
Valkyrie

D
escending with glowing feathered wings onto

the graveyard that was once a battlefield, a

beautiful woman finds the last living vestige of a

war. "Your fight is over," she tells him in a strong

voice as she reaches down to him. He takes her

hand and is lifted away from his mortal coil to

join her at the gods' side.

 

Amigst the cry of battle, a golden-haired humanoid woman

ducks and weaves through combat with the grace of a dancer

and the ferocity of an orc. She slays her enemies with ease,

having no second thoughts to her righteous call to action.

Rending through the last of her opponents, she overlooks the

result of her onslaught with stern pride.

 

The Valkyrie is a combat-oriented Female-only class, based

on the celestial beings from Norse mythology that choose

who on the battlefield dies and is brought to the halls of

Valhalla (the Norse equivalent of Heaven, or the afterlife). In

this case, they are winged warriors and Chosen of their

associated deity.  

 

Battlemaiden, Chosen of the Gods
An important aspect to remember is that Valkyries can only

ever be female. They represent both the beauty and strength

of the female form, reveling in both aiding others and finding

glory in combat. They live to fight in the name of their God.

As such, their powers are gifted from their chosen deity --

created for the sake of representing their deity's benevolence

and power. They will always follow a lawful creed, no matter

whether they server a Good or Evil God.  

 

Creating a Valkyrie
The most important aspect of a Valkyrie is to comprehend

their call to action: to protect the innocent and bring the

righteous to their place in the afterlife should they fall in

battle. Although their archetype related to their battle style

doesn't come into play until 3rd level, their Battlemaiden

features allow for heavy customization in combat styles,

improving as they level up.

 

Are you a specialist with the bow, the sword, or the spear?

Do you use a shield or go on the full two-handed offensive?

Do you prefer mounted combat, or are you oriented towards

flying on your own wings?

 

What creed do you follow? Are you protecting the innocent,

are you avenging the fallen, or perhaps you live to die in

glorious battle?



Valkyrie

Level Proficiency Bonus Features

1st +2 Novice Battlemaiden, Wings of the Valkyrie, Forged from Heaven

2nd +2 Swan Song

3rd +2 Nordic Guidance, Archetype Feature

4th +2 Ability Score Improvement, Kiss of Light

5th +3 Extra Attack, Archetype Feature

6th +3 Veteran Battlemaiden

7th +3 Shield Wall

8th +3 Ability Score Improvement, Tears of Light

9th +4 Archetype Feature

10th +4 Oath of Light, Honored Battlemaiden

11th +4 Extra Attack (2), Raven Swarm

12th +4 Ability Score Improvement, Armor of the Chosen

13th +5 Heart of Light

14th +5 Chosen Battlemaiden, Archetype Feature

15th +5 Call to Arms

16th +5 Ability Score Improvement, Sight of the Chosen

17th +6 Archetype Feature

18th +6 Venerated Battlemaiden

19th +6 Ability Score Improvement, Changer of Mortal Fate

20th +6 Arch-Valkyrie

Class Features
Requirements:
Gender: Female  

Alignment: Good

 

As a Valkyire, you gain the following class features:

Hit Points
Hit Dice: 1d10 per Valkyrie level  

Hit Points at 1st Level: 10 + your Constitution modifier  

Hit Points at Higher Levels: 1d10 (or 5) + your Constitution

modifier per Valkyrie level after 1st  

Proficiences
Armor: Light, Medium, Heavy, Shields  

Weapons: Simple, Martial  

Tools: None  

 

Saving Throws: Strength, Constitution  

Skills: Religion and one other skill from Athletics,

Acrobatics, Insight, Investigation, Perception, Persuasion, or

Intimidation  

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:  

(a) Broadsword or (b) Longspear

(a) Chainmail or (b) Scale Mail

(a) an explorer's pack or (b) a dungeoneer's pack

A Shield

A Longbow and a Quiver with 20 Arrows

A Holy Symbol  

 

Broadsword
2d4 Slashing / 3 lbs / Versatile (2d6)

Longspear
1d8 Piercing / 6 lbs / Heavy, Reach, Versatile (1d10)

 

 



Novice Battlemaiden
Every Valkyrie trains in a style that they will perfect over the

course of their life, becoming one of the finest warrior

maidens to walk the earth or soar the skies. At 1st level, a

Valkyrie selects one of the following styles:  

Maiden of the Hunt: +2 to ranged attack rolls.  

 

Maiden of the Raven: When not in combat, your Flying

Speed is increased by 10 ft. You also gain a +2 to Nature

and Perception checks.  

