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THE CHOSEN ONE

Vampire slayers are human warriors that fight against the forces of darkness and 
protect humanity from evil. They are a long line of female heroes imbued with the 
superhuman strength and skill to hunt vampires and demons. For most of recorded 
history, there has only been one slayer in each generation, the new slayer being 
activated when her predecessor dies. Girls born with the potential to be the next 
slayer are simply known as “potentials”. They may spend their whole lives as normal 
humans, never becoming the slayer.

ACTIVATED POTENTIALS

In the early 2000’s, The First Evil declared war on the entire slayer institution by 
hunting down and killing potential slayers. This elaborate plan was an attempt to end 
the slayer line. Fearing for their lives, many potentials sought out Buffy Summers for 
protection. After the defeat of The First Evil and the fall of the Sunnydale Hellmouth, 
all potentials on earth were activated as slayers by the effects of Willow Rosenberg’s 
spell. This shift in the balance of the battle between good and evil was unlike any the 
world had ever seen.
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1st  +2 1D4 --- --- The Chosen One, Prophetic Dreams, 
Slayer Strength

2nd +2 1D4 --- --- Hand-To-Hand Combat Training, 
Weapon Mastery, Superhuman Agility

3rd +2 1D4 +10 ft. 15 ft. Superhuman Speed, Slayer Sense, Slayer 
Discipline

4th +2 1D4 +10 ft. 20 ft. Ability Score Improvement, Accelerated 
Healing

5th +3 1D6 +10 ft. 25 ft. Extra Attack, Slayer Reflexes

6th +3 1D6 +15 ft. 30 ft. Slayer Discipline feature

7th +3 1D6 +15 ft. 35 ft. Evasion, Night Patroller

8th +3 1D6 +15 ft. 40 ft. Ability Score Improvement

9th +4 1D6 +15 ft. 45 ft. Final Blow (1 Dice), Weapon Mastery

10th +4 1D6 +20 ft. 50 ft. Slayer Discipline feature

11th +4 1D8 +20 ft. 55 ft. Guardian Of The Hellmouth

12th +4 1D8 +20 ft. 60 ft. Ability Score Improvement

13th +5 1D8 +20 ft. 65 ft. Blindsense, Final Blow (2 Dice), 
Weapon Mastery

14th +5 1D8 +25 ft. 70 ft. Slayer Discipline feature

15th +5 1D8 +25 ft. 75 ft. Death Is My Gift, The Chosen One

16th +5 1D8 +25 ft. 80 ft. Ability Score Improvement

17th +6 1D10 +25 ft. 85 ft. Final Blow (3 Dice), Slayer Discipline 
feature

18th +6 1D10 +30 ft. 90 ft. Elusive, Weapon Mastery

19th +6 1D10 +30 ft. 95 ft. Ability Score Improvement

20th +6 1D10 +30 ft. 100 ft. She Alone Will Stand

THE SLAYER

Level

Prof. 

Bonus

Slayer

Strength

Superhuman 

Speed

Slayer

Sense

Features

CREATING A SLAYER

When building your slayer, consider your circumstances when you shifted from 
potential to slayer. Were you hiding from The First’s minions? Being preliminarily 
trained by your Watcher? Were you in Sunnydale with Buffy in the heart of the 
action during the climactic battle? Were you even aware of the existence of vampires 
before you were activated? The answers to these questions will determine how you 
feel about your newfound power, and inform who you choose to surround yourself 
with.
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CLASS FEATURES

Slayers may only be human and they must have been 
assigned female at birth. A slayer may not multiclass, nor 
may any other class take slayer as a multiclass option. 
They can, however, be transformed into a half demon or 
vampire. As a slayer, you gain the following class features.

HIT POINTS

Hit Dice: 1d10 per slayer level
Hit Points at 1st Level: 10 + your Constitution modifier
Hit Points at Higher Levels: 1d10 (or 6) + your 
Constitution modifier per slayer level after 1st

PROFICIENCIES

Armor: None
Weapons: Simple weapons, stakes, longswords, rapiers, 
shortswords, quarterstaffs, light crossbows, heavy 
crossbows, scythes
Tools: None
Saving Throws: Strength, Constitution
Skills: Choose two skills from Acrobatics, Athletics, 
History, Insight, Intimidation, Investigation, Perception, 
Stealth, and Survival

EQUIPMENT

You start with the following equipment, in addition to the 
equipment granted by your background:
•	3 wooden stakes
•	 (a) one heavy crossbow and 20 arrows or (b) two hand 

crossbows and 20 bolts
•	 (a) a shortsword, (b) a rapier, or (c) a quarterstaff
•	A cross necklace
•	 (a) a vampire slayer’s pack or (b) a runaway’s pack

THE CHOSEN ONE

Beginning at 1st level, you have been chosen as a slayer. 
The forces of evil know the slayer as the scourge of the 
underworld and will seek to destroy you. When monsters 
identify your class they will either see you as a challenge 
and make you the target of their attacks or flee in terror. 
This is determined by the DM and dependent upon the 
monster’s intelligence, wisdom, challenge rating, etc.

At 15th level, your status as the chosen one works in your 
favor. Those who work on the side of The Powers That Be 

see you as a leader. You now always roll at advantage when 
rolling for Persuasion or Intimidation.

PROPHETIC DREAMS

At 1st level, you begin to have strange dreams of the past 
and future. You relive the memories and lives of past slayers 
while you sleep. Alternatively, you may also receive vague 
prophetic dreams of the future that warn you of coming 
danger. The nature and frequency of prophetic dreams is 
determined by the dungeon master.

