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Foreword

Hello, my name is Eva Brown and this book is 
the culmination of a lot of love and agitation. 
It started as a project in the early months of 
2019 when I set out to make a different kind 
of spell caster. From there it slowly grew and 
eventually, I decided to take the plunge and run 
a Kickstarter to fund a small paperback book 
with a few additional character options. I set 
my sights low and fully intended to illustrate 
the book by myself and have it be what it was, 
a labor of love. That plan was promptly disin-
tegrated at the rapid outpouring of support on 
Kickstarter, fully funded almost as soon as I 
had made it go live and smashing nearly every 
single stretch goal I had come up with. That 
is when the real work started, reaching out to 
backers and fleshing out the content to nearly 
3 times what its original scope was. I brought 2 
artists onto the project and got myself an edi-
tor and over the next few months and a couple 
of delays this is the result. 

The creation of the book also includes all of 
the emotions and thoughts that I had during 
the last year, good and bad. For the majority 
of the project, I was a full-time student and 
also working as a student web designer so I 
was beyond stressed and overworked but was 
determined to make time for my dream, this 
dream. The desire to create a book that I could 
look at and know it was mine, that all the wild 
and crazy thoughts I had about the mechanical 
design, lore, weird and grim spells, and every-
thing else was bound shut between its covers. 
It may sound pretentious or weird to have that 
as a dream which I fully realize, but it was my 
dream regardless. This plainly wouldn’t exist 
if not for the support of my Mother, Brother, 
Partner, Patrons, and the many Kickstarter 
backers, so, from the bottom of my sleep-de-
prived heart thank you.  

About Eva (She/Her)
As a kid I found myself climbing trees, building 
wooden swords, fighting with my brother, but 
not really writing. All through life I did what 
I could to avoid it as much as possible, I loved 
having in-person conversations but there al-
ways was something specifically about writing 
that behaved ‘strange’. Like by writing some-
thing down it gives a certain intention, energy, 

and a life of its own, enchanted by the mere 
act of inscribing it. So, now as a young adult, 
I try and find the point where my entire life 
became about writing. In my free time, I make/
write tabletop role-playing games and write 
short stories. For work, I write and write some 
more. I always joke that I have to keep writing 
until I find exactly the right way to describe my 
dislike for it, so here I am writing, and slowly 
but surely finding joy in the act of inscription 
of those wily words.

You can find me on Twitter and Instagram 
@EvaOddveig or my storefront Evamaebrown.
com.

About Anna (She/They)
My name is Anna Doušová but I go as Newt on 
the internet. I am a freelance artist focusing 
mainly on the darker and mysterious side of 
fantasy illustration.

This book is very dear to me because I am 
a huge fan of witches and the imagery that 
comes with them. Since I was little, I remember 
creating little poorly-drawn spellbooks and 
running around our garden with a smoulder-
ing stick in hand pretending to cast spells. So, 
understandably, I was beyond stoked when 
Eva brought me in. That excitement only grew 
through the hours and hours of painting. 

My passion has always been in characters, 
their psychology and their stories. That is why 
I am so in love with 5e and other TTRPGs, and 
am always happy to work on such projects. I 
hope this book brings you as many ideas and 
inspiration as it did for me.

(You can find me on twitter, instagram and oth-
er platforms under the name @AnnaTheNewt) 

About Nicholas (He/Him)
My name is Nicholas Johnson, and I am a 
writer and editor for various tabletop projects, 
including Swordsfall, Odyssey of the Dragon-
lords, and several other publications. A Witch’s 
Primer is a delightful addition to the list of 
projects I’ve contributed to, and I’m happy to 
have helped bring it to life. In addition to the 
work I’ve mentioned, I also blog extensively on 
my website, and am available for commissions 
on TTRPG related projects and fiction.

You can find me on Twitter @DraconickGam-
ing or my website Draconick.com.

YEET
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itches have been in the world 
as long as magic flowed from 
the source, the magic they 
wield is old, ritualistic, and 
powerful. They don’t have to 
rely on gods, pacts, or untold 

years of study as their power comes from the 
gnosis of otherworldly beings who sought 
companionship and union with the witch. 
Those who bond with these beings start 
down the long path of becoming a witch. 

Not all survive this path, the established 
magical orders of the world see witches as a 
threat to their dominion. With their Sacred 
Secrets, each witch has access to power-
ful knowledge that is hidden to all others. 
Because of this, far too many witches have 
been hunted down, persecuted, and interro-
gated. Most, have only survived by hiding or 
pretending to be druids, warlocks, or wiz-
ards but with the turning of the age, a record 
number of new witches are coming into their 
power and refuse to be hunted in the dark.

What is this Book

A Witch’s Primer contains new game materi-
al and worldbuilding content for 5th edi-
tion. In this book, you’ll find the brand new 
Witch class with fourteen archetypes, five 
archetypes for the standard classes, three 
new backgrounds, feats, equipment, 102 new 
spells, and advice on how to place witches 
into your world. This supplement is designed 
to work inside the system and to expand the 
options for Game Masters and players. Before 
using anything from this book Players should 
ask their GMs about using any material. GMs 
can also use the new material from this book 
for designing nonplayer characters. Use what 
you want but most importantly, enjoy!