 

Maiden of the Shield: +1 to AC when using Shields.  

 

Maiden of the Spear: +2 to damage rolls using Spears.  

 

Maiden of the Sword: When you roll a 1 or 2 on a

damage die for a melee attack, you can reroll the die and

use the higher number.  

 

Wings of the Valkyrie
Starting at 1st level, your celestial heritage grants you a pair

of feathered wings. You gain a 30 ft fly speed. Your wings can

be hidden, disappearing in a flash of light or folding up into

your back. Hiding or summoning forth your wings is a non-

action. Armor and articles of clothing do not impede your

wings, magically accomodating to fit.  

 

When you are flying, you can teleport up to 20 ft away as a

bonus action. You may use this ability once, and regain the

use after a short or long rest.

Forged From Heaven
Every 1st level Battle Maiden has an origin, which has its

own class of weapons: Bow for the Sky, Sword and Shield for

War, and Spear for the Halls. Each weapon, in the hands of a

Valkyrie, changes into an Artifact as though forged by the

Gods long ago. The special abilities of these weapons

function only for the Valkyrie, and a weapon returns to its

normal mundane state out of the Valkyrie's hands. The

Valkyrie chooses one weapon style when she takes a long

rest, and may change her style again every time she takes a

long rest.  

Bow of the Sky
Level 1: Magical Ammunition and Indestructible

Level 3: Barbed Arrows (Impose -1 Attack Penalty)

Level 6: +1 Weapon

Level 8: Celestial Arms (Advantage vs. Undead, Evil)

Level 10: Hooked Arrows (Impose -2 Attack Penalty)

Level 12: +2 Weapon

Level 16: Rending Arrows (Imposed -3 Attack Penalty)

Sword of War
Level 1: Indestructible

Level 3: Thunderous Blade (+1 Thunder Damage)

Level 6: +1 Weapon

Level 8: Celestial Arms (Advantage vs. Undead, Evil)

Level 10: Storm Blade (+1d3 Thunder Damage)

Level 12: +2 Weapon

Level 16: Tempest Blade (+1d6 Thunder Damage)

Shield of War
Level 1: Indestructible

Level 3: +1 Shield

Level 6: Celestial Defense (+1 AC vs Undead, Evil)

Level 8: +2 Shield

Level 10: Heavenly Defense (+2 AC vs Undead, Evil)

Spear of the Halls
Level 1: Indestructible

Level 3: Calm Mind (Spell DC +1)

Level 6: +1 Weapon

Level 8: Celestial Arms (Advantage vs. Undead, Evil)

Level 10: Focused Mind (Spell DC +2)

Level 12: +2 Weapon

Level 16: Clarity of the Mind (Spell DC+3)

Swan Song
Through the power of your faith, you have gained the ability

to suss out evil. At 2nd level, you gain the ability to use Detect

Good and Evil, which functions as per the spell of the same

name. You may use this ability a number of times equal to

your 1 + Wisdom modifier (minimum 1). You regain the uses

of this ability after a Short or Long Rest.

Nordic Guidance
At 3rd level, you have proven yourself to the gods and earned

their favor as a messenger of their power. You gain one of the

following blessings at 3rd level, and another at 12th level

(these abilties do not stack):

Foresight of Battle: Gain Advantage on Initiative rolls.  

 

Ode to the Gods: Gain proficiency in Performance and

with an Instrument of your choice.  

 

Perseverance of the North: Gain resistance to Cold

damage.  

 

Trickster's Cunning: Gain proficiency in Deception and

with the use of Thieves' Tools.  

 

Watchful Guardian: Gain proficiency in Perception and

are always considered alert to danger when conscious.  

Archetype
At 3rd level, you choose a Maiden Path from Sky and War,

both detailed at the end of the class description. You gain

features at levels 3, 5, 9, 14, and 17.  

Kiss of Light
Starting at 4th level, you can use a bonus action once to call

forth a bright light (30 ft). Allies within the light regain (1d6 +

Wisdom mod) health, and all enemies must make a Wisdom

saving throw against your spell DC or take 1d8 radiant

damage; successful save halves damage. The light effect

remains for 10 minutes before fading away. You regain the

use of this ability after a long rest. At 8th level, and every four

levels thereafter, the heal increases by 1d6 and the damage

by 1d8 (to a maximum of 5d6 and 5d8 at 20th level).  



Extra Attack
At 5th level, you can attack twice instead of once whenever

you make an attack action. This increases to three times at

11th level.  

