


ABOUT THIS PACK:

The AID Series consists of monthly materials released by Blaine
Simple for 5E and beyond! You're free to share this pack privately
with friends and family, but please refrain from uploading the
materials publicly online.

BALANCE PATCHES AND HOTFIXES

This pack will stay updated for 3 months after its initial release!
Patrons can join our public discord server and check out the
#anime-pack-updates channel for frequent balance changes and
format edits. Feel free to download the newest updated packs as
soon as you see an announcement there!

Also, if you're a patron and haven'’t received your special Patreon
tag on discord, please make a request in the #claim-your-tags
channel.

CHARACTER ARCHETYPES

Archetypes are optional features that can be added to an existing
character at any point in the game. Once an archetype is added to
a character, it cannot be removed, and the character cannot gain
any other Archetype.
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Product Identity:

The following items are hereby identified as Product Identity, as defined in the Open Game License version 1.0a, Section 1(e), and are not
Open Content: All trademarks, registered trademarks, proper names (characters, deities, etc.), dialogue, plots, storylines, locations, charac-
ters, illustrations, and trade dress. (Elements that have previously been designated as Open Game Content or are in the public domain are not

included in this declaration.)
Open Content

Except for material designated as Product Identity (see above), the game mechanics of this game product are Open Game Content, as defined
in the Open Game License version 1.0a Section 1(d). No portion of this work other than the material designated as Open Game Content may

be reproduced in any form without written permission.
Content Held Within

Any reproduction or unauthorized use of the material or artwork contained herein is prohibited without prior permission by Blaine Simple.
Reference to other copyrighted material in no way constitutes a challenge to the respective copyright holders of that material.



https://www.blainesimple.com/
https://discord.gg/dAbxDRw

CHARACTER ARCHETYPE

GUARDIAN

Guardians are stalwart defenders, always at the front lines to
shield their allies from harm. They tirelessly hone their reactions
and tolerances to keep others out of danger. Guardians selfishly
put others before themselves and derive pain from their com-
panions’ struggles. A Guardian’s desire for self sacrifice is almost
demanded as they become distraught if allies fall in battle before
them.

ABILITY SCORES
Your Constitution score increases by 1. If you possess a different
ability score with a 12 or higher, reduce its score by 1.

(ABILITY) FRONT-LINE RESOLVE

You feel the most prepared when you're what stands between
opposition. After making an opportunity attack while in initiative
order, you gain 1d4 temporary hit points. You can benefit from
this feature no more than once per round.

(FORCED ABILITY) UNGUARDED FEAR

The sight of fallen allies startles you. If an ally player character
you can see is reduced to 0 hit points while in initiative order, you
gain the poisoned condition until the end of your next turn. This
feature can trigger up to once per initiative order.

OPTIONAL PERSONALITY TRAITS

It's my duty to protect those who can’t protect themselves.

I'm always the first to jump into action.

I have a soft spot for those who show bravery in the face of
adversity.

OPTIONAL FLAWS

I often underestimate the severity of my injuries and refuse to
seek help.

I can be overprotective to the point of being overbearing.

Nobody should have to be in more pain than me.




CHARACTER ARCHETYPE

FAITHFUL

Faithful are characters who hedge their prayers on cosmic
retribution. They choose to believe that regardless of how poor
a situation becomes, fate will dictate that the transgressors be
punished. To many, a faithful character’s optimistic assumptions
for the future may seem insane due to current affairs. Even so,
faithful help to steel resolve and pray for better days.

ABILITY SCORES
Your Wisdom score increases by 1. If you possess a different abili-
ty score with a 12 or higher, reduce its score by 1.

(ABILITY) AVENGE ALLY

You inspire others to avenge who've fallen before them. When an
allied creature you can see within 30 feet of you drops to O hit
points, you can use your reaction to give a different allied creature
you can see in the same range advantage on their next d20 roll,
lasting until the end of their next turn. Once you use this feature,
you can't do so again until you roll initiative, or finish a short or
long rest.

(FORCED ABILITY) UNDESERVING AID

Knowing that people elsewhere are hurting makes you reluctant
to accept the support they could have had. You refuse to, and can-
not benefit from regaining hit points more than once per round.