How to use this Book

The main goal of this book is to help you 
make and customize your new witch, 

personalizing them, and expanding 
playable options for characters of any 

class. The information in this book 
is meant to help guide both players 
and GMs. All the material in this 

book is completely new and even if a GM 
does not want to allow a player to be a witch, 
all of the material works equally for expand-
ing options for NPCs.

Chapter 1: Introduction

This chapter gives an overview of the entire 
book and also includes personal messages 
and thanks to not only the Kickstarter back-
ers who made this possible but shoutouts to 
individuals that without, this wouldn’t have 
happened. If you want to skip to the content 
held within, you can turn to Chapter 2 on 
page 17. 

Chapter 2: The Witch

This is the main class and all of the infor-
mation on how to play a witch during a 
campaign. A witch’s power comes from the 
ability to construct curios which are minor 
magical items and then to imbue them with 
power or spells. 

Chapter 3: Sacred Secrets 
With 14 archetypes there is no shortage of 
unique and flavorful characters that can be 
made. Each archetype differs in playstyles 
and abilities enough that a whole party could 
be witches and each would feel like an indi-
vidual.  
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Chapter 4: Additional 
Character Options

While this book mostly details Witches this 
chapter deals in archetypes for some of the 
base classes that either fit the theme of the 
setting or use some of the Witch’s unique 
mechanics. From there, players and GMs can 
find new feats, backgrounds, and equipment.  

Chapter 5: Spells

With 101 spells being included this not only 
gives a vast number of options for Witches 
but each class can find new spells to supple-
ment their current choices. The spells includ-
ed a range from helpful to grim and strange.

Chapter 6: Lore

This chapter provides information to not 
only build and flavor an individual witch but 
also worldbuilding information on how to 
place witches into your world. You’ll also find 
some example institutions that use witches 
to help further their agendas and some that 
would see magic ruined in its entirety. 

Chapter 7: Miscellaneous

Everything that didn’t fit into other chapters 
and appendices. From here you can access 
tables, a custom character sheet, a strategy 
guide for the class, and details that’ll help 
flavor your witch to your own taste.

Patreon 
I would like to give a special shoutout to 
certain patrons of mine who have gone above 
and beyond with their support. 

◊◊ Jovar on Twitter @JeffMcGowan702

◊◊ Kay on Twitter @UncertainMem and 
Twitch @uncertainmemory

◊◊ Tytus 

Kickstarter Backers	
I want to thank the many people who backed this project on Kickstarter because you made my 
dream come true. You also nearly tripled the scope of the project taking what was going to be a 
small paper back to a full supplement. Without all of you I wouldn’t be here and because of that, I 
am forever thankful.

A David Anweiler

AJ & Courteney

ANALOG GAMES

Aaran Mooney

Aaron

Aaron Adams

Aaron Challis

Aaron Herrington

Aaron Karper

Aaron Krebs

Aaron Marx

Aaron Spinney

Abi Dear

Adam

Adam Brooks

Adam Casey
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The Witch
C h a p t e r  ~  T W O

“To call them spells or enchantments would 
be a disservice, the secrets my companion 
shares with me don’t translate well to your 
vellum tomes, bits or parchment, or lecture 
halls choked with dust. Question me as you 
will, even if you get the words by prying 
them off my tongue, your parlor magicians 
wouldn’t know what to do with them...“ 

—The Apostate, Evlyn

Instructions
Do not read anything written in red, this text is serious 
discourse and it can not become sidelined by shenanigans.



18

c h a p t e r - 2

T
here are many things that 
set a Witch apart from other 
spellcasters, but their connec-
tion with their Otherworldly 
Companions along with the 
Curios they craft make each 

Witch unique even among themselves. 
If you are the type of player who frequent-

ly plays spellcasters take a moment to decide 
how your Witch’s magic is going to look and 
feel different from a Wizard’s or Druid’s that 
you’ve played. You can take inspiration from 
the tables below or use your own creative 
spin, Witches come in many different styles. 
Make yours fit you.

I Became A Witch Because...

d6 Reason

1

I was abandoned by my community 
and forced to the road after making 
predictions that came to pass. I took 
the only path left open to me with my 
Companion at my side.

2

I saw a being in my dreams, night 
after night, always waiting patiently. 
Eventually, I approached it and lis-
tened to what it had to say. 

3

As a kid, I had an imaginary friend 
and would talk to them and about 
them to anyone who would listen. As 
I’ve aged, I’ve stopped being so open 
about my Companion for fear of who 
is listening.

4

I had a family member that I was very 
close to. When they passed on I was 
devastated. Years later they’ve re-
turned with knowledge from beyond 
the veil.

5

While close to death, I connected 
with something on the other side. As I 
pulled away from the edge, they came 
with me.