Veteran Battlemaiden
At 6th level, both your time training with your fellow Valkyries

and experience throughout the years have made you a worthy

opponent in combat and a trusted ally. You hone your skills by

improving your Battlemaiden Style by one step (Novice to

Veteran), or select another Novice style (from the Novice

Battlemaiden class feature list).

Maiden of the Hunt: Your ranged attacks ignore Quarter

Cover. Increase normal range of thrown weapons by 10ft.

and normal range of bows and crossbows by 30ft.. These

range increases do not effect long range and only effect

what is considered normal range of the weapons. 

 

Maiden of the Raven: When not in combat, your Flying

Speed is increased by 20ft. and Land speed by 5ft. Gain

+2 Athletics. When you are ambushed or caught in a

surprise round or ambush, gain a +2 AC for the Surprise

Round.  

 

Maiden of the Shield: Can perform a Shield Bash

instead of a normal attack. A successful hit deals your

weapon's damage dice plus stat modifier halved as

Bludgeoning Damage and does a Shove Attack.  

 

Maiden of the Spear: You gain two Extra Reaction

Actions that can only be used for Attacks of Opportunity.

You no longer suffer Disadvantage for any spear or spear-

like weapon when attacking a target within 5ft. of you.  

 

Maiden of the Sword: You may use the pommel of your

sword to deal Bludgeoning Damage. Piercing and

Slashing attacks with a Sword now inflicts 1 Bleed

Damage. This damage occurs at the start of the target's

turn inflicting the listed damage until it has received

medical attention or magical healing. Bleed damage does

not stack.

Shield Wall
Starting at 7th level, if you are wielding a shield, you can

improve the defenses of a nearby ally. If you are adjacent to

an ally, you can choose to use this ability as a bonus or

reactionary action, providing a +2 to your ally's AC until the

end of your next turn. You regain the use of this ability after a

short or long rest. At 10th level, and every 3 levels thereafter,

you gain another use of this ability per rest, to a total of 5

uses at 19th level.

Tears of Light
At 8th level, you gain the ability to save a dying creature. As

an action, you approach an unconscious creature and cry

golden tears that seep into their wounds, stabilizing them.

Once stabilized, the creature regains consciousness with 10 +

their CON modifier HP. You regain the use of this ability after

a Long Rest.

Oath of Light
At 10th Level, a Valkyrie's oath is not easily broken, even by

the hands of others. You gain Advantage to your saving

throws against effects or spells that would caused Frightened

or Charmed conditions.  

Honored Battlemaiden
At 10th Level, your training as a Valkyrie has been tested and

you have stepped forth into the halls of great warriors. Your

expertise expands encompassing either a highly versatile set

of styles of combat or a master of one style. You may improve

any Battlemaiden Style up one step (Novice to Veteran, or

Veteran to Honored) or select another Novice style.

Maiden of the Hunt: Ignore Resistance to the damage

type of your Ranged Weapon Attacks. Increase the normal

range of thrown weapons by 20ft. and the normal range of

bows and crossbows by 60ft. Increase the long range of

thrown weapons by 60ft. and the long range of bows and

crossbows by 180ft.  

 

Maiden of the Raven: When not in combat, your Flying

Speed is increased by 30ft. and Land speed by 10ft. Gain

+2 Insight and Survival checks, and gain Advantage on

Perception Checks. You do not suffer from flying at high

attitude.  

 

Maiden of the Shield: An enemy hit by your shield bash

must make a DC 13 Constitution Save or be Stunned for

one turn. You have two uses of this feature before needing

to finish a Short Rest to regain them. When in combat and

aware of enemies, you are treated as having Half Cover.  

 

Maiden of the Spear: Treat your reach as 5ft further

when using a Spear, and you may deal Bludgeoning

damage using the haft of the spear. You gain another two

Reactions for the use of Attacks of Opportunity. You

critical hit on a 19-20, instead of the normal 20 on the die.  

 

Maiden of the Sword: Attacks with a sword can critical

on a 19-20 instead of only on a 20. The Bleed damage

increases to 3. Your Land Speed increases by 5ft.  

 

Raven Swarm
At 11th level, the Valkyrie has learned to call down the fury of

their deity. As a bonus action, you summon an unkindness of

ravens to confuse and attack your enemies. Each creature in

a 30 foot cone in front of you must make a Constitution

Saving Throw (DC 10 + the Valkyrie's Constitution modifier)

or take 3d6 piercing damage and be knocked prone; a

successful save halves the damage and the creature stays

standing. The swarm remains for 2 turns, and any creature

entering the cone must make the same save. You have two

uses of this feature, and regain uses after a Long Rest. At

14th level, and every 3 levels thereafter, the damage increases

by another 1d6 piercing.  



