
Anatomist

A
natomy is the study of bodies and how they

work. From muscles to bone, tendons and

blood, even skin itself is a thing of anatomy.

Many who learn anatomy do so to help others,

by diagnosing problems, perscribing solutions,

and healing the injured. "Where does it hurt?"

some might ask, seeking to learn more in order

to heal you better.

Of course, a few just want to know where it hurts so they

can stab you there.

Quick Examination
When you take this archetype at 3rd level, you gain the ability

to study creatures and determine basics of their anatomy. You

can determine whether or not a creature is below half its

maximum hit points as a bonus action, and whether or not it

is suffering from any conditions, ailments, or illnesses by

spending 1 minute studying it.

Combat Specialty
When you take this archetype at 3rd level, your knowledge of

anatomy allows you to perform techniques that are fueled by

special dice called specialty dice.

Techniques. You learn two techniques of your choice,

which are detailed under “Techniques” below. You can only

use one technique per turn. You learn one additional

technique at 9th, 13th, and 17th levels.

Specialty Dice. You have four specialty dice, which are

d6s. A specialty die is expended when you use it. You regain

all of your expended specialty dice when you finish a short or

long rest.

You gain another specialty dice at 9th level, and again at

17th level.

Saving Throws. Some of your techniques require your

target to make a saving throw to resist the technique’s effects.

The saving throw DC is calculated as follows: 8 + your

proficiency bonus + your Dexterity modifier.

Techniques
You can choose from any of the options below whenever you

learn a new technique.

Bleeding Cut. When you hit a creature with a melee

weapon attack, you can expend a specialty die to make the

target bleed if it is a humanoid, beast, monstrosity, fiend,

celestial, or aberration. The target must make a Constitution

saving throw, or take piercing damage equal to the number

rolled at the end of its next three turns.

Debilitating Blow. When you hit a creature with a melee

weapon attack, you can expend a specialty die to weaken the

creature. You add the number rolled to the attack’s damage

roll. The target must make a Constitution saving throw, or

have disadvantage on its next attack.

Disable. When you make a melee weapon attack, you can

expend a specialty die and add it to the attack roll. On a hit,

the creature must make a Constitution saving throw or be

incapacitated until the end of its next turn.

Gaping Wound. When you hit a creature with a melee

weapon attack, you can expend a specialty die to badly wound

it. You add the number rolled to the attack’s damage roll. The

first time the target is healed within the next minute, the

amount of hit points restored is reduced by half of the

damage done by your attack.

Grievous Injury. When you make a melee weapon attack,

you can expend a specialty die and add it to the attack roll. On

a hit, the creature is injured until the end of your next turn,

and your attack deals no damage. Each time the creature

takes damage from a melee weapon attack during this time,

the attacker may roll an additional 1d6 and add it to the

attack’s damage roll. This may only happen a number of times

up to your number of Sneak Attack dice.

Hamstring. When you hit a creature with a melee weapon

attack, you can expend a specialty die to slow the creature.

You add the number rolled to the attack’s damage roll. The

target must make a Dexterity saving throw, or have their

speed reduced to zero until the end of their next turn.

Heart Pierce. When you hit a creature with a melee

weapon attack, you can expend a specialty die and add it to

the damage dealt. If you applied your Sneak Attack damage

to the attack, you may reroll a number of Sneak Attack dice

equal to half your proficiency modifier, using the new rolls.

Inflict Pain. When you hit a creature with a melee weapon

attack, you can expend a specialty die to inflict immense pain

on the creature. The target must make a Wisdom saving

throw or be afflicted with terrible pain, and become

frightened of you until the end of your next turn.

Loose Muscles. When you use the Dodge action as an

action or bonus action, you can roll a specialty die and add

the number rolled to your AC until the beginning of your next

turn.



Rolling with the Punches
Starting at 9th level, your study of anatomy has taught you

how best to lessen the impact of attacks against you.

Whenever you use your Uncanny Dodge feature, you gain

temporary hit points equal to your proficiency bonus + your

Dexterity modifier.

These temporary hit points are applied after you take the

damage from the attack, and last for 1 minute or until you use

this feature again.

Improved Combat Specialty
At 13th level, your technique for turning anatomical

knowledge to combat purposes improves. Your specialty dice

turn into d8’s. At 17th level, they turn into d10’s.

Relieve Pressure
Also at 13th level, your knowledge of anatomy extends to

aiding your allies. During a short or long rest, you can spend

10 minutes utilizing an ally’s pressure points to allow them to

better rest. A creature you use this feature on can reroll a

number of rolled hit dice equal to your Dexterity modifier,

using the new results.

Additionally, if you spend 1 hour massaging a creature

before a long rest, that creature can remove 1 level of

exhaustion while still gaining all the normal benefits of a long

rest. A creature may only benefit from this if it has two levels

of exhaustion or less, and they may only benefit from this

once a month.

Anatomy of a Monster
It would be unreasonable to expect any character
to know everything about every kind of creature
under the sun (or moon, or ground, or sea...), but
many of the generalities of anatomy remain the
same.

In case an anatomist character comes across a
new and strange creature, their abilities of
observation can let them quickly adapt to it. In the
first round of combat, your DM might require that
your character spend an action or bonus action to
observe the creature before using any subclass
features on it.

However, unless the creature is incorporeal, an
anatomist should be able to use their features
normally, following the restrictions as given in this
document.

Relentless Specialty
Starting at 17th level, when you roll initiative with no

specialty dice remaining, you regain one specialty die.
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