SLAYER STRENGTH

Also at 1st level, your strength has increased dramatically 
compared to average humans. You can roll a d4 in place of 
the normal damage of your unarmed strike. Additionally, 
you may add a d4 to the damage when using melee 
slayer weapons, which are stakes, longswords, rapiers, 
shortswords, quarterstaffs, and scythes. This die changes 
as you gain slayer levels, as shown in the column of the 
Slayer table.

HAND-TO-HAND COMBAT TRAINING

Beginning at 2nd level, your training in hand-to-hand 
combat gives you an edge when fighting using unarmed 
strikes. When you use the Attack action with an unarmed 
strike on your turn, you can make one unarmed strike as 
a bonus action. For example, if you take the Attack action 
and attack with an unarmed strike, you can also make an 
unarmed strike as a bonus action, assuming you haven’t 
already taken a bonus action this turn.

WEAPON MASTERY

At 2nd level, and again at 9th, 13th, and 18th, your 
advanced training in traditional slayer weapons allows 
you to utilize their master techniques. Choose one of 
the following options. You can’t take a Weapon Mastery 
option more than once.

Stake

While you are wielding a stake, if a hostile creature misses 
you with a melee attack, you can use your reaction to 
attack with your stake.

Stave

While you are wielding a quarterstaff, you may attempt to 
knock down your target on a successful attack. The target 
makes a Constitution saving throw using your Dexterity 
ability score as the DC. On a failure, they are knocked 
prone.
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Blade

While you are wielding a sword, opportunity attacks 
against you are made with disadvantage.

Heavy Crossbow

You gain a +2 bonus to attack rolls you make with heavy 
crossbows.

Hand Crossbows

While you are wielding two hand crossbows, you may 
reload both during your attack action as if you were 
wielding one.

Scythe

While you are wielding a scythe, you can use your action 
to make a melee attack against any number of creatures 
within 5 feet of you, with a separate attack roll for each 
target.

SUPERHUMAN AGILITY

Also at 2nd level, while you are wearing no armor and 
not wielding a shield, your AC equals 10 + your Dexterity 
modifier + your Constitution modifier.

SUPERHUMAN SPEED

Starting at 3rd level, your speed increases by 10 feet while 
you are not wearing armor or wielding a shield. This 
bonus increases when you reach certain slayer levels, as 
shown in the Slayer table.

SLAYER SENSE

Beginning at 3rd level, you can use your action to focus 
your supernatural awareness on the area around you. For 
1 minute you can sense whether the following types of 
creatures are present within 15ft: aberrations, celestials, 
elementals, fey, fiends, and undead. This feature doesn’t 
reveal the creatures’ location or number. This distance 
increases as you gain slayer levels, as shown in the column 
of the Slayer table.

SLAYER DISCIPLINE

At 3rd level, you choose a traditional slayer discipline that 
has been passed down from generation to generation. You 
may choose between Physical, Mental, or Spiritual. Your 
discipline choice grants you features at 3rd level and then 
again at 6th, 10th, 14th, and 17th level.

ABILITY SCORE IMPROVEMENT

When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th level, you can increase one ability score of your 
choice by 2, or you can increase two ability scores of your 
choice by 1. As normal, you can’t increase an ability score 
above 20 using this feature.

ACCELERATED HEALING

At 4th level, you are able to heal at a faster rate than most 
humans. Whenever you regain hit points, gain additional 
hit points equal to your slayer level.

EXTRA ATTACK

Beginning at 5th level, you can attack twice, instead of 
once, whenever you take the Attack action on your turn.

SLAYER REFLEXES

Starting at 5th level, when an attacker that you can see hits 
you with an attack, you can use your reaction to halve the 
attack’s damage against you.

EVASION

At 7th level, your instinctive agility lets you dodge out 
of the way of certain area effects, such as a fireball spell. 
When you are subjected to an effect that allows you to 
make a Dexterity saving throw to take only half damage, 
you instead take no damage if you succeed on the saving 
throw, and only half damage if you fail.

NIGHT PATROLLER

Also at 7th level, you have become accustomed to hunting 
evil at night and require less rest than before. When 
taking a short rest, you may count it as a long rest once per 
day. Additionally, you gain advantage whenever making 
perception checks at night. 

FINAL BLOW

Beginning at 9th level, you can roll one additional Slayer 
Strength die when determining the extra damage for 
a critical hit with a melee attack. This increases to two 
additional dice at 13th level and three additional dice at 
17th level.

GUARDIAN OF THE HELLMOUTH

At 11th level, your calling as the slayer draws you to 
defend areas of concentrated evil. Subconsciously, you feel 
compelled to protect the human population of cities and 



HELLMOUTH: 5E BUFFYVERSE HOMEBREW VOLUME I: SLAYER & WATCHER /  PAGE 5

locations built on or near Hellmouths. Additionally, you 
always have advantage when rolling an attack roll, ability 
check, or saving throw when you are trying to stop the 
opening or effect of a Hellmouth.

BLINDSENSE

Starting at 13th level, if you are able to hear, you are aware 
of the location of any hidden or invisible creature within 
10 feet of you.

DEATH IS MY GIFT

At 15th level, your victory in battle can inspire others. 
Whenever you slay an enemy, you may use a bonus action 
on your turn to choose one creature other than yourself 
within 60 feet of you who can see you. That creature 
gains one Slayer Inspiration die, a d10. Once within the 
next 10 minutes, the creature can roll the die and add the 
number rolled to one ability check, attack roll, or saving 
throw it makes. The creature must decide to use the Slayer 
Inspiration die before they roll. Once the Slayer Inspiration 
die is rolled, it is lost. A creature can have only one Slayer 
Inspiration die at a time.

