed and swimming speed equal to your

movement speed, and you can hold your breath for a number

of minutes equal to 10 + your Constitution modifier.


3rd-level College of the High Seas feature

You have infused your bardic magic with the salty power of

the high seas. As an action, you can expend a use of Bardic

Inspiration to sing one of the Shanties below:

Mournful Shanty

A number of creatures that can hear with in 15 feet, up to

your Charisma modifier (minimum of 1) must subtract one

roll of your Bardic Inspiration from the next ability check,

attack roll, or saving throw they make before your next turn.

Rousing Shanty

A number of creatures that can hear with in 15 feet, up to

your Charisma modifier (minimum of 1) can add one roll of

your Bardic Inspiration to their next ability check, attack roll,

or saving throw they make before your next turn.


6th-level College of the High Seas feature

You can use your song to call forth the Phantoms of those

who have drowned at sea. At the end of a long rest, you can

perform a mournful song that conjures a Drowned Phantom,

choosing to conjure the spirit of a Cook, Gunner, or Oarsman.

The Phantom is friendly to you and your allies, it obeys your

commands, and uses the Drowned Phantom stat block,

which uses your proficiency bonus (PB) in several places.

In combat, the Phantom acts during your turn. It can move

and use its reaction on its own, but the only action it takes is

the Dodge action, unless you use a bonus action on your turn

to command it to take one of the actions from its stat block,

or another action. If you are incapacitated, the Phantom can

take any action it chooses, often choosing to protect you.

If your Phantom was destroyed within the last hour, you

can expend a spell slot of 1st-level or higher. After 1 minute,

it returns from beyond the veil with its hit points restored.


14th-level College of the High Seas feature

You can banish your Drowned Phantoms back to their watery

graves with a horrible screech. As a bonus action, you banish

your Phantom back to its grave, completely destroying it in

the process. As it dies, it lets out a horrifying wail, forcing

creatures of your choice that can hear the Phantom within

30 feet to make a Wisdom saving throw. Creatures take 6d8

thunder damage on failed save, and half as much thunder

damage on a successful save.


Medium Undead, Unaligned

Armor Class 11 + PB (natural armor)
Hit Points 3 + three times your Bard level
Speed 30 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA

12 (+1) 16 (+3) 15 (+2) 9 (-1) 12 (+1) 9 (-1)

Damage Immunities necrotic, poison
Conditioned Immunities exhaustion, frightened,

grappled, paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages the Phantom understands the languages

you speak, but it cannot speak itself

Belly Fully of Slop (Cook Only). Friendly creatures
of your choice that complete a short rest with the
Phantom gain temporary hit points equal to your
Bard level + your proficiency bonus.

Incorporeal Passage. The Phantom can move through
creatures and objects as if they were difficult terrain.
If it ends its turn inside an object or creature, it is
shunted to the nearest unoccupied space and takes
1d10 force damage for every 5 feet traveled.

Siren's Bond. When the Phantom makes an ability
check or saving throw you can use your reaction to
expend a Bardic Inspiration and add it to its roll.

ActionsActions
Black Powder Shot (Gunner Only). Ranged Weapon
Attack: your Charisma modifier + PB to hit, range
(60/30), one creature. Hit: 1d12 +3 bludgeoning
damage. If the Phantom rolls a 1 on its attack roll,
it misfires and it takes the full damage of the shot.

Deathly Touch. Melee Weapon Attack: your Charisma
modifier +PB to hit, reach 5 ft., one creature. Hit:
1d8 + 3 + PB necrotic damage, and the target must
succeed on a Wisdom saving throw or be frightened
of the Phantom until the end of its next turn.

Grasp of the Sea (Oarsman Only). Melee Weapon
Attack: your Charisma modifier +PB to hit, reach 5
ft., one creature. Hit: 1d8 + 3 + PB necrotic damage,
and if the Phantom has a free hand, it can choose to
automatically grapple a Large or smaller target. The
grapple's escape DC equals your spell save DC.
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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.
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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.
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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.
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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
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