6

There was a dog that would follow me 
everywhere around the village, and 
no one knew who they belonged to. 
One day I decided to take it in.

We Whisper to Each Other By...
Every Witch communicates with their com-
panion in a different way, some have conver-
sations that others can only hear the Witch’s 
side of, some hear the voices in a flickering 
flame, others read the positions of the stars, 
and some claim to just intuitively know what 
their Companion is saying. Here are some 
options to add characterization to your com-
panion.

d6 Whispers

1
I sing to communicate with my com-
panion. To others it may sound like a 
one sided duet, to me it is bliss.

2

My companion is my reflection and 
to commune I fill a bowl with water 
and stare into it until the image starts 
moving.

3

Some might see it as a nervous tick, 
but I carry around small bones and 
rocks that I will toss across a torn 
piece of cloth. When I do, my com-
panions intentions are written out as 
clear as day.

4

While some dream of dancing sheep, I 
envision a lavish dinner party where 
my companion and I are the only 
guests. We talk over fine dining and 
strong drink. I always wake up with 
a smile on my face and sometimes a 
small hangover.

5

The cat that sits on my shoulder 
knows many languages and is an 
eloquent speaker. They just usually 
whisper in my ear quietly so that only 
I can hear.

6
I have an old keepsake of a long dead 
relative. Whenever I touch it, I can 
hear their voice in my head.

...Is this thing on? Of course it is, it's paper, that's ridiculous, 

anyways if you are reading this congratulation, you already 

completely disregarded the first rule of this paper OR you didn't 

even try to read the first sentence yet because you saw something 
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Our Relationship Is...
Each Witch has an Otherworldly Companion 
and each Companion only has that Witch. 
The nature of the relationship varies dras-
tically between every coupling. These re-
lationships are not always positive or fully 
understood by either participant. It is quite 
common for the Witch and their Companion 
to have differing alignments or opinions on 
the world around them. 

Usually the differences are minimal, but 
sometimes the Witch and the Companion 
can exist on opposite sides of the spectrum. 
These sort of conflicts can be useful for both 
roleplaying and for a GM to tie the Compan-
ion into the story. How did they attach to you 
in the first place? What is their agenda? Be-
low are some example relationship dynamics 
with your Companion.

d6 Relationship Outlook

1

Your Companion interacts with you 
like a parent would with a child. They 
support you in what you do, but usu-
ally have their own opinion on how 
you should’ve handled the situation.

2

Your Companion is the opposite of 
you in every way and lets you know 
it. Communications are almost always 
hostile in some way, but when you do 
work together it is in perfect cohesion. 

3

Your Companion likes to constantly 
narrate what you are doing, almost as 
if you and your actions are entertain-
ment to them in some sort of play.

4

During dire situations, your Compan-
ion always tries to lighten the mood. 
Sometimes with song and other times 
with horribly inappropriate jokes.

5

Your Companion is jealous of any-
one else who gets close to you and is 
suspicious of anyone you haven’t met 
before.

6

You Companion has a secret goal out-
side of your connection, they never 
tell you what it is but they do ask you 
for favors to help realize it.

My Curios Are...
Most Witches carry some sort of runed 
chicken feet, carved antlers, jewelry, playing 
cards, or any other number of small trinkets. 
Witches usually have a theme regarding 
the materials they make their Curios out of. 
Many Witches say that it is more art than 
science, and the intention that goes into in-
scribing a Curio is one of expression. 

While any witch could pick a rock off the 
ground and turn it into a Curio, few would 
feel satisfied in doing so. When coming up 
with how your Witch looks or behaves in the 
world, think about what their Curios look 
like. They are the source of your day-to-day 
power and make your Witch stand out from 
other adventurers. Feel free to roll on the 
table or come up with your own signature 
theme.

d6 Curio Origin

1

You use recovered animal parts for 
your Curios. Strips of leather, bone, 
teeth, and sometimes scales feature 
prominently in your Curios.

2

You have custom made metal disks 
that you use as Curios. you can be 
sure that they won’t break, and they 
stack fantastically.

3

You’ve always had a taste for things 
that sparkle, so it makes sense that 
you would make your Curios out of 
precious minerals.

4

Even before you met your Com-
panion, you spent a lot of time in a 
kitchen. You enjoy inscribing snacks, 
meals, pots, and pans with the effects 
of your Curios.

5

You take trophies from your foes after 
you’ve killed them. From these you 
assign powers that are fitting. In a 
way, you feel you grow stronger by 
absorbing some part of them.

