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SAPPER CLASS

A Dangerous Science 

A s a sapper you might want to increase your knowledge of not 
only technology, but things that go boom. This does not make 

you a pyromaniac, there is just something about the feeling when a 
rogue fails to unlock the door and you get to say, “watch out, I got 
this”. It is not about hurting anyone, but this is the best way you 
know how to keep the gold rolling in. As your adventures continue, 
you begin to foster a much larger understanding of both science and 
technology to rival even the strongest of spell casters. On top of that, 
you’re not limited to the number of spells you know, just how much 
gunpowder you can fit in the Bag of Holding to make your explosive 
devices.

On the Job

A s a Sapper you will be an asset to any adventuring party that 
you find yourself part of. There are probably quite a few 

of your fellow adventurers who think you’re mad, but with your 
understanding of the combination of science, magic, and technology, 
you are truly an expert. You have spent your life trying not to lose 
your fingers. Spending hours training both your nimble fingers, 
your knowledge of ingredients, and just enough luck to make things 
interesting. Soon, your fellow party members will learn the level of 
destruction you can bring to protect the realms, and the amount of 
fun you can have with just a small amount of powder.

Tools Required

As a sapper you produce explosives through your tools, kits, and 
with access to magical spells or spell components. You must 

have the tools to make each type of explosive, but you do not have to be 
proficient with the tools to use them. The tools used to craft explosives 
are Alchemist’s Supplies, Brewer’s Supplies, Glassblower’s Tools, Potter’s 
Tools, Smith’s Tools, Tinker’s Tools, and Thieves’ Tools, as well as the 
Herbalism Kit and Poisoner’s Kit. The GM can adjust the DC based on 
the tools and kits that are available to the sapper at the time of crafting.

Creating a Sapper

W hen creating a sapper, think about your character’s relationship 
with science and how they learned the art behind making 

explosives. Who taught them their craft, how have they used their 
skills in the world, or how do they plan to, and is your sapper going 
in a tinkering, material science, or chemical science direction? Talk to 
your GM about the role played by sappers in your campaign and the 
sort of organizations you might have ties to.

Quick Build
You can make a sapper quickly by following these suggestions. First, 
put your highest ability score in Intelligence, followed by Constitution 
or Dexterity. Second, choose the Guild Artisan background.

Multiclassing 
If your group uses the optional rule on multiclassing, the please talk 
with your GM and consult the appropriate multiclassing rules. Here 
is what you need to know if you choose sapper as one of your classes.

• Ability Score Minimum - As a multiclass character, you 
must have an Intelligence score of at least 13 to take a level in 
this class, or to take a level in another class if you are already 
a sapper.

• Proficiencies Gained - If sapper is not your initial class, here 
are the proficiencies you gain when you take your first level 
as a sapper: Light Armor, Medium Armor, Shields, Thieves’ 
Tools, Tinker’s Tools.
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A gnome giggles to himself as he pulls the string on a small 
sphere. A faint ticking can be heard before he shouts, “FIRE IN 
THE HOLE!” A bang and a fizzle. A few moments later, and the 
goblin troupe is no more than ash.

A halfling walks up the side of an estate, striding with 
confidence. Peering through the open window, she examines her 
sleeping target: the baron of a nearby town. Vaulting over the 
windowsill, she produces a dagger and a vial of green liquid. The 
nobleman will not wake in the morning. 

A dwarf tosses his broken axe aside to produce a bottle of syrupy 
liquid. Uncorking the potion, he guzzles it down as the minotaur 
charges. As the beast would come to clash with him, the dwarf is 
moved nary an inch.
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Class Features
As a sapper, you gain the following class features:

Hit Points
• Hit Dice - 1d8 per sapper level.

• Hit Points at 1st Level - 8 + your Constitution modifier.

• Hit Points at Higher Levels - 1d8 (or 5) + your Constitution 
modifier per sapper level after 1st.

• Armor - Light Armor, Medium Armor, Shields.

• Weapons - Simple weapons.

