SABOTEUR

NEW ROGUE ARCHETYPE

Dexterous fighters and brigands are full of surprises. Trained
assassins, spies, and cutpurses are classic rogues, but where
there are new dangers and rewards to be gained, so too are the
kinds of people seeking to subvert and claim them. Whether
they slink through shadows to avoid detection or walk harm-
lessly through danger, every rogue has trained to develop their
own methods of handling life’s threats.

SABOTEUR

BOMBARDIER

Arogue that’s especially capable of disruption and upsetting
the status quo is likely to be a Saboteur. Rogues of this arche-
type thrive with mechanical gadgetry and explosions—some-
times controlled ones. These contractors of chaos and uppend-
ers of the upstanding are known for being pivotal characters
in moments of great revolution and the greatest adventures.

SIDEBAR: THIS ROGUE IN YOUR WORLD

This rogue assumes a certain level of technology in your
world. However, if you or a player wants to use this
archetype in a world without gunpowder, it could be
conceivable that they can use alchemy and tinker’s tools
to create its various effects.

When you choose this archetype at 3rd level, you learn to craft
anumber of special bombs over the course of a rest, which

are detailed below. You can use a bonus action to throw one

of these bombs at a point within 30 feet of you, causing it to
explode in a 10-foot-radius sphere centered on that point,
destroying the bomb; a creature other than you that throws a
bomb must use its action to throw it instead. If a bomb’s effect
requires a saving throw, the save DC is equal to 8 + your Intelli-
gence modifier + your proficiency bonus.

Whenever you finish a short or long rest, you can craft up to
four of these bombs, and any previous bombs you had crafted
with this feature become inert. When you reach 13th level in
this class, you can craft up to five bombs instead.

Disabling Bomb. Any nonmagical traps within the bomb’s
area are rendered inert for 1 minute. In addition, any spell-
caster maintaining concentration on a spell and any construct
within the area must succeed on a Constitution saving throw
or become incapacitated until the start of your next turn.

Fire Bomb. Each creature in the area must make a Dexterity
saving throw. Roll a number of d8s equal to your Intelligence
modifier; a creature takes fire or lightning damage (your
choice) equal to the total on a failed save, or half as much
damage on a successful one. The explosion spreads around
corners, and it ignites flammable objects in the area that aren’t
being worn or carried.

Flash Bomb. Each creature in the area must make a Consti-
tution saving throw, as the bomb releases a disorienting blast.
On a failed save, a creature is blinded and deafened until the
end of your next turn. A blinded creature or one behind cover
makes the saving throw with advantage.

Glue Bomb. Each creature in the area must make a Strength
saving throw, as the bomb releases sticky glue. On a failed
save, a creature’s speed is reduced to o by the glue for 1 min-
ute. A creature can use its action to make a Strength (Athlet-
ics) check against your bomb save DC, freeing itself or another
creature within its reach early on a success. Regardless, the
area is considered difficult terrain for 1 minute.

Smoke Bomb. The area fills with thick, black smoke,
which spreads around corners, causing the area to be heavily
obscured. The smoke lasts for 1 minute or until a wind of mod-
erate or greater speed (at least 10 miles per hour) disperses it.

You also gain an additional way to use your Sneak Attack;
you don’t need advantage on your attack roll to use Sneak At-
tack against a creature if it was within the area of one of your
bombs when it exploded since the start of your last turn.

BONUS PROFICIENCIES

Also at 3rd level, you gain proficiency with firearms (if they’re
available), tinker’s tools, and your choice of either alchemist’s
supplies or the forgery kit.

DISRUPT

Starting at gth level, when you deal your Sneak Attack damage
to a creature, you can choose to forgo rolling one of your
Sneak Attack damage dice to disrupt the target’s capabilities.
The next time the target makes an attack roll or an ability
check before the end of its next turn, it must roll a d6 and sub-
tract the number rolled from the attack roll or ability check.



ADVANCED GADGETRY

By 13th level, your understanding of mechanics allows you

to quickly discern how things work—as well as how to break
them. As an action, you can use a set of tinker’s tools to
quickly modify one of your bombs you're holding, changing

it to another type of bomb of your choice. Once you modify a
bomb in this way, you can’t do so again until you finish a short
or long rest. You also have advantage on any ability check you
make using tinker’s tools to break or otherwise sabotage an
inanimate object.

In addition, you've learned to craft improved versions of
your bombs and adjust the size of their explosions. When you
use a bomb, you can choose to reduce the size of its explosion,
down to a minimum of a 5-foot-radius sphere. Furthermore,
whenever you craft the bombs with your Bombardier feature,
you can enhance one of them, choosing from the options
below. These bombs explode in up to a 2e-foot-radius sphere,
rather than their normal size.

Dispelling Bomb. When you use this version of the Dis-
abling Bomb, choose one creature, object, or magical effect
within the area. Any spell of a level equal to or lower than your
Intelligence modifier on the target ends (a minimum of 3rd
level).

Firesiege Bomb. When you use this version of the Fire
Bomb, it uses di2s instead of d8s for its damage dice, and it
deals double damage to constructs, objects, and structures.
This bomb also causes any Large or smaller target that fails its
saving throw to be thrown up to 10 feet away from the point of
the explosion and knocked prone.