6

While it can be confusing sometimes, 
you use your own coins to make your 
Curios. you just have to remember 
not to pay for your meal with a Curio 
inscribed with a nasty spell.

other than a wall of text and, like a magpie, got distracted 

with the shiny red text. We are going to be great friends I can 

already tell. Regardless of how you messed up, I'll see you in a 

bit, consider me... giddy
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Witch Leveling Table
Level Proficiency Bonus Features Curios

1st +2 Manifestation Magic, Otherworldly Companion, Witch’s Script 2

2nd +2 Sacred Secrets, Arcane Wonder(1/rest) 3

3rd +2 Coven Casting 3

4th +2 Ability Score Improvement 4

5th +3 Uncommon Curios 5

6th +3 Sacred Secrets feature, Arcane Wonder (2/rest) 5

7th +3 Arcane Sense 6

8th +3 Ability Score Improvement 7

9th +4 - 7

10th +4 Sacred Secrets feature 8

11th +4 Empowered Curios 9

12th +4 Ability Score Improvement 9

13th +5 Supernatural Insight 10

14th +5 Sacred Secrets feature 11

15th +5 - 11

16th +5 Ability Score Improvement 12

17th +6 Mythic Curios 13

18th +6 Arcane Wonder (3/rest) 13

19th +6 Ability Score Improvement 14

20th +6 Planar Domain 15

Basic Features

Hit Points

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

Proficiencies

Armor: None 
Weapons: Daggers, sickles, darts, slings, 
quarterstaffs, short bow
Tools: None
Saving Throws: Intelligence, Wisdom
Skills: Choose two from Arcana, History, 

Insight, Medicine, Nature, Religion, or 
Survival

Equipment

(a) a quarterstaff or (b) a sickle
(a) a component pouch or (b) an arcane focus
(a) a scholar’s pack or (b) an explorer’s pack
A spellbook
Alternatively, you can ignore the equipment 
provided by your class and background, and 
start with 4d4 x 10 gp to spend on equip-
ment.

Manifestation Magic

Your Spellbook

At 1st level, you have a spellbook containing 
four 1st-level witch spells of your choice. 
Your spellbook is the repository of the witch 
spells you know.

The spells that you add to your witch’s 
spellbook as you gain levels reflect the 
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hidden knowledge and personal research 
you conduct on your own, as well as finding 
meaning and understanding of the nature of 
the multiverse through debate and conversa-
tion with your Otherworldly Companion. You 
might find other spells during your adven-
tures. You could discover a spell recorded on 
a scroll, written on the bones of those long 
dead, or in another spell caster’s spellbook 
that your Otherworldly Companion helped 
you acquire.

Adding New Spells

When you find a witch spell of 1st level or 
higher, you can add it to your spellbook if it 
is of a level which you can prepare and if you 
can spare the time to decipher and copy it.

For each level of the spell, the process 
takes 2 hours and costs 50 gp. 
The cost represents material 
components you expend as 
you experiment with the 
spell to master it, as well as 
the fine inks you need to re-
cord it. Once you have spent 
this time and money, you can 
infuse the spell into Curios 
and ritual cast the spell 
just like your other spells.

Replacing Your Spellbook

You can copy a spell from your own spell-
book into another book. This is just like 
copying a new spell into your spellbook, but 
faster and easier, since you understand your 
own notation and already know how to cast 
the spell. You only need 1 hour and 10 gp for 
each level of the copied spell.

If you lose your spellbook, you can use 
the same procedure to transcribe the spells 
that you have prepared in Curios into a new 
spellbook. Filling out the remainder of your 
spellbook requires you to find new spells to 
do so, as normal.

Curio

A Curio is a magical trinket made by a 
witch. This object can be anything as 

mundane as a vial of dirt or as extrav-
agant as a diamond ring. Curios can 

even be consumable as potions or food 
items, activating upon consumption. 

The Curio is destroyed if consumed. 
As a general rule, a Curio cannot 

be made from an object that 
is already magical in na-

ture or anything that is 
a weapon or armor.
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It takes you 10 minutes and an arcane 
focus to create a Curio from a Tiny mundane 
object. When you make one, choose a Curio 
Manifestation that is associated with the 
Curio. At level 1 you start out with only being 
able to make basic Curios. 

When you take a long or short rest you 
can recharge a number of your Curios equal 
to your Intelligence modifier. If a Curio has 
a passive effect it does not need to be re-
charged.

You always know in what direction your 
Curios are, and if they are not on the same 
plane as you, you know that they are on a 
separate plane but not which plane that they 
are on. If you wish, you can destroy all of 
your Curios in a ritual that takes 1 hour. No 
matter their location, they are destroyed. If 
you hold a Curio and spend 1 minute concen-
trating, you can remove the magic from that 
specific Curio, preserving the item.

Another creature can attune to one of 
your Curios as they would a magic item 
and can use the Curio Manifestation. Items 
attuned in this fashion still count as one of 
your available Curios. You do not need to 
attune to your own Curios. 

Unless otherwise specified by the Cu-
rio, an active Curio takes an action to use. 
In the instances where a Curio is holding a 
spell, use the casting time of the spell as the 
amount of time it takes to use the Curio. If 
the spell can be cast as a reaction, so can the 
Curio. 

Curios that have active manifestations 
must be recharged before using them for the 
first time. Curios with passive manifesta-
tions have their abilities available immedi-
ately upon creation.