ELUSIVE

Beginning at 18th level, you are so evasive that attackers 
rarely gain the upper hand against you. No attack roll has 
advantage against you while you aren’t incapacitated.

SHE ALONE WILL STAND

At 20th level, you become an unparalleled champion 
against the forces of darkness. Once on each of your 
turns, you can add your Slayer Strength dice to the attack 
roll of an attack you make against aberrations, celestials, 
elementals, fey, fiends, and undead. You can choose to use 
this feature before or after the roll, but before any effects 
of the roll are applied.

SLAYER DISCIPLINES

There comes a point in every slayer’s career in which she 
must choose the path that her training takes. While her 
watcher can assess her strengths and guide her, the choice 
is hers alone to make.

PHYSICAL

Focusing her efforts on physical training gives a slayer 
a deadly edge on the field of battle. The physical slayer 
discipline enhances a slayer’s already impressive combat 
prowess and strength.

Slayer Endurance

Beginning when you choose this discipline at 3rd level, 
you have a limited well of stamina that you can draw on 
to protect yourself from harm. On your turn, you can use 
a bonus action to regain hit points equal to 1d10 + your 
Slayer level. You do not apply the effect of Accelerated 
Healing to this feature. Once you use this feature, you 
must finish a short or long rest before you can use it again.

Adrenaline Rush

Starting at 6th level, you can push yourself beyond normal 
human limits for a moment. On your turn, you can take 
one additional action on top of your regular action and a 
possible bonus action. Once you use this feature, you must 
finish a long rest before you can use it again.

Hardened Fighter

At 10th level, you are resistant to bludgeoning, piercing, 
and slashing from nonmagical attacks.

Retaliation

Starting at 14th level, when you take damage from a 
creature that is within 5 feet of you, you can use your 
reaction to make a melee weapon attack against that 
creature.

Survivor

At 17th level, you attain the pinnacle of resilience in battle. 
At the start of each of your turns, you regain hit points 
equal to 5 + your Constitution modifier if you have no 
more than half of your hit points left. You don’t gain this 
benefit if you have 0 hit points.
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MENTAL

Some slayers prefer to charge into battle, hacking and 
stabbing their way through challenges. Others solve their 
problems by hitting the books with their watchers. The 
mental slayer discipline allows for tactical thinking and a 
quickness of the mind that not all slayers possess.

Intensive Study

Through your study of the Slayer Handbook at 3rd level, 
you gain proficiency with three skills of your choice.

Mental Refocus

Starting at 6th level, you can use your action to end one 
effect on yourself that is causing you to be charmed or 
frightened.

Fortified Mind

At 10th level, you are resistant to psychic damage and 
have advantage when rolling to resist an effect that would 
charm or frighten you. 

Use Magic Device

By 14th level, you have learned enough about the workings 
of magic that you can improvise the use of items even 
when they are not intended for you. You ignore all class, 
race, and level requirements on the use of magic items.

Tactical Mastery

When you reach 17th level, you have become adept at 
laying ambushes and quickly escaping danger. You can 
take two turns during the first round of any combat. You 
take your first turn at your normal initiative and your 
second turn at your initiative minus 10. You can’t use this 
feature when you are surprised.

SPIRITUAL

Brawn and brains go far in the fight against evil, but 
some slayers prefer to look beyond tradition and use 
unconventional resources. The spiritual slayer discipline 
taps into the mystical aspects of the slayer calling.

Meditation

Beginning when you choose this discipline at 3rd level, you 
may meditate while taking a short or long rest to remove 1 
level of exhaustion.

Focused Spirit

By 6th level, your instincts are so honed that you have 
advantage on initiative rolls.

Resistance To  Magic

At 10th level, you have advantage on saving throws against 
spells and other magical effects.

Invoke The Primal  Slayer

At 14th level, your study of the mystical origins of the 
slayer line allows you to contact the spirit of the first slayer 
for guidance. While meditating, you may spiritually reach 
out to Sineya, the first slayer, and ask up to three questions 
that can be answered with a simple statement. You must 
ask your questions before the meditation ends. You receive 
a correct answer for each question. Sineya isn’t omniscient, 
so you might receive “unclear” as an answer if a question 
pertains to information that lies beyond her knowledge. 
She is also likely to speak in riddles that you need to solve 
yourself. Once you use this feature, you must finish a long 
rest before you can use it again.

Gift Of The  Shadowmen

When you reach 17th level, you will be offered a choice by 
the Shadowmen, the ancient order mages that created the 
first slayer. The Shadowmen will deliver a set of shadow 
casters to you, mysteriously acting through a person you 
know or a strange circumstance. It is up to you to figure 
out the ritual to activate them. Once summoned, they will 
offer you more power in exchange for making you less 
human. If you accept, you may double your roll for Slayer 
Strength, double your distance for Superhuman Speed, or 
double the amount of healing you receive from Accelerated 
Healing once per long rest. However, your alignment now 
shifts at the discretion of the DM. If you decline the gift, 
you will never be offered it again and the shadow casters 
will vanish from your possession.
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GUARDIANS OF THE SLAYER

The Watcher’s Council is at the forefront of the fight against evil. Descended from 
the Shadowmen, the Council is forever linked to the legacy of the slayer line. The 
title of watcher is given to those who swear oaths to the Council to uphold the ideals 
of the institution and combat the forces of darkness. Traditionally, watchers guide 
the Slayer to be an instrument in this fight. Watchers are trained from a young age to 
become experts in the supernatural. They devote their lives to studying lore, combat, 
strategy, magic, and prophecies.