• Tools - Tinker’s Tools, Thieves Tools, one type of the 
following tools of your choice: Alchemist’s Supplies, Smith’s 
Tools, or Potter’s Tools. 

• Saving Throws - Dexterity and Intelligence.

• Skills - Choose two from: Arcana, History, Investigation, 
Medicine, Nature, Perception, Sleight of Hand.

Starting Equipment
You start with the following equipment, in addition to the equipment 
granted by your background:

• A Dagger.

• Any simple weapons of your choice.

• A Sling and 20 Bullets.

• Your choice of Studded Leather and a Shield or Breastplate.

• Tinker’s Tools and a Burglar’s Pack.

• Choice of tool set needed to craft explosives.

If you forgo this starting equipment, as well as the items offered by 
your background, you start with 5d4 and 10 gold pieces to buy your 
equipment.

The secrets of creating and operating gunpowder weapons have been 
discovered in various corners of the roleplaying multiverse. If your 
Game Master uses the rules on Firearms (See DMG pg.267), your 
sapper has been exposed to the operation of such weapons and is 
proficient with them.

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 
cannot increase an ability score above 20 using this feature. If the GM 
allows it, you can replace the ability score improvement with your 
choice of one feat.

Basic Alchemy
Starting at 2nd Level you gain proficiency with your choice of a 
Herbalism Kit or a Poisoner’s Kit.

Basic Explosives
Starting at 2nd Level you gain proficiency with Tinkering Tools to 
craft explosives. You have learned to harness this ability in the form 
of explosives. Upon completing a long rest, a sapper can create several 
explosives (that they have the recipes for), equal to their Intelligence 
modifier plus their sapper level.  

Blast Shield
Beginning at 4th Level, if you are subjected to an effect that allows 
you to make a Dexterity saving throw, you can use your reaction to 
take up your shield and gain a +2 bonus to the roll. You must have a 
shield equipped to take this reaction. 

Arcane Explosives
You infuse a small string of warding magic into your bombs. 
Beginning at 5th Level, any creatures you designate are unaffected 
by your explosive’s splash damage. Additionally, your bombs are 
considered magic for the purpose of overcoming resistances and 
immunities to nonmagical weapons.

Evasion
Beginning at 7th Level, 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.

Longarm
At 9th Level you gain an additional 5ft range to throw your explosives.  
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Shrapnel 
At the 9th Level you have learned to make your explosives even 
more dangerous and any creature damaged by your explosives takes 
additional slashing and piercing damage. The slashing and piercing 
damage extends in a radius from the location of the explosion or the 
targeted area. 

• Targeted area - 1d6+2 Piercing Damage and 1d6+1 Slashing 
Damage.

• 15ft from targeted area - Three Quarter of the damage 
rolled for the targeted area.

• 30ft from targeted area - Half of the damage rolled for the 
targeted area.

• Further than 30ft from targeted area to max range of  
explosive - One Quarter of the damage rolled for the targeted 
area.

Rigged to Blow
As a sapper, you are already well-versed in explosives, but you have 
now learned how to rig them to blow. There are a few options 
available to you that do this: 

• Trip Wire - You create a device that triggers an explosive 
when any creature steps through a path that you have 
designated. This path can only be up to 10ft wide and any 
creature can use their passive Perception to notice this force 
and explosive (DC equal to 8 + your proficiency modifier + 
your Intelligence modifier). The DC for this goes up by 2 for 
every 5ft of distance added to the pathway.

• Timer - You create a mechanical device that you can set to 
explode at a maximum time of 2 minutes from when you 
set the explosive. An incredibly quiet hum can allow any 
creature using their passive Perception to notice this force 
and explosive (DC equal to 8 + your proficiency modifier + 
your Intelligence modifier).

• Pressure Trigger - You create a small device that sparks an 
explosive when any creature steps on the 5ft area that you 
designate as the trigger area. This 5ft area can be up to 60ft 
away from the explosive. Any creature can use their passive 
Perception to notice this force and explosive (DC equal to 
8 + your proficiency modifier + your Intelligence modifier).