Preparing and Casting Spells

As a witch you do not cast spells directly 
from spell slots. Instead, you can infuse your 
Curios with a spell from your spellbook. 
When you make a Curio and choose to place 
a spell inside, you are able to activate the Cu-
rio and release the spell. Anything that would 
affect a spell cast from a spell slot also affects 
a spell cast from a Curio.

Spellcasting Ability

Intelligence is your spellcasting ability for 
your witch spells. You use your Intelligence 
whenever a spell refers to your spellcasting 
ability.

In addition, you use your Intelligence 
modifier and proficiency bonus for the spell 
save DC of a witch 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.

Improved Ritual Casting

You can cast any witch spell as a ritual re-
gardless if that spell has a ritual tag as long 
as you have the spell in your spellbook. If 
the spell has a ritual tag, cast the spell using 
normal ritual casting rules. If the spell does 
not have a ritual tag, the spell takes 1 hour 
to cast per spell level, additionally, for each 
spell level above 1st-level you need an addi-
tional creature helping you with the ritual. A 
creature must have an Intelligence of at least 
8 and be friendly to assist in casting the spell, 
while assisting, the creature can take no oth-
er actions. You do not need to have the spell 
prepared in a Curio to cast it as a ritual. 

Learning Spells of 1st Level and Higher

Each time you gain a witch level, you can 
add two witch spells of your choice to your 
spellbook. Each of these spells must be of a 
level equal to, or less than, half of your witch 
levels rounded up. On your adventures. you 
might find other spells that you can add to 
your spellbook.

The nature of this text is beyond 

mortal; it seeks to deconstruct, 

pollute, and give life to golems. 

We have been all but reduced to 

our own limitations of knowledge 

and understanding of what we 

know that we do not know.
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Otherworldly Companion

When you take your first level as a witch you 
are approached by an otherworldly entity, 
this entity is drawn to you and seeks to join 
you. Each entity has a different way of mak-
ing itself known to you and each supports 
you in whatever task you seek to complete.

Companionship of the Beast

Though your Otherworldly Companion may 
have come to you in the shape of a mundane 
animal, it turned out to be anything but. 

You learn the Find Familiar spell and can 
cast it as a ritual. The spell doesn’t need to be 
recorded in your spellbook for you to cast it 
and you can cast it once per long rest with-
out material components or placing the spell 
in a Curio. Additionally, your familiar has the 
Intelligence of 10 instead of its normal Intel-
ligence score. Your familiar also can under-
stand and speak any language that you know.

Companionship of the Elements

Whether through the flicker of flame, the 
sound of a brook, or the rattle of stone, you 
first heard the voice of your companion 
through the elements. As an entity of the 
natural world, it empowers you when you 
are in its natural domain.

Choose one type of terrain: arctic, coast, 
desert, forest, grassland, mountain, swamp, 
or the Underdark. 

While in your chosen terrain, you gain the 
following benefits: 

◊◊ You can’t become lost except by magical 
means.

◊◊ Even when you are engaged in another 
activity while traveling (such as foraging, 
navigating, or tracking), you remain alert to 
danger.

◊◊ When you forage, you find twice as much 
food as you normally would.

◊◊ If you are surprised at the beginning of 
combat and aren’t incapacitated, you can 
act normally on your first turn

Companionship of the Flesh

Be it in abstract forms, intricate lines, or 
wonderous images, you feel the very essence 
and thoughts of your companion. 

As your skin fills with your companion’s 
essence it becomes resistant to damage. As 
long as you are not wearing armor, you gain a 
+1 bonus to AC.

Additionally, you can choose to use your 
own skin as a spellbook and as Curios. The 
price for inscribing spells remains the same 
but they are tattooed onto your skin. Addi-
tionally, you can place a Curio onto your skin 
as a tattoo, it functions as a normal Curio 
but cannot be given to another creature. As a 
bonus action, you can hide the tattoos.

Companionship of the Spirit

You are frequently visited by an ethereal 
being that only you can see. This might be 
in the form of an ancestor spirit, an angel, a 
demon, or a wisp from another reality, but it 
came to you and you alone. 

Bringing secrets from beyond the veil, 
your companion expands your magical 
knowledge. You can choose a cantrip from 
any spell list and cast it without a Curio. 
Upon taking a long rest you can choose a 
different cantrip to use in this way.

Witch’s Script

With the help of your Otherworldly Com-
panion, you learn to see, read, and write in 
Witch’s Script. To those untrained, the script 
is invisible, only showing itself when per-
ceived by detect magic. Any Curio, that you 
or another witch has made, appears to be 
covered in Witch’s Script.

We have readily replaced any 
meaningful self-exploration 

for the sake of worldly 
explanation and for the 

want to conquer ourselves 
and our souls.
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Sacred Secrets

When you reach 2nd level, you choose a 
Sacred Secret, hidden magical talents passed 
on from your Otherworldly Companion to 
you.

Your choice grants you features at 2nd 
level and again at 6th, 10th, and 14th level.