Armor of the Chosen
At 12th level, you gain legendary armor granted by your deity;

any armor you adorn gains the following properties only

while worn by the Valkyrie:

 

Weightless: Your armor's weight is halved while worn.  

Indestructible: Your armor cannot be sundered by mortal

means while worn.  

Glowing: As a free action, your armor can glow as per the

light spell, and you may turn this ability on and off at will.  

Celestial Resistance: Gain resistance to Radiant damage. If

you already have radiant resistance from another source,

instead choose an element (acid, cold, fire, necrotic, lightning)

and gain resistance to that element instead.  

Heart of Light
At 13th level, your deity has seen fit to grant you longevity and

vigor. You count as having 4 more Hit Dice than normal when

spending Hit Dice to heal.  

Chosen Battlemaiden
At 14th Level, your expertise continues to grow as you

become even more renowned as a great warrior and

legendary Valkyrie amongst your sisters. You may progress a

Battlemaiden style you know up one step (Novice to Veteran,

or Veteran to Honored) or learn a new Novice style.  

Call to Arms
At 15th level, you learn to call upon your deity to help in the

field of battle. Roll 2d20 + combined total of the party's CON

modifiers to create a health pool shield. Whenever you or a

party member within 100 feet would take damage, it is first

deducted from this health pool. The shield lasts until

depleted, or until the Valkyrie rests. You regain the use of this

ability after a Long Rest.  

Sight of the Chosen
At 16th level, the Valkyrie's deity has deemed them worthy of

their blessing of sight. You gain Darkvision 60ft and Truesight

5ft. If you have Darkvision or Truesight already, instead

increase their range by 60ft and 5ft respectively.  

Venerated Battlemaiden
At 18th Level, there are few who can match your skill at arms

and you are sought far and wide by your kin for your wisdom

in the arts of battle. You may progress two Battlemaiden

styles you know up one step (Novice to Veteran, or Veteran to

Honored) or learn new Novice styles (or any combination of

the two).  

Changer of Mortal Fate
At 19th Level, the Valkyrie may alter the fates of others with

just a thought, cursing or blessing those she deems worthy.

To use this feature, spend an Action and select a target

creature in your line of sight. You may choose to bless or

curse your target. This ability lasts until the end of the

Valkyrie's next turn, however she may spend a bonus action to

concentrate on the target, extending the bonus for up to 3

turns. Requires concentration. You regain the use of this

ability after a Long Rest.  

Bless: Advantage on all Rolls, and their damage is doubled.  

Curse: Disadvantage on all Rolls, and their damage is halved.

Arch-Valkyrie
At 20th level, a Valkyrie has become the epitome of a

battlemaiden in both skill and power. You gain the following

increases:

+2 Str or Dex (This can go above 20)

+2 Con (This can go above 20)

Your Valkyrie Artifact Weapons and Shield are now

considered +3 Weapon and Shield

Your Armor of the Chosen is now considered a +3 Armor

+25 ft. to Fly Speed

Once per Month, you may call out to the gods and ask for

their direct aid or intervention. This functions like the spell

Wish, except for the following changes:

The Gods will always act in your favor, if you fail to word

something precisely enough the Gods will try to interpret

it in the most favorable manner.

You do not suffer from the Stress of casting Wish and

you'll never lose the use of this spell.

You must make a DC 15 Religion Check when using this

spell. Success indicates the spell functions as intended;

failure means that nothing happens.  



Arcehtype: Maiden of Sky
As a Maiden of the Sky, you can quickly engage foes from

extreme distances and unleash a furious bombardment at

long range with your heavenforged bow.

Maiden of Sky Level Ability Gained

3rd Death From Above

5th Supersonic

9th Calamity

13th Wrath

17th Rain of Punishment

Death From Above
Starting at 3rd Level, you can call upon your inner strength.

While flying, target one creature either directly below you.

While using a melee weapon, swoop down upon the target

within 60 ft, landing adjacent to them, and deal an additional

(1d8 + STR mod) radiant damage in addition to normal

weapon damage. This upgrades to 1d10 at 5th level, 1d12 at

8th level, 2d8 at 11th level, 2d10 at 14th level, and 2d12 at

17th Level. You must finish a short or long rest to regain this

ability. At 6th Level, and every 4 levels thereafter, gain an

extra use of this feature (maximum of 5 uses at 18th level).  