• Traveling - You create a small, flying mechanical device that 
can carry a small explosive of up to 1 pound. This device can 
only fly for 1 minute, falling to the ground when the time is 
up, causing the explosive to go off. Additionally, it can only 
be moved up to 60ft from you at any point. As an action you 
can trigger the device, detonating the bomb and causing the 
effect per the explosive. Any creature can use their passive 
Perception to notice this force and explosive (DC equal to 
8 + your proficiency modifier + your Intelligence modifier).

Product Testing
After ingesting various reagents and breathing less-than-savory 
fumes, you have some measure of protection from toxins. At 13th 
Level you gain resistance to acid and poison damage. Upon reaching 
15th Level you gain immunity to poison damage and the poisoned 
condition.

Expert Grenadier 
Starting at 17th Level you have become perfectly accurate with 
throwing explosives, and attacking at long range does not impose 
disadvantage on your explosive-ranged weapon attacks. Your 
explosives ignore half cover and three-quarters cover and you can add 
both your Dexterity and Strength bonuses to hit with your explosives.

Ordinance Expert
At 20th Level you gain immunity to acid and fire damage and have 
resistance to force damage. You can now create double the number of 
explosives that you normally could and gain expertise when crafting 
with Tinker’s Tools to make explosives. 
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EXPLOSIVE AMMUNITION 
& GRENADES 

Concussion Grenade
This grenade is beige-gray in color and has a spherical casing, with 
lines segmented on the outer wall of the bomb and a thick fuse 
sticking out the top. A cushion of air must surround the powder 
to achieve maximum effect. The explosion itself is nearly invisible, 
instead, what observers typically see is dust and airborne dirt being 
violently displaced by the force of the blast. 

Standard Explosive 

Range - 15/30 

Area - 15ft radius 

Damage - 1d6 Bludgeoning

Mechanics 
1d6 bludgeoning damage in a 15ft radius. Creatures inside the area 
of effect take half damage with a successful DC 13 Dexterity saving 
throw.

Fragmentation Grenade
This bomb is activated through a pin apparatus on top. Its casing is 
pill-shaped and lime green with a metal ring around the circumference 
of the weapon. Ingredients include enchanted blasting powder 
and sharp pieces of gravel. The gravel is loaded in first, so when the 
powder is added it disperses throughout the rocks. Its explosion is like 
a Concussion Grenade, but the gravel creates a much hazier effect. A 
thick layer of rock dust hangs in the air afterwards.

Standard Explosive 

Range - 15/30 

Area - 15ft radius 

Damage - 1d6 Piercing

Mechanics 
1d6 piercing damage in a 15ft radius. Creatures inside the area of 
effect take half damage with a successful DC 13 Dexterity saving 
throw.

Scythe Grenade
A dark steel orb with two metal rings indented along its circumference. 
There is no fuse, but a flat locking mechanism sits on top. Sharp 
aluminum blades are wrapped inside, stitched together with iron 
bands. Enchanted blasting powder is poured inside along with a small 
container of water. The explosion causes the water to instantly rust 
the iron, releasing a spray of sharp blades. There is a brief sound of 
metal scraping metal when the grenade goes off. 

Standard Explosive 

Range - 15/30 

Area - 15ft radius 

Damage - 1d6 Slashing

Mechanics 
1d6 slashing damage in a 15ft radius. Creatures inside the area of 
effect take half damage with a successful DC 13 Dexterity saving 
throw.

Fire Starter Grenade
A gray, pill-shaped grenade with a thick metal ring around the 
outside and simple metal caps sitting on top. This grenade is created 
by mixing enchanted blasting powder with flint and an unlit match. 
When all the ingredients are in the casing, they must be drenched 
in lantern oil. The explosion creates a flash of light and produces a 
‘fwoom’ sound. A big burst of orange flames covers a 15-foot radius. 