OPTIONAL PERSONALITY TRAITS

I try to be a shining example of character to flaunt a sense of
superiority against my transgressors.

My situation can’t possibly be worse than that of others.

You'll find me helping communities and spreading beliefs
to mark my character as being on the correct side of history.

OPTIONAL FLAWS

Even if I barely have the means to, I'll pitch in to help anyone
in need.

The mere thought of my enemies makes me unreasonably
emotional.

I actively avoid luxuries to stay relatable with the less fortunate.



CHARACTER ARCHETYPE

CRAFTY

Crafty characters deal with challenges by combining a slew of
basic skills. They prefer using knowledge in creative ways to
accomplish tasks far greater than any one skill could carry. Crafty
characters, however; loathe relying on a single trump card to get
Jjobs done. To them, there's an optimal solution that’ll take a com-
bination of all their trainings to solve.

ABILITY SCORES

Three different ability scores below 10 that you possess increase
by 1. Your highest ability score is then reduced by 1 (if a tie,
choose).

(ABILITY) VERSATILE TRADES
Quick tricks help you make the most out of any plan. You gain a
+1 bonus to every skill you lack proficiency in.

(FORCED ABILITY) BACK TO BASICS
You've never taken the time to master any singular talent. You
suffer a -1 penalty to every skill you have proficiency in.

OPTIONAL PERSONALITY TRAITS

I'm always trying to pick up new skills from people willing to
teach a thing or two.

I try to only keep practical and versatile tools on my person.

I dutifully keep tabs on the skills of my companions,
always synergizing their strengths with my own witty plans.

OPTIONAL FLAWS

I never consider that I might be able to solve a problem with
a simple solution.

I can’'t embark on anything unless I've prepared for the most
common contingencies.

I'm obsessively eager to seeing how my plans play out firsthand.




OPEN GAME LICENSE Version 1.0a The following text is the
property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/
or trademark owners who have contributed Open Game
Content; (b)"Derivative Material” means copyrighted material
including derivative works and translations (including into
other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be
recast, transformed or adapted; (c) “Distribute” means to
reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d)”Open Game Content”
means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over
the prior art and any additional content clearly identified as
Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product
Identity. (e) “Product Identity” means product and product line
names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, de-
signs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio represen-
tations; names and descriptions of characters, spells, enchant-
ments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment,
magical or supernatural abilities or effects, logos, symbols,
or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of
the Product Identity, and which specifically excludes the Open
Game Content; (f) “Trademark” means the logos, names, mark,
sign, motto, designs that are used by a Contributor to identify
itself or its products or the associated products contributed to
the Open Game License by the Contributor (g) “Use”, “Used”
or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee in terms
of this agreement.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License.
You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this
License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.

4, Grant and Consideration: In consideration for agreeing to
use this License, the Contributors grant You a perpetual, world-
wide, royalty-free, nonexclusive license with the exact terms of
this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are
contributing original material as Open Game Content, You
represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by
this License.

6. Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact
text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder’s name to
the COPYRIGHT NOTICE of any original Open Game Content
you Distribute.

7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not
to indicate compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work containing
Open Game Content except as expressly licensed in another,
independent Agreement with the owner of such Trademark

or Registered Trademark. The use of any Product Identity in
Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title
and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You
must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents
may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distrib-
ute any Open Game Content originally distributed under any
version of this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You Dis-
tribute. 11. Use of Contributor Credits: You may not market
or advertise the Open Game Content using the name of any
Contributor unless You have written permission from the Con-
tributor to do so.

12. Inability to Comply: If it is impossible for You to comply
with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order,

or governmental regulation then You may not Use any Open
Game Material so affected.

13. Termination: This License will terminate automatically if
You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All
sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a
Copyright 2000, Wizards of the Coast, LLC. System Reference
Document 5.1 Copyright 2016, Wizards of the Coast, Inc.;
Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce
R. Cordell, Chris Sims, and Steve Townshend, based on origi-
nal material by E. Gary Gygax and Dave Arneson.