REMNANTS OF THE COUNCIL

After the events of The First’s war on the slayer institution, the Watcher’s Council 
lay in ruin. Much of their resources were destroyed in the attack on the Council’s 
headquarters. The systematic assassination of potential slayers and their watchers 
also greatly weakened the once powerful organization. However, the Watcher’s 
Council still has various strongholds of information across the world. Though not 
as powerful as they once were, what remains of the Council is available to support 
active Watchers in their fight against evil.
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1st  +2 Council’s Resources, Watcher’s Oath, Human Frailty --- --- --- ---

2nd +2 Area Of Study, First Aid, Student Of Language --- --- --- ---

3rd +2 Council Department, Spellcasting 2 --- --- ---

4th +2 Ability Score Improvement 3 --- --- ---

5th +3 Weapon Mastery 3 --- --- ---

6th +3 Area Of Study 3 --- --- ---

7th +3 Council Department feature 4 2 --- ---

8th +3 Ability Score Improvement 4 2 --- ---

9th +4 Student Of Language 4 2 --- ---

10th +4 Perfect Recollection 4 3 --- ---

11th +4 Weapon Mastery 4 3 --- ---

12th +4 Ability Score Improvement 4 3 --- ---

13th +5 --- 4 3 2 ---

14th +5 Area Of Study 4 3 2 ---

15th +5 Council Department feature 4 3 2 ---

16th +5 Ability Score Improvement 4 3 3 ---

17th +6 --- 4 3 3 ---

18th +6 Area Of Study 4 3 3 ---

19th +6 Ability Score Improvement 4 3 3 1

20th +6 Council Department feature, Perfect Recollection 
improvement

4 3 3 1

THE WATCHER

Level 1st

Spell Slots per Spell Level

2nd 3rd 4th

Prof. 

Bonus

Features

CREATING A WATCHER

When building your watcher, you should think about your relationship to the 
Watcher’s Council. Not every watcher will work with a slayer in their career. Are 
you accustomed to fighting on the front lines or pulling strings behind the scenes? 
Where were you during the attack on the Council’s headquarters? Did you narrowly 
escape with your life? Were you a world away, working in a foreign branch or in the 
field? Watchers are a dying profession. What keeps you fighting the good fight?
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CLASS FEATURES

Watchers may only be human. A watcher may multiclass 
as a witch or civilian. They may also be transformed into 
a half demon or vampire. As a watcher, you gain the 
following class features.

HIT POINTS

Hit Dice: 1d6 per watcher level
Hit Points at 1st Level: 6 + your Constitution modifier
Hit Points at Higher Levels: 1d6 (or 4) + your 
Constitution modifier per watcher level after 1st

PROFICIENCIES

Armor: None
Weapons: Simple weapons, stakes, longswords, rapiers, 
shortswords, quarterstaffs, light crossbows, heavy 
crossbows
Tools: None
Saving Throws: Intelligence, Wisdom
Skills: Choose two skills from Arcana, History, Insight, 
Investigation, Medicine, Nature, Perception, Religion.

EQUIPMENT

You start with the following equipment, in addition to the 
equipment granted by your background:
•	1 wooden stake
•	 (a) a shortsword, (b) a rapier, or (c) a quarterstaff
•	A Watcher’s Library (page 16)

•	Certification documents confirming your affiliation 
with the Watcher’s Council. 

•	1 first aid kit
•	 (a) council official’s pack or (b) headquarters survivor’s 

pack

COUNCIL’S RESOURCES

Beginning at 1st level, you may access your personal library 
to attempt to identify supernatural happenings, predict 
foretold omens, classify demons, or seek the wisdom of 
former watchers for inspiration. You must have a specific 
topic in mind when consulting your books. Finding useful 
information takes 1d8 hours of uninterrupted research. 
The information you find is determined by the DM and is 
dependent on your library’s extensiveness and the rarity of 
the information you seek.

You can add rarer books to your personal library as you 
collect them. If you require a book on a specific topic or 

books in your personal library are destroyed, you can 
order copies from the Watcher’s Council. Rare books 
cannot always be replaced.

WATCHER’S  OATH

At 1st level, you have taken a sacred oath to uphold the 
ideals and mission of the Watcher’s Council. Under this 
oath, you agree to keep the secret of the battle between 
good and evil from the general human public, accept 
assignments from the Watcher’s Council, regularly report 
back to the council, refrain from consorting with the 
forces of darkness, and mentor a slayer should you be 
assigned one.

If you uphold your oath and are a member in good standing, 
the council compensates you on a monthly basis. You 
receive a check for $250 x your watcher level at the end 
of every month. Additionally, the Watcher’s Council will 
pay modest housing costs and assist with inconspicuous 
job placement that allows your true work to remain secret. 

HUMAN FRAILTY

As a human, you are not built for the harsh nightly war 
between good and evil that you are a part of. When you 
take a long rest, you do not regain all of your lost hit 
points. Instead, you roll your total remaining hit dice pool 
to recover hit points. You then recover hit dice as normal 
when you’ve finished your long rest. Additionally, when 
monsters identify your class they will usually make you the 
target of their attacks.