Standard Explosive 

Range - 15/30 

Area - 15ft radius

Damage - 1d6 Fire

Mechanics 
1d6 fire damage in a 15ft radius. Creatures inside the area of effect 
take half damage with a successful DC 13 Dexterity saving throw.
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The list below is a collection of dangerous 
devices in the shape of explosives, mixtures, 
mutagens, and trapped explosives. These are 
perfect for all those who wish to make a bang on 
their adventures. 



Force Grenade
A large gray sphere made of warped metal, with veiny white lines 
over its surface and a fuse coming out of a spout on top. The Force 
Grenade is made the same way as the Concussion Grenade, but 
instead of simple air surrounding the enchanted blasting powder, it 
is volatile gas. The explosion is likewise similar but bigger, since not 
only is the dust and dirt displaced but the air itself is compressed as it 
is pushed out of the way. 

Standard Explosive 

Range - 15/30 

Area - 15ft radius

Damage - 1d6 Force

Mechanics 
1d6 force damage in a 15ft radius. Creatures inside the area of effect 
take half damage with a successful DC 13 Dexterity saving throw.

Shocking Grenade
A stout yellow tube with an opening at the top, filled with green light 
and ringed by a brass band. Ingredients include enchanted blasting 
powder with ground fulgurite in it. The powder must then be treated 
with a solution made from the blood of a Shocker Lizard and the 
spit of a Blue Dragonborn. Explosion is a burst of pale blue lightning 
which fills the radius. 

Standard Explosive 

Range - 15/30 

Area - 15ft radius

Damage - 1d6 Lightning

Mechanics 
1d6 lightning damage in a 15ft radius. Creatures inside the area of 
effect take half damage with a successful DC 13 Dexterity saving 
throw.

Booming Grenade
This grenade is created in the casing of a dandelion yellow box, 
with a long indent of turquoise light in the center on one side. Its 
ingredients are like the Shocking Grenade, with fulgurite mixed 
into the enchanted blasting powder, but without the blood and spit 
solution. The box is designed with echo chambers to capture the 
sound of the explosion before it fully goes off. This is what creates 
the thunderous effect. The explosion is nearly invisible, but the sound 
of a violent storm rolling in is released. 

Standard Explosive 

Range - 15/30 

Area - 15ft radius

Damage - 1d6 Thunder

Mechanics 
1d6 thunder damage in a 15ft radius. Creatures inside the area of 
effect take half damage with a successful DC 13 Dexterity saving 
throw.

Stun Grenade
Shaped like a silver pyramid, flat at the top and concave at the bottom. 
A chrome sheen reflects off the sides. Made by taking enchanted 
blasting powder and drowning it with flour. This eliminates the 
explosion’s damaging effect, but as it fights to go off it creates a louder 
sound which is enough to deafen its targets. The explosion itself 
releases a thin beige cloud. 

Effect Explosive 

Range - 25/50 

Area - 20ft radius

Mechanics 
Instead of dealing damage, any creature within the explosion’s 20ft 
damage radius must make a Constitution saving throw (Spell Casting 
Ability Modifier) or become deafened for 1d4 rounds. A creature can 
repeat this saving throw at the start of subsequent turns, ending these 
effects early on a success.
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1d6 lightning damage in a 15ft radius. Creatures inside the area of 
effect take half damage with a successful DC 13 Dexterity saving 
throw.

Instead of dealing damage, any creature within the explosion’s 20ft 
damage radius must make a Constitution saving throw (Spell Casting 
Ability Modid fifie )r) or bbecome ddeafefenedd ffor 1d1d44 rorounundsds. AA crcreaeatuturere ccanan 
rerepepeat this saving throw at the start of subsequent turns, ending these 
effeffece ts eearlyl  on a success.





https://www.instagram.com/deepdungeongames/
https://twitter.com/DeepDungeonGMZ
https://www.facebook.com/deepdungeongames
https://www.deepdungeongames.com/

	tink1.pdf
	tink 4
	tink 3
	tink2.pdf
	DDG Normal Social