Arcane Wonder

At 2nd level, you start with a Arcane Won-
der, Sudden Manifestation, and occasionally 
an additional Arcane Wonder determined 
by your Sacred Secret. Some Sacred Secrets 
grant you the additional ability as you ad-
vance in levels, as noted in the Sacred Secret 
description.

When you use your Arcane Wonder, you 
choose which effect to create. You must then 
finish a short or long rest to use your Arcane 
Wonder again. Beginning at 6th level, you 
can use your Arcane Wonder twice between 
rests, and beginning at 18th level, you can 
use it three times between rests. When you 
finish a short or long rest, you regain your 
expended uses.

Some Arcane Wonders effects require 
saving throws. When you use such an effect 
from this class, the DC equals your witch 
spell save DC.

Sudden Manifestation

As a bonus action, you can cast a single spell 
from your spellbook that is equal to or less 
than 1/3rd of your witch level (minimum 
1st-level spell) without using a Curio. The 
spell must have  a casting time of 1 action or 
1 bonus action.

Coven Casting

At 3rd level, when you cast a spell using a 
Curio, allies with an Intelligence score of 8 
or more and that are within 30 feet can use 
their reaction to amplify the spell. If a num-
ber of allies, equal to the spell’s spell level, 
use their reaction to assist, the spell is con-
sidered to have been cast using a spell slot of 
1 level higher. 

Uncommon Manifestations

At 5th level, you can create a number of Cu-
rios with Uncommon Curio Manifestations 
equal to your Intelligence modifier. You can 
use Curios with active Uncommon Curio 
Manifestations once per long rest. These 
curios still count agaist your total number of 
available curios on the class table.

Arcane Sense

Upon reaching 7th level your very senses 
have changed from being close to your Oth-
erworldly Companion and you can now sense 
magic. This might be through smell for some 
or by sound, taste, or a mere prickling in the 
air for others but you gain the extraordinary 
ability to perceive magic. As an action, you 
can open your awareness to actively perceive 
such forces. Until the end of your next turn, 
you sense the presence of magic within 30 
feet of you and you see a faint aura around 
any creature or object in the area that bears 
magic. 

This ability can penetrate most barriers 
but is blocked by 1 foot of stone, 1 inch of 
common metal, a thin sheet of lead, or 3 feet 
of wood or dirt.

Empowered Manifestations

At 11th level, you can create a number of 
Curios with Empowered Manifestations 
equal to your Intelligence modifier. You can 
use Curios with active Empowered Manifes-
tations once per long rest. These curios still 
count agaist your total number of available 
curios on the class table.

Supernatural Insight

When you reach 13th level you’ve developed 
the ability to see into a person’s true nature. 
Whenever you make an insight check, you 
can treat a d20 roll of 9 or lower as a 10.

Mythic Manifestations

At 17th level, you can create a number of 
curios with Mythic Manifestations equal to 
your Intelligence modifier. Once you use a 
curio with an active Mythic Manifestation 
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you must take a long rest before using any 
curio with an active or passive Mythic Mani-
festation. Mythic Manifestations can only be 
used by you. These curios still count agaist 
your total number of available curios on the 
class table.

Planar Domain

Upon reaching 20th level, your Otherworldly 
Companion creates a private world for you. 
You gain the ability to create a portal to this 
world by constructing  a doorway, you spec-
ify what this doorway looks like. The door is 
large enough to allow Medium creatures to 
pass through unhindered. 

When opened, the door leads to a demi-
plane that appears to be a floating island 
with a radius of 100 feet. The ground and sky 
take any appearance that you wish and you 
can change them at will while on the demi-
plane. After 1 minute, the door disappears, 
and any creatures or Objects inside the 
demiplane remain trapped there, as the door 
also disappears from the other side.

When you use this ability again, it con-
nects to the same demiplane. You can use 
this ability once per long rest.

If the door closes while you are on the 
demiplane you must either use this ability 
again or use some other form of magic to 
travel to a different plane. When you use this 
ability on the demiplane, you either appear 
in a random safe location on the plane you 
had originally left from, or you can choose 
the location if it is a place you have been very 
often on the previous plane or a place you 
have carefully studied on that plane.

Additionally, the bond between you and 
your companion has grown to such a degree 
that you are now considered an Otherworld-
ly being. The type of which depends on your 
companion. Choose either Aberration, Fiend, 
Celestial, Elemental, or Fey. You are now con-
sidered a creature of that type.

Curio Manifestations

Below is a list of manifestations you can 
create curios from. When you take your 
first level in this class you instantly know all 
available manifestations.

Curio of the Arcane
Active

Basic: You can place a single spell from your 
spellbook inside the Curio, this spell must be 
either 1st or 2nd level.
Uncommon: You can place a single spell 
from your spellbook inside the Curio, this 
spell must be either a 3rd, 4th, or 5th level 
spell. 
Empowered: You can place a single spell 
from your spellbook inside the Curio, this 
spell must be either a 6th, 7th, or 8th level 
spell. 
Mythic: You can place a single 9th level spell 
from your spellbook inside the Curio.

