Spellswords & Magic Knights
Two Fighter Subclasses & Spellbook Rules for Eldritch Knights
When it comes to making a gish – that is, a caster who relies on some mixture of melee combat and spellcasting – most players are forced to turn to multi-classing. Invariably, a few levels of Fighter tacked onto the casting class of choice offer the brunt of the built, along with carefully selected spells. While the release of the Hexblade Warlock subclass in Xanathar’s Guide to Everything gave gish players a fun new way to augment their multi-classing, I find myself wondering what the gish landscape would look like if the magic came to the Fighter subclass, rather than levels of Fighter being an exported good to casters who like holding a sword.	Comment by Lynn Caldwell: This section needs to begin with color about what it feels like to play this class. I associate “gish” with Githyanki specifically, so that might be a place to start. Something that is told from the point of view of someone observing the gish/spellsword/etc might work, or from the perspective of a PC of one of these subclasses. 
This document aims to offer a look at what Fighters might look like if they had the Druid and Warlock sub-class equivalents to the Eldritch Knight, and to bring the Eldritch Knight more in line with the rules that govern the magic of Wizards.
Spellswords
This is a relatively small revision of the Eldritch Knight subclass in the Player’s Handbook  that; while the changes are small, they have far-reaching consequences for the subclass. The changes fully recasts this fighter subclass as a Fighter-Wizard, and answers a question posed subtly by the mechanics of the game: where do Eldritch Knights get their spells? Wizards, like Fighters, cast with Intelligence, which is mechanically reflected with a spell book, and this suggestings that the source of their Wizards’ magic is academic study. Fighters also cast with their Intelligence, but have no such mechanics in placeand this revision adds mechanics that reflect the academic nature of their spellcasting.
To address this, this edit to the Eldritch Knights built using to this revision into the Player’s Handbook PhB grants the subclassuse a spellbook, which can include any wizard spell, and prepare spells before entering combat. a spellbook, removes restrictions to which spells they can learn, and forces them to prepare spells.  This brings them in-line with the rules of D&D 5e that govern the only pure casting class in the game that uses Intelligence.	Comment by Lynn Caldwell: I think it’s a suuuuuper bad rhetorical look for us to frame documents as us “fixing” WotC’s content, because a) that content is our espoused hobby, and b) it makes any audience member who enjoys the EK “wrong” according to your rhetorical framework. Instead, you’re offering another way to use the EK framework. 

Also we don’t eeeeeever want to “force” anyone to do anything, ever. Instead, these are the features of this revision to the subclass.	Comment by bartholomew.klick@gmail.com: But they did it wrong
The subclass also gains a pair of quality-of-life improvements:Spellswords they can declare a type of weapon to use as a spellcasting focus, making sword-and-board play a bit less cumbersome, and they can read spell scrolls as a bonus action, making the creation and purchasing of these items a slightly more attractive option in longer campaigns.
Naming
The phrase “Eldritch Knight” strongly implies a warrior in the service of an eldritch being, such as The Great Old One. In consideration of this, this fighter subclass revision will be referred to as a Spellsword. The phrase Eldritch Knight is being reserved for another subclass later in this document that represents a crossing of Warlocks and Fighters.	Comment by Lynn Caldwell: I get why you would do this, but I think ultimately it will cause more confusion to have a subclass that is called an Eldritch Knight but is not in fact a RAW Eldritch Knight. I strongly suggest instead coming up with a different name for your Warlocky EK. The potential for misunderstanding this causes imo far outweighs being technically linguistically correct about the phrasing.	Comment by bartholomew.klick@gmail.com: I will die on the hill of being technically correct. Or swap the names back. One of those.
Spellcasting
At third level, the Spellsword can choose spells as described on page 75 of the Player’s Handbook, but with the following changes: 
Spells Known of First 1st-Level and Higher	Comment by Lynn Caldwell: This is house style. 	Comment by bartholomew.klick@gmail.com: You’re house style.
At 3rd level, you have a Spellbook spellbook containing three 1st-level Wizard wizard Spells spells of your choice (See Player’s Handbook, pg. 210.). Your Spellbook spellbook is the repository of the Wizard wizard Spells spells you know, except for your Cantripscantrips, which are fixed in your mind.
There are no restrictions to the schools of magic that a Spellsword spellsword can learn, so long as the spells chosen are from the Wizard wizard spell list.
The Spells Known column of the Eldritch Knight Spellcasting Table (See below; adapted from on page Player’s Handbook pg. 75 of the Players Handbook.) shows when you can learn more wizard spells of 1st level or higher. The spells you choose must be of a level for which you have spell slots.
Table 1: Eldritch Knight Spellcasting Table	Comment by Lynn Caldwell: This information is all OGL so there is no reason to refer the reader to another document,
	Level
	Cantrips Known
	Spells
Known
	Spell slots per spell level