Supersonic
At 5th level, you can target one creature in sight and fly

directly to it from within 60 feet instantly, taking an action,

then returning to where you began your turn. If you choose to

attack for your action, your attack will deal an extra 1d6

radiant damage in addition to your normal damage. Striking

the targeted creature with your Artifact Bow will ignore all

close range penalties. At 9th level, and every four levels

thereafter, the damage increases by 1d6 (to a maximum of

4d6 at 17th level). You have two uses of this ability, and regain

all uses after a Short or Long Rest.

Calamity
At 9th level, as a bonus action, you can whisper to your

Artifact Weapon, charging it with a dark aura. For 1 minute,

your attacks deal an additional 1d6 Fire and 1d6 Cold

damage. At 13th level, and every 4 levels thereafter, each

damage increases by 1d6 (maximum 3d6 Fire and 3d6 Cold

at 17th level). You may use this ability a number of time equal

to 1 + your Wisdom modifier (minimum 1). You regain the

uses after a Short or Long rest.

Wrath
At 14th Level, as a bonus action, you can whisper to your

Artifact Bow, charging an arrow and giving it a purple aura.

Select a target within range of your Bow. Once fired, a purple

beam travels it's way to the target and deals 4D8 Force to all

targets in a 30ft radius as a purple and silver aurora dances

around the targets as per the spell Dancing Lights. You

regain the use of this ability after a Long Rest.

 

 

 

Rain of Punishment
At 17th Level, as a command, you can whisper to your Artifact

Bow, charging an arrow and giving it a white aura. Select a

target within range of your Bow. The arrow deals an extra

1d12 Radiant Damage to the target and casts a bright light

illuminating a 60 foot radius around the target. From the

heavens, a glistening volley of arrows comes raining down

upon any foes unlucky enough to be within the light dealing

3d8 Piercing Damage and 2D8 Radiant damage. You must

complete a Long Rest to regain the use of this ability.  



Archetype: Maiden of War
As a maiden of the flames of war, you choose to best your

enemies using the sword or spear with a shield.

Maiden of War Level Ability Gained

3rd Pray to the Gods

5th Spark

9th Valor

13th The Chains That Bind

17th Annihilation

Pray to the Gods
As a 3rd level Valkyrie, you can pray to your deity for

guidance or courage. As a bonus action, you may say a mental

or vocal prayer, and gain a +2 to your next Attack Roll, Ability

Check, or Saving Throws. You may use this ability a number

of times equal to your Wisdom modifier. You regain the uses

upon a short or long rest.  

Spark
Starting at 5th Level, you use a bonus action to ignite the

front of your shield on fire. While your shield is on fire, any

creature that strikes your shield will be engulfed in flames for

2 turns dealing 1d8 per start of your turn. If the creature

would have died instead of being burnt, they explode dealing

1D8 to all creatures (excluding yourself) in a 10 foot radius.

You may use this feature twice per short or long rest.

Valor
Starting at 8th level, you harden your focus and fight like a

Valkyrie fitting of the legends. You're granted the following

abilities:

Resistance to Slashing, Piercing, and Bludgeoning.

Gain a +4 Damage Boost to Weapon Attacks, increasing to

+5 at Level 14 and +6 at Level 20.

Your wings turn to blades. As a reaction, your wings cut

through creatures dealing 1d8 + Str as Slashing Damage

to target creatures moving within 5 ft of you. Increase

damage by 1d8 at 14th and 20th levels.

Valor lasts 1 minute at a time, and can be used 4 times per

Long Rest. Gain an extra use of this ability at 12th, 16th, and

20th levels.

The Chains that Bind
Starting at 14th level, the iron and steel of the gods is capable

of holding any creature bound by them. As an action, slam

your weapon into the ground and target up to 10 non-flying

creatures within 30 feet; great iron chains rise from the earth

to bind them in place. The targeted creatures must make a

DC 15 Strength save. On a failed save, they are bound and

considered Restrained. They may make another save each

round. Regain use of this ability on a Long Rest.

 

 

 

 

Annihilation
At 17th level, the road has been long and riddled with bones

of the fallen. You have seen much bloodshed and it has filled

your heart and mind until you can bring true devastation

upon your foes. By using a full turn, you cause your eyes burn

like fire, your skin glows like the sun, your wings shimmer

and fade like a dying star, and you create a supernova-like

explosion that deals 6d10 Radiant Damage to all enemies

within a 60 ft radius around you. You must complete a Long

Rest to regain the use of this ability.


