
  
You gain proficiency with whips, and can infuse them with

magical energy. Whips that you use can magically extend and

stick. As an action or bonus action, you may target a surface,

object or creature within 20 feet. If the target is Small or

Smaller, you can make a Strength (Athletics) grappling check

to pull it to you and grapple it. Alternatively, if the target is

Medium or larger, you can choose to be pulled to it, this does

not grapple it. If it as a surface or large object, you can choose

to hold onto at the point you grappled if there is something to

grab onto.

  
You always find a way to maneuver social situations, you gain

the following benefits:

Your Charisma Score increases by 1 to a maximum of 20.

You can infuse magic in your words. When you make a

Charisma (Persuasion) check or Charisma (Deception)

check, you can reroll the dice after seeing the result. You

can do so once per short or long rest.


You have made it an art to bring attention to yourself, not

always in a pleasant way, you gain the following benefits.

Your Charisma Score increases by 1 to a maximum of 20.

As a bonus action, you can point at a target within 30 feet

of you and ridicule them. If the target has the ability to

understand a language, it falls for the taunt. Until the start

of your next turn it has advantage on attack rolls against

you, and disadvantage on attack rolls against other

creatures. Once you use this ability, you can’t use it again

until you roll initiative at the start of combat or until you

finish a short or long rest.

  
You are accustomed to the eerie and fleeting paths present in

the fey realms. You gain the following benefits.

Your Intelligence or Wisdom Score increases by 1 to a

maximum of 20.

You cannot get lost by magical or non-magical means, and

have on +5 bonus to checks and saves against illusions.

 

GM Note: You could give advantage instead of +5,
but then the player would know that it is an
illusion, whereas the +5, the GM can add behind
the screen.