	
	
	
	1st
	2nd
	3rd
	4th

	3rd
	2
	3
	2
	-- 
	--
	--

	4th
	2
	4
	3
	--
	--
	--

	5th
	2
	4
	3
	--
	--
	--

	6th
	2
	4
	3
	--
	--
	--

	7th
	2
	5
	4
	2
	--
	--

	8th
	2
	6
	4
	2
	--
	--

	9th
	2
	6
	4
	2
	--
	--

	10th
	3
	7
	4
	3
	--
	--

	11th
	3
	8
	4
	3
	--
	--

	12th
	3
	8
	4
	3
	--
	--

	13th
	3
	9
	4
	3
	2
	--

	14th
	3
	10
	4
	3
	2
	--

	15th
	3
	10
	4
	3
	2
	--

	16th
	3
	11
	4
	3
	3
	--

	17th
	3
	11
	4
	3
	3
	--

	18th
	3
	11
	4
	3
	3
	--

	19th
	3
	12
	4
	3
	3
	1

	20th
	3
	13
	4
	3
	3
	1



You may add spells to your spellbook as detailed on page 114 of the Player’s Handbook in the “Your Spellbook sidebar.	Comment by Lynn Caldwell: The inset you’re referring readers to is almost entirely color text; if we want color text, we should be adding our own. 
Spellswords are not dedicated academics, however; the time and cost in gold they need to copy spells into their Spellbooks spellbooks are doubled, unless they have levels in Wizard wizard equal to or surpassing their levels in Fighterfighter.
Preparing and Casting Spells
The Eldritch Knight Spellcasting tTable (See above.) shows how many Spell spell Slots slots you have to cast your known Spells spells of 1st level and higher. To cast one of these Spellsspells, you must expend a slot of the spell's level or higher. You regain all expended Spell Slots when you finish a Long long Restrest.
You prepare the list of Wizard wizard Spells spells that are available for you to cast. To do so, choose a number of Wizard wizard Spells spells from your Spellbook spellbook equal to your Intelligence modifier + half your Fighter fighter level (rounded up). The Spells spells must be of a level for which you have Spell spell Slotsslots.
For example, if you're a 8th-level Fighterfighter, you have four 1st-level and two 2nd-level Spell spell Slotsslots. With an Intelligence of 16, your list of prepared Spells spells can include seven Spells spells of 1st or 2nd level, in any combination, chosen from your Spellbookspellbook. If you prepare the 1st-level spell Magic magic Missilemissile, you can cast it using a 1st-level or a 2nd-level slot. Casting the spell doesn't remove it from your list of prepared Spellsspells, but it does consume one spell slot.
You can change your list of prepared Spells spells when you finish a Long long Restrest. Preparing a new list of Wizard wizard Spells spells requires time spent studying your Spellbook spellbook and memorizing the incantations and gestures you must make to cast the spell: at least 1 minute per Spell spell Level level for each spell on your list.
Spellcasting Focus
You can use an arcane focus as a Spellcasting spellcasting focus for your Wizard wizard Spellsspells. Choose a type of martial or simple weapon – for example, longswords or short bows. This type of weapon can always be a spellcasting focus for you.
Combat Prima Vista
At 7th level, the Spellsword spellsword gains the ability to cast spells from spell-scrolls it can read as a bonus action.
The subclass retains all other material mentioned in the Player’s Handbook.
Eldritch Knight
This is not an edit to the PHB Eldritch Knight subclass, which this document calls a Spellsword. Rather, this is a subclass that takes the phrase “Eldritch Knight” literally, and recasts it as a warrior in the service of a powerful entity, adding elements from the Warlock subclass to the Fighter.	Comment by Lynn Caldwell: Again, I think this will cause more confusion than it’s worth and strongly suggest coming up with a different name for this subclass. Also, instead of this dry paragraph, give the reader some information about what it *feels* like to play these subclasses. Color text is what makes these documents engaging. 
Eldritch Patron
At 3rd level, the terms of a bargain you’ve made in the past come to fruition. If you already have a warlock pact (for examplee.g., from multiclassing), your pact is with the same entity. If you do not already have a warlock pact, you now decide which entity you have made a bond with: the Archfey, the Celestial, the Great Old One, the Fiend, or the Hexblade.	Comment by Lynn Caldwell: “For example” feels like it’s adding more to a parenthetical than it really is, so the brain gets hung up on it as an operator in the sentence it’s situated in. The eye glazes over “e.g.,” and gets on with it because it registers as a symbol rather than a phrase. 