AREA OF STUDY

When you reach 2nd level, and again at 6th, 14th, and 
18th level, you can select one type of creature to focus 
your area of study on. You may choose aberration, beast, 
celestial, construct, dragon, elemental, fey, fiend, giant, 
monstrosity, ooze, plant, or undead. As an action, you may 
attempt to recall information about a creature you can see 
of your chosen creature type. Roll an Intelligence check 
against the monster’s challenge rating. If your roll is higher 
than the challenge rating, you recall the creature’s damage 
vulnerabilities, damage resistances, damage immunities, 
and condition immunities. If your roll exceeds the 
challenge rating by 10+, you know the creature’s special 
traits, attack actions, reactions, and legendary actions as 
well. You can’t take an Area Of Study option more than 
once.
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FIRST AID

At 2nd level, the threat of constant nightly danger has 
made learning first aid skills a necessity for you. You know 
life saving skills such as CPR and choking emergency 
responses as well as general knowledge in the treatment of 
burns, cuts, lesions, poisoning, etc. 

When using a first aid kit, you are able to restore hit points 
and cure minor ailments. You have 1d4 first aid dice per 
watcher level. You may spend 10 minutes treating a target 
by expending as many of your first aid dice as you wish.  
Alternatively, you can expend 5 points rolled on your first 
aid dice to cure the target of one disease or neutralize one 
poison affecting it. Your first aid dice replenish when you 
take a long rest, and each first aid kit allows you 10 uses 
of this ability. This is in addition to the kit’s 5 stablization 
uses.

STUDENT OF LANGUAGE

Also at 2nd level, your intense study of texts from all over 
the world has given you a mastery of different languages. 
You may select 3 additional languages to add to your 
proficiencies. These may be currently used languages, 
dead human languages, or demonic languages.

At 9th level, your advanced study of language and ancient 
mysteries allows you greater ease when attempting to 
crack ciphers or other coded texts. You roll with advantage 
when attempting to translate a text, break a coded message, 
or understand a cipher.

COUNCIL DEPARTMENT

At 3rd level, you choose a department within the Watcher’s 
Council to dedicate your service. You may choose between 
Operations, Bureaucratic, or Mystical Services. Your 
discipline choice grants you features at 3rd level and then 
again at 7th, 15th, and 20th level.

SPELLCASTING

At 3rd level, utilizing your personal library and magical 
knowledge, you can cast Watcher Spells.

Cantrips

Lacking an innate connection to the magicks, you are 
unable to cast cantrips. However, you may cast cantrips if 
you choose Mystical Services as your Council Department 
(page 12).

Preparing and Casting Spells

The Watcher table shows how many Spell Slots you have 
to cast your Spells of 1st level and higher. To cast one of 
these Spells, you must expend a slot of the spell’s level 
or higher. You regain all expended Spell Slots when you 
finish a long rest.

You prepare the list of Watcher Spells that are available for 
you to cast, choosing from the Watcher spell list. When 
you do so, choose a number of Watcher Spells equal to 
your Watcher level (minimum of one spell). The Spells 
must be of a level for which you have Spell Slots.

For example, if you are a 7th-level Watcher, you have 
four 1st-level and two 2nd-level Spell Slots. Your list of 
prepared Spells can include seven Spells of 1st or 2nd 
Level, in any combination. If you prepare the 1st-level 
spell Revoke Invitation Ritual, you can cast it using a 1st-
level or 2nd-level slot. Casting the spell doesn’t remove it 
from your list of prepared Spells.

You can change your list of prepared Spells when you 
finish a long rest. Preparing a new list of Watcher Spells 
requires time spent in study: at least 5 minutes per Spell 
Level for each spell on your list.

Spellcasting Ability

Intelligence is your Spellcasting Ability for your Watcher 
Spells. The power of your Spells comes from your extensive 
study of magic. You use your Intelligence whenever 
a Watcher spell refers to your Spellcasting Ability. In 
addition, you use your Intelligence modifier when setting 
the saving throw DC for a Watcher spell you cast and 
when making an Attack roll with one.

Spell save DC = 8 + your Proficiency Bonus + your 
Intelligence modifier

Spell Attack modifier = your Proficiency Bonus + your 
Intelligence modifier

ABILITY SCORE IMPROVEMENT

When you reach 4th level, and again at 8th, 12th, 16th, 
and 19th level, you can increase one ability score of your 
choice by 2, or you can increase two ability scores of your 
choice by 1. As normal, you can’t increase an ability score 
above 20 using this feature.
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WEAPON MASTERY

At 5th level, and again at 11th, your advanced training 
in traditional slayer weapons allows you to utilize their 
master techniques. Choose one of the following options. 
You can’t take a Weapon Mastery option more than once.

Stake

While you are wielding a stake, if a hostile creature misses 
you with a melee attack, you can use your reaction to 
attack with your stake.

Stave

While you are wielding a quarterstaff, you may attempt to 
knock down your target on a successful attack. The target 
makes a Constitution saving throw using your Dexterity 
ability score as the DC. On a failure, they are knocked 
prone.

Blade

While you are wielding a sword, opportunity attacks 
against you are made with disadvantage.

Heavy Crossbow

You gain a +2 bonus to attack rolls you make with heavy 
crossbows.

Hand Crossbows

While you are wielding two hand crossbows, you may 
reload both during your attack action as if you were 
wielding one.

PERFECT RECOLLECTION

Beginning at 10th level, you can push the limits of your 
mind to remember a creature’s capabilities with perfect 
recollection. As an action, you may roll percentile dice to 
visually analyze a creature you can see to try and recall it 
from your studies. If you roll a number equal to or lower 
than your Watcher level, you may look at the creature’s stat 
block. If you are able to perfectly remember a creature’s 
stats, you can’t use this feature again for 5 days. Otherwise, 
you can use it again after you finish a long rest.