Curio of Air
Passive

Basic: You can hold your breath twice as 
long.
Uncommon: All of the effects of the Basic 
version of this Curio, and the distance you 
can jump is doubled.
Empowered: All of the effects of the Basic 
and Uncommon versions of this Curio, and 
you have resistance to thunder and lightning 
damage. 
Mythic: All of the effects of the Basic, Un-
common, and Empowered versions of this 
Curio, and you gain a flight speed equal to 
your movement.

Curio of the Beast
Passive

Basic: You can use an action to turn into any 
tiny beast for 1 hour. That creature cannot 
have a swim or fly speed.

This 
journey 
might be mortal, but it is not 
progress, nor is it progressive; it is a self-looping circle of Uncertainty that retroactively destroys any 
progress that could have been made toward moving beyond this mortal condition.
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Uncommon: You can use an action to turn 
into any tiny beast for 2 hours. That creature 
cannot have a fly speed.
Empowered: You can use an action to turn 
into any small or tiny beast for 3 hours. 
Mythic: You can use an action to turn into 
any medium, small, or tiny beast for 4 hours. 
Additionally, you can end the effect early 
with a bonus action. 

Your game statistics are replaced by the sta-
tistics of the beast, but you retain your align-
ment, personality, and Intelligence, Wisdom, 
and Charisma scores. You also retain all of 
your skill and saving throw proficiencies, in 
addition to gaining those of the creature. If 
the creature has the same proficiency as you 
and the bonus is higher than yours, use the 
creature’s bonus.

You assume the Hit Points of your new 
form. When you revert to your normal form, 
you return to the number of Hit Points you 
had before you transformed. If you revert 
as a result of Dropping to 0 Hit Points, any 
excess damage carries over to your normal 
form. As long as the excess damage doesn’t 
reduce your normal form to 0 Hit Points, you 
aren’t knocked Unconscious.

You are limited in the Actions you can 
perform by the nature of your new form, and 
you can’t speak, cast spells, or take any other 
action that requires hands or speech.

Your gear melds into your new form. You 
can’t activate, use, wield, or otherwise bene-
fit from any of your equipment.

Curio of Cantrips
Passive

Basic: Choose 2 cantrips from the witch spell 
list. You can cast these at will.
Uncommon: Choose 4 cantrips from the 
witch spell list. You can cast these at will.
Empowered: Choose 6 cantrips from the 
witch spell list. You can cast these at will.
Mythic: Choose 8 cantrips from the witch 
spell list. You can cast these at will.

Curio of Earth
Passive

Basic: While on the ground you have advan-
tage on saving throws to resist being moved 
against your will.
Uncommon: All of the effects of the Basic 
version of this Curio, and you can detect 
and pinpoint the origin of vibrations within 
10 feet, provided that you and the source of 
the vibrations are in contact with the same 
ground or substance. This can’t be used to 
detect flying or incorporeal creatures.
Empowered: All of the effects of the Basic 
and Uncommon versions of this Curio, and 
you have resistance to non-magical slashing, 
bludgeoning, and piercing damage.
Mythic: All of the effects of the Basic, Un-
common, and Empowered versions of this 
Curio and you gain a burrow speed equal to 
your movement.

Curio of Fire
Passive

Basic: As an action, You can light or extin-
guish a mundane fire that fits inside a 5’ cube 
Uncommon: All of the effects of the Basic 
version of this Curio, and you can speak into 
any fire and from any point of flame within 
1 mile your voice will be heard as if you were 
there. Additionally, as an action, you can 
make a touch spell attack against a creature 
and deal 1d12 points of fire damage on a hit. 
Empowered: All of the effects of the Basic 
and Uncommon versions of this Curio, and 
you have resistance to fire damage.
Mythic: All of the effects of the Basic, Un-
common, and Empowered versions of this 
Curio. Additionally, you gain the ability to 
teleport from open flame to another open 
flame that you can see with the use of a bo-
nus action. The flame must be large enough 
for you to fit inside of it. When you use this 
ability, you are not harmed by the fire. Fur-
thermore, you can use this ability to teleport 
to any open flame on the same plane as your-
self as long as you are familiar with it. 
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If you attempt to teleport in this fashion and 
the flame isn’t there or isn’t big enough to fit 
you, you take 10d6 fire damage and the Curio 
shatters. 

Curio of Flesh
Passive

Basic: You can spend 1 minute to change 
your appearance through magical means. 
This can affect any of your natural physi-
cal features, including your apparent race, 
though your statistics stay the same and you 
cannot change your basic body structure.
Uncommon: You can change your appear-
ance at will. This can affect any of your 
natural physical features, including your 
apparent race, though your statistics stay the 
same and you cannot change your basic body 
structure.
Empowered: You can change your appear-
ance at will. That can affect any of your 
natural physical features, including your 
apparent race, though your statistics stay the 
same and you cannot change your basic body 
structure. You may use this ability to change 
your appearance to  look identical to another 
individual. Your voice can perfectly mimic 
the target’s voice as well.
Mythic: All of the effects from Empowered 
with the additional effect that even a crea-
ture with Truesight cannot see past this 
effect.