The Archfey
A short paragraph of color text would be nice here.
You can cause the earth to come to your defense, or to the defense of your allies. As a reaction, when an enemy makes a non-spell attack against you or an ally within 30 feet of you, you can cause the vines, living stone, or other terrain-appropriate feature to rise up and interrupt the attack, imposing disadvantage on it. You may do this a number of times equal to your charisma Charisma modifier.
At Starting at 7th level, when you successfully hit a creature with a weapon attack (including grapples, shoves, and ranged attacks), once per long or short rest, you can use your bonus action to cause vines, living stone, or other terrain-appropriate features to snap out of the ground to grab grapple your grappled victim.  The creature must make a strength Strength saving throw against your spell save DC. On a failure, they are now both prone and restrained. On a successful save, they are merely restrained.	Comment by Lynn Caldwell: This wording implies that the victim must already be grappled in order to be grabbed, and since “grapple” is only one of the options for “weapon attack” above, I don’t think that is what you mean. If it is, then the sentence above needs to reflect this fact and the whole thing should be edited accordingly. 	Comment by Lynn Caldwell: Both of who? This feature only references a creature, not two. 
The creature can use an action to repeat this save at the start of each of its turns.
The Celestial
A short paragraph of color text would be nice here.
Once per long or short rest, you can cause a melee weapon you’re holding to glow with divine energy for ten 10 minutes. While your melee weapon is glowing with divine energy, it casts bright light out thirty feetin a 30-foot radius and dim light out sixty feetin a 60-foot radius, and reveals magically invisible creatures. Until the effect ends, you add your Charisma modifier to your damage rolls in addition to other modifiers.
At 7th level, once per long rest, when your weapon is glowing with divine energy, it also deals 1d6 radiant damage.
The Fiend
A short paragraph of color text would be nice here.
When you reduce a hostile creature to zero hit-points, you can immediately use your Second Wind feature (See Player’s Handbook, pg. 72.), whether or not you have already used it.
At Starting at 7th level, once per long or short rest, you can summon a fiend that is bound to your patron’s will – and thus yours – for ten 10 minutes. The CR of the fiend must be equal to 1/4¼ of your level or lower. The fiend rolls its own initiative, and you control it for the duration of its existence on this plane.	Comment by Lynn Caldwell: House style
At the end of ten 10 minutes, if you are on a plane not native to the fiend, it vanishes back to whence it came. If you are on its native plane, then you lose control of it. It is still bound to your patron, but you must deal with it on your own.
The Great Old One
A short paragraph of color text would be nice here.
Once per long rest, you can manifest up to two 2 weapons from a place beyond reason. These weapons exist in this plane for 1 minute and take the form of weapons in which you are proficient. The color and material of the weapons are both indescribable. When you use these weapons, you gain advantage on attacks against creatures with an Intelligence score of five 5 and higher, provided that they are not aberrations, or warlocks or cultists to a patron similar to yours.	Comment by Lynn Caldwell: I’m not sure what “similar to yours” means here. Do you mean other Old Gods? If so, say so. 
These weapons exist in this plane for one minute. They take the form of weapons in which you are proficient.	Comment by Lynn Caldwell: This is vital information and should be in the main paragraph.