At 20th level, your perfect recollection automatically 
succeeds, no roll required.

COUNCIL 

DEPARTMENT

The Watcher’s Council is a bureaucratic institution with 
many facets and interests. After a Watcher’s basic training, 
and based on their aptitude and skills, they are placed in 
one of the many departments that allow the council to 
function.

OPERATIONS

Of the various departments of the Watcher’s Council, only 
the Operations department works directly with the Slayer. 
These field operatives are the slayer line’s direct support. 
They act as mentors to the slayer, train potential slayers 
for their possible activation, or stand watch in all corners 
of the world against the rising tide of evil. 

Field Operative  Training

When you choose to work in the Council’s Operations 
Department at 3rd level, your physical endurance increases 
from extensive work in the field. Your hit dice are now 
1d8 per watcher level instead of 1d6. In addition, you 
immediately gain 1d12 hit points.

Study Of Combat

At 7th level, you may choose an additional option from the 
Weapon Mastery feature. 

Network Of Contacts

At 15th level, you have become a well known crusader 
against the forces of darkness in your community’s 
underworld. You have up to three trusted human contacts 
you can depend on for support. These could be bar owners, 
coven leaders, local politicians, demon hunters, etc. The 
members of this network will assist you for free as you 
see fit, with information, gifts, etc. However, they won’t 
endanger themselves, jeopardize their positions, or act 
against their own moral compasses for you.

Tactical Mastery

When you reach 20th level, you have become adept at 
laying ambushes and quickly escaping danger. You can 
take two turns during the first round of any combat. You 
take your first turn at your normal initiative and your 
second turn at your initiative minus 10. You can’t use this 
feature when you are surprised.
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BUREAUCRATIC

The Council’s Bureaucratic division is responsible for 
diplomacy, public relations, and paperwork. At a glance, 
it may appear to be the dullest department. However, 
bureaucratic Watchers can pull strings in the human world 
that most people never have access to. 

Expert Negotiator

Starting at 3rd level, you gain proficiency in your choice 
of the Deception, Intimidation, or Persuasion skills. 
Additionally, you may reroll an attempt to negotiate or 
haggle once per long rest. 

Document Procurement

At 7th level, you become proficient in the forgery kit. 
Additionally, you may fabricate incredibly legitimate 
looking “official” documents. This process takes you 1 
hour per set of documents. 

Restricted  Clearance

Starting at 15th level, you are able to cross police lines, gain 
access to government facilities, or enter other restricted 
areas unencumbered. This feature only admits you into 
restricted areas, not your entire party. Some limitations to 
your clearance may arise at your DM’s discretion.

Legal Influence

When you reach 20th level, your connections in politics 
and governance allow you influence over legal affairs. 
Once per week, you can pull the strings of the human 
world to produce various effects. These can include, but 
are not limited to:
•	Revocation of licenses (driver’s, business, liquor, etc.)
•	Deportation of legal immigrants
•	Eviction from residences
•	Termination of employment
•	Reopening of existing criminal charges

The DM determines the effectiveness and outcome of 
your legal tampering.

MYSTICAL SERVICES

Magic is an invaluable tool in the fight against evil. The 
Council’s Mystical Services department is responsible for 
understanding the mysteries of magic and weaponizing it 
for the forces of good. These members of the Council have 
dedicated their lives to the study of ancient arcane secrets.

Mystical Services  Spells

3rd  /  Bless, Sanctuary
7th  /  Detect Thoughts, Zone Of Truth
15th  /  Counterspell, Daylight
20th  /  Arcane Eye, Banishment

Cantrips

When you choose this department at 3rd level you 
learn four cantrips: Guidance, Light, Sacred Flame, and 
Thaumaturgy.

Mental Amplification

Beginning at 7th level, you add your Intelligence modifier 
to the damage you deal with any cantrip or spell.

Practiced Concentration

At 15th level, you have put in many hours and honed 
your concentration during spellcraft. While you maintain 
concentration on a spell, you have a +3 bonus to your AC 
and saving throws.

Advanced Magicks

When you reach 20th level, you may cast Antilife Shell, 
Hallow, Legend Lore, or Scrying without the required 
material components or the use of a spell slot. You may 
only cast one of these spells in this way per long rest.
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WATCHER SPELL LIST

1st Level

Alarm (Players Handbook)

Aspect Of Demon Reversal (Watcher Spell)

Consecrate (Watcher Spell)

Detect Evil And Good (Players Handbook)

Detect Magic (Players Handbook)

Identify (Players Handbook)

Revoke Invitation Ritual (Watcher Spell)

Witch Test (Watcher Spell)

2nd Level

Augury (Players Handbook)

Lifting The Veil (Watcher Spell)

Locate Object (Players Handbook)

Locate Animals Or Plants (Players Handbook)

Magnus Tripod (Watcher Spell)

Words of Anatole (Watcher Spell)

3rd Level

Circle of Kayless (Watcher Spell)

Dispel Magic (Players Handbook)

Magic Circle (Players Handbook)

Remove Curse (Players Handbook)

Tirer La Couverture (Watcher Spell)

Vision Quest (Watcher Spell)

4th Level

Divination (Players Handbook)

Enjoining Spell (Watcher Spell)

Breath of the Atropyx (Watcher Spell)

Locate Creature (Players Handbook)
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WATCHER SPELLS

ASPECT OF DEMON REVERSAL

1st-level abjuration

Casting Time: 10 minutes
Range: Touch
Components: S, M (holy water and the heart of the 
demon that infected the target)
Duration: Instantaneous

Some demons can infect a human with an aspect of 
themselves on contact. These aspects can be problematic or 
even fatal to their hosts. To remove this aspect you make a 
potion of holy water and the diced heart of the demon that 
infected your target. Within a minute of swallowing the 
potion the target’s aspect of the demon is removed.

