
Barbed Weapon

Weapon (javelin, spear, or trident), common

The piercing tip of this nonmagical weapon is covered

in hooked barbs. When you hit a creature with a ranged

attack using this weapon, it becomes lodged in the

target, reducing its speed by 5 ft. until the weapon is

removed. The impaled creature or a creature within 5 ft.

of it can use an action to remove the weapon, dealing

1d4 slashing damage to the impaled creature in the

process. Alternatively, the impaled creature or a

creature within 5 ft. of it can spend 1 minute to make a

DC 10 Wisdom(Medicine) check, removing the weapon

safely on a success or dealing 1d4 slashing damage to

the impaled creature and removing the weapon on a

failure. A creature impaled by a barbed weapon cannot

gain the effects of a short or long rest until the weapon

is removed.

Variant: Barbed Ammunition

If you’d like to expand the use of barbed weapons in

your game then you could apply the same principle to

ammunition such as arrows or crossbow bolts. Barbed

ammunition functions the same as barbed weapons

with the additional restriction that the target’s speed is

not reduced if its size is large or greater.

Variant: Harpoon

Barbed weapons can make an excellent addition to a

seafaring campaign or a nautical enemy in the form of a

harpoon. A harpoon is essentially a barbed javelin with

a length of rope attached to it. It functions the same as a

normal barbed javelin with the following modifications:

The harpoon’s range is 20/60 ft.

As long as the harpoon is still lodged in the target

and provided the target is no more than one size

larger than you, it can move only in directions that

bring it closer to you. Additionally, you can use a

bonus action to make a contested Strength check

against the impaled creature, pulling it up to 20 ft.

closer to you on a success.
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