At Starting at 7th level, you see illusions as faint outlines. Illusions cannot harm you, even illusions that ordinarily could.If an illusion would normally harm you, it cannot.  Your patron and creatures like it can still create illusions that affect you.	Comment by Lynn Caldwell: This sentence implies that if the illusion could not normally harm you, it now can. 	Comment by bartholomew.klick@gmail.com: Sounds like a great class feature to me!	Comment by Lynn Caldwell: What are creatures like your patron?? Be specific about these or create horrible arguments at your readers’ gaming tables. 
The Hexblade
A short paragraph of color text would be nice here.
[bookmark: _GoBack]At the end of a long rest, you can focus on a weapon that you own for ten 10 minutes. At the end of ten 10 minutes, this weapon follows you, hovering near your head. You can mentally command this weapon to move up to thirty 30 feet away from you and. You can order it to attack as a bonus action. It uses your Charisma as its attack and damage modifier.
The weapon has your AC minus 2, and half of your hit- points. The effect ends if the weapon is destroyed. If a creature manages to grab the weapon out of the air (by beating its AC with an unarmed melee attack), the creature must make a Charisma saving throw against your spell-save DC. On a success, the effect ends and the creature has your weapon. On a failure, your weapon pulls itself free.	Comment by Lynn Caldwell: And does what? Continues to do what it was doing? Returns to you?
An indestructible weapon that has hit- points because of this class feature is not destroyed if the hit- points are depleted; rather, the weapon falls lifelessly to the floor.
At 7th level, this weapon gains the multi-attack feature, and uses it when you command it to attack. Its multi-attack consists of two melee weapon attacks.
Pact Magic
Your Arcane arcane research and the magic bestowed upon you by your patron have given you facility with spells. 
Cantrips
You gain two 2 Warlock warlock cantrips of your choice. 
Spells Known of First Level1st-Level and Higher
You gain access to your Patron’s patron’s expanded spell- list. If your patron grants cantrips, you gain those as well (See Player’s Handbook, pg. [x] or Xanathar’s Guide to Everything, pg. [x] for your patron’s expanded spell lists.). These are all Warlock spells for you. Your patron’s expanded spell list can be found under in the Warlock subsection of the Player’s Handbook or Xanathar’s Guide to Everything.	Comment by Lynn Caldwell: These spells must all be chosen from the warlock spell list? These spells all function as warlock spells for you (meaning they are cast through Charisma?? Maybe??) What does this sentence meeeeean? Tell your reader specifically how to use these spells; if this information doesn’t help your players do that, is it necessary? 
You may learn a spell from the Warlock warlock spell list at 4th level, 7th level, 8th level, 10th level, 11th level, 13th level, 14th level, 16th level, 19th level, and 20th level. In order to learn a spell, yYou must have a spell slot of high enough level to cast the spell to learn it.
Spell Slots
You have two 2 Warlock warlock spell slots, of a level determined by your fighter’s level (See Table 2: Spell Slot Level by Character Level, below, to determine the level of your spell slots.).
. If you gain Warlock warlock spell slots from another source, you must choose decide at character creation or upon gaining the second set of spell slots whether you have these spell slotsyour character will use these spell slots or the Warlock warlock spell slots from the other source; the two sets of spell slots will not stack. 	Comment by Lynn Caldwell: Correct? 
You gain an additional Warlock spell slot at 17th level in this class.
You regain expended spell slots at the end of a long or short rest.
From 3rd to 6th level, your spell slots are 2nd level. From 7th to 12th level, your spell slots are 3rd level. From 13th to 18th level, your spell slots are 4th level. From 19th to 20th level, your spell slots at 5th level. 
Table 2. Spell Slot Level by Character Level
	Character Level
	Spell Slot Level