BREATH OF THE ATROPYX

4th-level conjuration (ritual)

Casting Time: 10 minutes
Range: Touch
Components: V, S, M (essence of toad, twice blessed 
sage, and a gilded cauldron worth at least $100)
Duration: 10 minutes

Also known as The Living Flame, this ritual is used in the 
destruction of dangerous magical artifacts. You summon 
a living flame inside of the cauldron that lasts for 10 
minutes. Any magical items placed inside the cauldron 
will be burned away and destroyed, their enchantments 
broken.

CIRCLE OF KAYLESS

3rd-level abjuration (ritual)

Casting Time: 10 minutes
Range: 120 feet
Components: V, S, M (a book, crystal, urn, or other such 
receptacle to store a demon)
Duration: Instantaneous

This spell traps an aberration, fiend, or fey creature’s 
essence in an inanimate object of your choosing. An 
unwilling creature must make a Wisdom saving throw to 
avoid the effect. After the spell the creature is now, for 

all intents and purposes, a non-sentient magical item with 
no magical effects other than housing the essence of the 
creature. The transformation lasts indefinitely or until the 
target is released from their binding by destruction of the 
item or other magical means.

CONSECRATE

1st-level abjuration (ritual)

Casting Time: 10 minutes
Range: Touch
Components: V, S, M (pure salt, a chosen vessel such 
as a vial of natural water, unleavened bread, or a stick of 
incense.)
Duration: Instantaneous

You cleanse your chosen vessel with pure salt and imbue it 
with divine blessings. You can create a vial of holy water, 
a communion wafer, or a stick of holy incense. If a fiend 
or undead comes into contact with your consecrated item 
they take 1d4 radiant damage.

ENJOINING SPELL

4th-level transmutation (ritual)

Casting Time: 10 minutes
Range: 60 feet
Components: V, S, M (A deck of tarot cards, 4 candles, 
and a magic gourd worth $300)
Duration: Concentration, up to 1 minute.

You call upon the spirit of the first slayer to magically enjoin 
the essences of 4 people to grant the slayer temporary 
near-invincibility. You require the following participants  
to properly perform the ritual:
•	 Spiritus, the spirit: A human with at least an 18 Wisdom.
•	 Animus, the heart: A human with at least an 18 Charisma.
•	 Sophus, the mind: A human with at least an 18 

Intelligence.
•	 Manus, the hand: A slayer with at least an 18 Strength.

With the ritual complete, the people representing Spiritus, 
Animus, and Sophus are considered incapacitated and 
restrained. The slayer has the following abilities for the 
duration of the spell:
•	 Advantage on all attack rolls, ability checks, and saving 

throws.
•	 Modern technology and electrical devices malfunction 

within a 30 ft radius of the slayer.
•	 The slayer can cast the following spells at will without 

utilizing material components or spell slots: Banishment, 
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Blur, Cure Wounds, Detect Magic, Detect Thoughts, 
Lesser Restoration, Levitate, Sanctuary, Shield, 
Telekinesis, Tongues

The power granted by this spell has extreme consequences. 
The people representing Spiritus, Animus, Sophus, and 
Manus each take 1 point of exhaustion. In addition, the 
spirit of the first slayer haunts their dreams for 1d6 days. 
Each person takes 1d12 psychic damage each time they 
wake from a long rest within this time span.

LIFTING THE VEIL

2nd-level divination (ritual)

Casting Time: 10 minutes for potion, 1 action to cast
Range: 30 feet
Components: V, S, M (a potion made of holy water, 
sulphur, and molasses)
Duration: Instantaneous

You brew a potion of holy water, sulphur, and molasses 
for 10 minutes. The potion lasts indefinitely if not used 
immediately. To cast, you toss the potion at a point within 
your throwing distance. All creatures within 30 feet of 
the smashed potion vial must make a 16 DC Constitution 
saving throw. On a failure, any spells or abilities they are 
using to alter their appearance are canceled, revealing 
their true form.

MAGNUS TRIPOD

2nd-level abjuration (ritual)

Casting Time: 10 minutes
Range: Touch
Components: V, S, M (4 candles and 4 scapulas filled 
with sage and sulphur)
Duration: 24 hours

You create a ward against undead influence that protects 
up to 5,000 square feet of floor space to a height of 40 feet 
above the floor. To do so, three people must form the 
points of a triangle with you as the center. They can be 
any equal distance away from you within 2,500 feet. You 
must all chant the incantation and light your candles at 
exactly midnight. A circle of protective energy is created 
from the triangle’s center to each point of the triangle. For 
the spell’s duration, undead creatures can’t take actions, 
bonus actions, or reactions while within the circle. They 
may still move, but they cannot move closer to the center 
of the circle than they were when it was cast. 

REVOKE INVITATION RITUAL

1st-level abjuration (ritual)

Casting Time: 10 minutes
Range: 30 feet
Components: V, S, M (burning moss herbs, a sprinkling 
of holy water, and two small crosses)
Duration: Instantaneous

Once a vampire has been invited into a human’s home, 
they are always welcome to enter. A home is any enclosed 
space with an entrance that a human owns. To revoke 
this invitation, the person that invited the vampire inside 
must be within 30 feet when casting this spell. You hang 
two small crosses on either side of the entrance where the 
vampire entered the home. After the ritual is complete, 
the vampire is no longer welcome in the home and cannot 
physically enter any longer. If they are in the home when 
the ritual is cast they are pushed out by an invisible force.