Flummox Bomb. When you use this version of the Flash
Bomb, a creature that fails the saving throw against it is also
incapacitated until the end of your next turn.

Gelatinous Bomb. When you use this version of the Glue
Bomb, a creature that fails the saving throw against it is also
restrained by the glue for the same duration, and it takes 2d6
acid damage at the start of each of its turns while it remains
restrained.

Smog Bomb. When you use this version of the Smoke
Bomb, a creature that starts its turn in the smoke’s area must
succeed on a Constitution saving throw or spend its action
retching and reeling. Creatures that don’t need to breathe
automatically succeed on this saving throw.

EXPLOSIVE SUBVERSION

By 17th level, when you deal your Sneak Attack dam-
age to a creature, it has disadvantage on saving throws
against your bombs until the end of your next turn. In
addition, once per turn when you use a bomb, you can
immediately move up to half your speed without provok-
ing opportunity attacks; you move in this way after using
the bomb, but before it explodes. Furthermore, you can
drop a bomb at a point on the ground within 5 feet of you
as part of using your Uncanny Dodge feature, where it
then explodes.



THIS GONTENT IS MADE POSSIBLE BY HEROES LIKE YOU

This monthly content takes multiple artists, designers, writers, and editors to make each month. Your extraordinary pledge
helps sustain this monthly effort, and earns you a special place here in this document. Thank you so much for your continued
enthusiasm and support: it truly makes a difference to not only me, but to the creators who help produce this content and to

AbyssKing13

Adam Portman

Al

Alejandro Fernan-
dez

Alex Abbs

Alex P

All-Father Asatru

Allan

Almerane

AmusedSnoopy

Andre

Andrew Bieniek

Andrew McGregor
anthony wilkins

Arangear

ArchmageValexion

Axio

Aztecan Pride
Ben Davies
Benjamin Long
BinaryScrub
BinkoBunko
Brandt Bjornsen
Brian Musick
Brooke Mortensen
Caitlin

Caja

Callum McDougall
Chris K

Christian Smith
Christopher Foote
Chunky Guzzler
Cole Motley

Conn Air

Craig

Crazypills

Curtis Geddes
Darion Nutter
David Bonney
David E Morton
David Jackson
Dayne Welch

Dee Programmer
DenimDan
DeoRexus

Derelle Redmond
Dergn

Desmond Wooten
Duncan Cuny
Dylan Dillman
Egzon

Elaina

Eldritch Quinn
Eli Reiser

Eliza

EmrakulandtheGang

EMthe4th

Eric Hodge
Erik Hietala
Ernie Norton
Ethan Nestel
Evuna

Fox90

Gage Eakins
Gavitias
Geert Spileers
Greatbear8u
Greg Bush
Harrison Willing
HC

Hernan Paz
Hunter

Ian Guay

J Subscribes
Jack Parker

Jai-Michael McMil-

lian

Jaizure

Jamie Chang
Jamie Fregien
jeddai

Jeremy Blosser
Jintasan

Joe Maynard
JollySwagman
Jon Larimore
JosephatwO4 _
Joshua Pittman
Joshua Schroeder
Julio Mistral
Kaleb Desean
Morris

Kane Hatton
Kappa VA
karin adar

kasd30
Kassogtha

kate the dm
Katelin Schroeder
Keegan Holmes
Kektagonist
Kevin Scharf
Kierian Prince
Kimusabi
Kisaiya

Kleric

KravRN91

Kream

Kyrit

Lee 111layyah111
Rafiq

Lips The
lucky_steps
M4leph1stO
Madmanwitabox
Malik The Night
Angel

Mallow

Martin Viktor
Mickey Robinson
Mike and Ike009
MrJacob77
MrRedPanda
Mystaldi

Nate Gonzalez
no-description
Noe Coye

Nun Ya

0dd

Oliver Short

Ophelia Hoff

Owen Davies
Pax

Peter Collins
Peter Lubinsky
Ploiky
PopoThEpicDwarf
ProtoIndo123
psycho boy

Quentin Keller
R. E. Lopez
Rachael Okula
Raptor12002

Raven Nakamura
Remy Starshade
Reyna Stevenson
Rhidian

Ron Jennings
Rose W

Ryan Mazorra
Sage Charfauros
Samuel Putnam
Sapph

Sarah Johnson
Sean Meagher
Senator Doom
Seth Fields
Shaun Sullivan
Shayna Wooldridge
SkibbityPapp
Smith Howell
Stiles

Storm Melon
Sumaky 93
Tanner Hermanson
Taylir Stewart
Taylor Williams
The Sleepy GM
theBob098890123
TheJmanSim
TheNocturnist
thirteen_one

Tim Landry

T)

Topside21
Trepaura

Trevor

Trey Steele
Tristan

tyler bradley
Valken
verbal2233
Volkenstrun213
WesternFront
William mccomber
Zachary Fischer
Zag

everyone around the world who gets to enjoy it. You are truly the legendary heroes among us.

WANT TO BE
LEGENDARY, TOO0?

Patrons who support
The Griffon’s Saddlebag
for $13 or more each
month at the Legendary
Hero tier get all the art,
cards, compendiums,
and Foundry content
you already enjoy, plus
added Discord perks
and their name in the
credits of the monthly
settings!