	3rd - 6th
	2nd 

	7th-12th
	3rd 

	13th-18th
	4th 

	19th-20th
	5th



You gain an additional Warlock spell slot at 17th level.
You regain expended spell slots at the end of a long or short rest.
From 3rd to 6th level, your spell slots are 2nd level. From 7th to 12th level, your spell slots are 3rd level. From 13th to 18th level, your spell slots are 4th level. From 19th to 20th level, your spell slots at 5th level.
Pact Boon
At 10th level, your patron bestows new power upon you for your loyal service. You gain one of the class features of your choice.
Pact of the Blade
Per Page 107 of the Player’s Handbook.	Comment by Lynn Caldwell: This isn’t enough for a section. A brief explanation of the mechanics of this pact need to be here, even if it’s unchanged; telling the reader to go somewhere else for information pivotal to using your document will inspire them to not use your document. 	Comment by bartholomew.klick@gmail.com: It’s also waaay too weak for tenth level.
Pact of the Shield
You can use your reaction to conjure a shield, which is strapped firmly to your arm. The shield grants you resistance to a type of damage of your choosing, in addition to the normal benefits of a shield. You can dismiss the shield as an action.
Pact of Blood
When you damage an enemy, you can expend hit dice to increase the damage. When you do so, you must spend a number of hit dice equal to the current level of your warlock spell slots. You can spend fewer hit dice if you do not have enough hit dice to satisfy this requirement, but when you use this feature, you must expend the maximum number of hit dice that you are able to. This does not expend a spell slot.
Eldritch Invocations
At 10th level, you gain one 1 Eldritch Invocation from the Warlock warlock or Fighter fghter class. You gain two 2 additional invocations from either list at 15th and 20th level.
Fighter-Class Invocations
Shield of Sight
Requires: Pact of the Shield
Your shield has a massive, living eye on it (or a sigil of an eye, if it makes more sense for your patron), through which you can see through whenever you have the shield equipped. The eye has true sighttruesight and can see in magical darkness as if it were dim light.
Aegis
Requires: Pact of the Shield
Your pact shield now exists in the reverberating threads of arcane power that entwine the world, allowing it to protect you from the essence of spells before they manifest in the physical world. Your shield now adds +2 to your saving throws.
Avenger
Requires: Pact of the Blade
When you are holding your pact weapon, your reaction speed exceeds the normal bounds imposed on mortals. Attacks of opportunity no longer consume your reaction.
Ethereal Blade
Requires: Pact of the Blade
Your pact weapon becomes untethered from reality, becoming faint and translucent. It now deals force damage, gains +2 to weapon attacks, and can pierce through solid objects as if they were a tenth of their thickness. When it does this, it leaves no evidence that it has passed through the object, though it affects creatures normally.	Comment by Lynn Caldwell: Do you mean by “affects creatures normally” that they are damaged by the blade as normal, or that somehow the blade makes a distinction between living and nonliving targets? 
Fountain of Blood
Requires: Pact of Blood
Your pact Pact of blood Blood allows you to affect nearby creatures by sending reverberations through the threads of magic that invisibly entwine the world, and affect nearby creatures. When you kill a creature with your Pact of Blood feature, every creature within five 5 feet of you must pass a Charisma saving throw or suffer the damage from of your last most recent attack as well.
Blood Oath
Requires: Pact of Blood
You have learned a small bit of magic revolving around the manipulation of blood. When a creature deals damage to you, you can use your reaction to curse it. Creatures cursed in this way have disadvantage when attacking anyone other than you, and they must pass a Charisma saving throw at the start of each turnof its turns or else take force damage equal to one 1 of your fighter hit dice plus + your constitution Constitution modifier in force damage.
The effect ends when neither you nor the other creature can see one another.
Warp
You have learned from your patron that time and space are illusory, and you know a trick to manipulate this. When you hit a creature with a ranged weapon attack, you can use a bonus action to teleport to a space within 5 feet of that creature. You may use it once per short or long rest.
When you use this ability, you can appear with any valid arrangement of ranged or melee weapons stowed on your person or drawn and in your hands as you see fit.
Protective Oath
When you speak to your friends, you weave a small protective spell in with your words, tethering you to them. When an ally you have spoken to in the last day is struck by a melee attack, you are aware of it and can use your reaction to appear within 5 feet of that ally, so long as that ally is within 200 feet of you.
Green Knight