TIRER LA COUVERTURE

3rd-level divination (ritual)

Casting Time: 1 hour
Range: Self
Components: S, M (burning incense, a circle of sand, 
and various talismans)
Duration: Concentration, up to 10 minutes

After an hour of deep meditation, this spell gives you the 
ability to see things as they actually are. For the duration, 
you have truesight, notice secret doors hidden by magic, 
and can see into the Ethereal Plane, all out to a range of 120 
feet. Additionally, for the duration, you sense the presence 
of magic within 30 feet of you. If you sense magic in this 
way, you can use your action to see a faint aura around any 
visible creature or object in the area that bears magic, and 
you learn its school of magic, if any.

VISION QUEST

3rd-level divination (ritual)

Casting Time: 10 minutes
Range: 30 feet
Components: V, S, M (a campfire, a magic gourd worth 
at least $100, and a slayer)
Duration: 8 hours

You temporarily hand over your guardianship of the slayer 
to a spirit guide that allows her to access some hidden 
knowledge or illusive answer to a problem. The slayer’s 
guide appears to her in a form of its choosing. She may ask 



HELLMOUTH: 5E BUFFYVERSE HOMEBREW VOLUME I: SLAYER & WATCHER /  PAGE 16

her guide up to three questions that can be answered with 
a simple statement. She must ask her questions before the 
vision quest ends. She will receive a correct answer for 
each question. She might receive “unclear” as an answer 
if a question pertains to information that lies beyond the 
guide’s knowledge. It is also likely to speak in riddles that 
she must solve herself. Once the slayer wakes from her 
vision quest, she has resistance to psychic damage for 24 
hours.

WITCH TEST

1st-level divination

Casting Time: 10 minutes for potion, 1 action to apply
Range: Touch
Components: S, M (eye of amphibian, quicksilver, aqua 
fortis, and a bit of the target’s hair)
Duration: Instantaneous

You brew a potion of eye of amphibian, quicksilver, aqua 
fortis, and a bit of the target’s hair for 10 minutes. The 
potion lasts indefinitely if not used immediately. To cast, 
you apply the potion to a target’s skin. If the target has cast 
a spell within the last 48 hours, their skin turns blue for 10 
minutes.

At Higher Levels. When you cast this spell using a spell 
slot of 2nd level or higher, the 48 hour spell detection 
increases by 24 hours for each slot level above 1st.

WORDS OF ANATOLE

2nd-level abjuration (ritual)

Casting Time: 1 minute
Range: 10 feet
Components: V, S, M (holy water and powdered iron or 
rust)
Duration: 1 hour

You create a 10 foot sphere of magical energy centered 
on a point on the ground that you can see within range. 
The circle affects fey, fiend, or undead creatures in the 
following ways:
•	Any spell, ability or effect that was caused or cast by 

the creature is immediately dispelled or negated within 
the sphere. 

•	Any possessions or attachments held by the creature 
are immediately ended.

•	The creature can’t willingly enter the sphere.

EQUIPMENT

STAKE

Simple Slayer Melee Weapon, common

Cost: N/A (created from whittling wood)
Damage: 1d4 piercing damage
Weight: 0.5 lbs
Properties: Light, Special

This item is made entirely of wood. After 6 successful 
attacks the stake splitters and breaks, rendering it unusable 
as a weapon. 

STANDARD SCYTHE

Martial Slayer Melee Weapon, uncommon

Cost: $30
Damage: 1d10 slashing damage
Weight: 4 lbs.
Properties: Two-handed, Heavy

WATCHER’S  LIBRARY

Cost: $600 / Weight: 10 lbs

A leather satchel containing the following volumes:
•	The Watcher’s Diaries: Detailed journals kept by 

former Watchers about the slayers they mentored.
•	The Watcher’s Codex: A book of practical spells for 

defense against the forces of darkness. 
•	 “Vampyr”, The Vampire Slayer Handbook: 

Everything a slayer needs to know about her calling. 
•	Pergamum Codex: A collection of prophecies that 

are seldom wrong. Contains foretold accounts of the 
slayer’s role in the end times.

•	A collection of demonology index texts
•	Relevant historical archives

FIRST AID KIT

Cost: $30 / Weight: 3 lbs

This kit is a metal box containing bandages, medications, 
ointments, tourniquets, and other light medical equipment. 
The kit has five uses. As an action, you can expend one 
use of the kit to stabilize a creature that has 0 hit points, 
without needing to make a Wisdom (Medicine) check.
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VAMPIRE SLAYER’S PACK

Cost: $30

Includes a backpack, a silver cross, a vial of holy water, 3 
communion wafers, a lighter, a hand mirror, a flashlight, a 
knife for whittling, 3 days rations, a bottle of water.

RUNAWAY’S  PACK

Cost: $40
Includes a rut sack, a bedroll, a tarp, a swiss army knife, a 
toiletry bag, a mess kit, 5 days rations, a canteen of water, 
30 feet of nylon rope.

COUNCIL OFFICIAL’S  PACK

Cost: $50
Includes a briefcase, a passport, a Watcher’s Council 
clearance badge, expense report forms, a fountain pen, a 
Watcher’s Council stationary set, and an overnight bag.

HEADQUARTERS SURVIVOR’S PACK

Cost: $45

Includes a backpack, a hunting knife, a wooden cross, a 
lucky charm, 3 days rations, a canteen of water, and an 
irreplaceable document salvaged from the attack.
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