Where Eldritch Knights serve entities of other planes, the Green Knight fights in defense of the Material Plane, and has as its lord none other than the heart of nature Nature itself. Some Green Knights are sworn to protect nature against encroaching settlements and the exploitative mining and farming of the humanoid races. Others work for the balance of such projects to help these races find a fair place in the natural world. 	Comment by Lynn Caldwell: Surely the heart of nature is female? Possibly agendered? But male? LOL. 	Comment by bartholomew.klick@gmail.com: I don’t have an agendered word for lord in the correct register of English tho	Comment by Lynn Caldwell: My vote is capitalize this since we’re personifying it (her :p ).
At Home in Wild Places
At 3rd level, you gain advantage on survival checks and nature checks while in the terrain type of your choice. choose a terrain type. You have advantage on survival checks and nature checks while in the terrain you’ve chosen. You can always find safe shelter, or the means of creating it, while in your terrain type, or the means of creating safe shelter.
Primal Accuracy
At 3rd level, your proficiencyyou gain expertise with Clubsclubs, Quarterstavesquarterstaves, Greatclubsgreatclubs, Slingsslings, and Blowguns blowgunsincreases to Expertise: and you gain half your proficiency bonus again to attack rolls made with these weapons. Additionally, you gain half of your proficiency bonus as damage to attacks made with these weapons.
If you ever take the Great Weapon Master feat, your Champion of the Glade bonus does not interact with attacks that you choose to take a -5 check with.
Spellcasting
At third3rd level, you learn 2 cantrips from the Druid druid spell list, and can prepare a number of Druid druid spells equal to your Wisdom modifier, not including cantrips.
You gain an additional cantrip at 10th level.
Friend of Wild Things
At 7th level, you can summon a beast of CR 2 or lower that is native to your current terrain type. The beast arrives within 1d6 rounds, and serves you loyally until you dismiss it, summon another beast, or harm it (If you are in an urban area, the beast you summon is delayed by an additional 1d6 rounds.). Your beast moves on its own initiative, but is under your command. If you fall unconscious, your beast defends your body to the best of its ability. If you die, the beast continues to fight loyally, and if it survives, retreats to the wilderness. You can use this feature once per day.
If you are in an urban area, the beast you summon is delayed by an additional 1d6 rounds.
The beast you summon is randomly chosen by the DM, unless you are in the terrain type you chose with your At Home in Wild Places feature, in which case you may choose which type of beast you summon. 	Comment by Lynn Caldwell: Ew, why? What would be the benefit of the ability if the DM gets to pick? 	Comment by bartholomew.klick@gmail.com: Fite me
Your beast must be CR 2 or lower.
Your wisdom Wisdom modifier is added to the beast’s armor Armor classClass, to a maximum of 18. It gains hit-points equal to twice your Fighter level whenever you gain a level in this class.
Your beast’s hit- points total is the maximum allowed by its hit dice and constitution Constitution modifier. It gains hit points equal to twice your fighter level when you gain a level in this class.
Your beast moves on its own initiative, but is under your command.
If you fall unconscious, your beast defends your body to the best of its ability. If you die, the beast continues to fight loyally, and if it survives, retreats to the wilderness.
Bonded to the Realm
At Starting at tenth 10th level, your Second Wind also restores an expended spell slot, and your Action Surge allows you to cast a spell as a bonus action. 
During a long or short rest, you can perform a 5-minute ceremony that allows you to change the terrain- type of your At Home in Wild Places feature.
Aura of Thorns
At Starting at 15th level, when creatures damage you or an ally within 15 feet of you with a weapon attack (including claws or teeth), that creature suffers 2d8 plus your Wisdom modifier as force damage. If you have marked the creature (under marking rules in the DMGSee Dungeon Master’s Guide, pg. [x] for rules on marking.), this damage critically hits. If you are not playing with marking rules, the damage critically hits the last creature you hit with a melee weapon attack. A creature can only take this damage once per turn.
Parts of creatures, such as claws and teeth, count as weapons for the purpose of determining what is or is not a weapon attack. 
Wild Growth
At 18th level, when you use your second Second wind Wind feature, you also cause the land around you to flourish. If you are in your preferred terrain, and it is cursed, blighted, or under the effect of a spell that negatively affects it or you in any way, your Wild Growth nullifies the effect for its 1-minute duration of one minute.
This terrain springs to life in your defense, sprouting vines, jags of stone, or other appropriate appendages, with the result that all terrain. The result of this is that Terrain  within 15 feet of you becomes rough terrain for enemies. It remains this way for an hour after you leave that spot, and the effect follows you. Additionally, you and your allies within 15 feet gain temporary hit- points equal to 2d10 + your wisdom Wisdom modifier at the start of every turn. You may use this feature once per long or short rest.