Curio of Flight
Passive

Basic: You can jump double your normal 
jump height.
Uncommon: You gain a fly speed of 30 feet. 
At the end of each of your turns you fall to 
the ground if you are being held aloft by 
flight from this Curio.
Empowered: You gain a fly speed of 30 feet if 
not wearing armor.
Mythic: You gain a fly speed of 60 feet.

Curio of Mirrors
Active

Basic: You create 1 duplicate. 
Uncommon: You create 3 duplicates.
Empowered: You create 5 duplicates.
Mythic: You create 7 duplicates.

A number of illusory duplicates of yourself 
appear in your space and move out to avail-
able spaces around you. Until you end the 
effect, the duplicates move with you and 
mimic your Actions, shifting position so it’s 
impossible to track which image is real. You 
can use your action to dismiss the duplicates.

If a spell or an attack would target you, 
instead roll a die to determine what dupli-
cate it hits: 

◊◊ 1 or 2 duplicates: roll a d4. On a 1 or 2, the 
attack or spell targets you, on a 3 or 4, the 
attack or spell targets one of your dupli-
cates.  

◊◊ 3 or 4 duplicates: roll a d4, on a 1, the spell 
or attack targets you, on anything else, it 
targets a duplicate instead. 

◊◊ 5 or 6 duplicates: roll a d6, on a 1, the spell 
or attack targets you, on anything else, it 
targets a duplicate instead. 

◊◊ If you have 7 duplicates: roll a d8, on a 1, 
the spell or attack targets you, on anything 
else, it targets a duplicate instead.

The t
ruth o

f th
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If a duplicate is targeted by a spell or at-
tack, the duplicate is destroyed. If all of your 
duplicates are destroyed, you must wait for 
your Curio to recharge before using it again. 
Additionally, if you dismiss the duplicates, 
you must wait for the Curio to recharge be-
fore using it again.

This ability also affects abilities or spells 
that would be used as a reaction to an action 
you take. For example, if you have this ability 
active and you cast a spell, and another crea-
ture uses a counterspell, there is a chance 
that the creature’s counterspell targets one 
of your duplicates instead, letting your spell 
be cast without interruption. 

A creature is unaffected by this ability if it 
can perceive illusions as false, as with true-
sight.

When casting rituals with improved ritual 
casting, your duplicates count as creatures 
for the purpose of assisting you casting a 
spell.

Curio of the Otherworld
Passive

Basic: As an action, you can see into the 
ethereal plane for 1 minute.
Uncommon: As an action you can step into 
the ethereal plane until the end of your turn.
Empowered: As a bonus action, you can step 
into the ethereal plane until the end of your 
turn.
Mythic: As an action you can step into the 
ethereal plane for up to 1 hour or until you 
use this ability again. Your movement is dou-
bled while in the ethereal plane.

If you are on the Ethereal Plane and the 
time limit ends you return to the Plane you 
originated from in the spot you currently 
occupy. If you occupy the same spot as a 
solid object or creature when you return to 
that Plane, you are immediately moved to 
the nearest unoccupied space that you can 
occupy and take 1d6 force damage for each 
foot you were moved. 

While on the Ethereal Plane, you can see 
objects and landscapes rendered in desat-
urated shades of grey from the Plane you 
originated from and creatures from the plane 
you originated from appear as misty blobs 
with no discernible features. Your vision on 
the Ethereal Plane is 30ft. Creatures that are 
not on the Ethereal Plane can not see or hear 
you without a special ability or spell. Addi-
tionally, you can not interact with anything 
that isn’t also on the Ethereal Plane.

Curio of Perception
Passive

Basic: You gain darkvision out to 30 feet. If 
you already have dark vision the distance 
increases by 30 feet.
Uncommon: You gain darkvision out to 30 
feet. If you already have dark vision the dis-
tance increases by 30 feet. Additionally, you 
roll sight based perception at advantage.
Empowered: You gain truesight out to 10 
feet. Additionally, you roll sight based per-
ception at advantage.
Mythic: You gain truesight out to 60 feet. 
Additionally, you roll sight based perception 
at advantage.

Curio of Preservation
Passive

Basic: You cannot be magically aged. 
Uncommon: You cannot be magically aged 
and you have advantage on death saving 
throws.
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Empowered: You cannot be magically aged 
and you have advantage on death saving 
throws.  Additionally, if you are reduced to 0 
hit points or die, instead, roll a Constitution 
saving throw against a DC equal to twice the 
damage taken. On a success, you drop to 1 
hitpoint instead.
Mythic: You can not be magically aged and 
have advantage on death saving throws. Ad-
ditionally, if you were to be reduced to 0 hit 
points or die, instead, roll a Constitution sav-
ing throw against a DC equal to the damage 
taken. On a success, you drop to 1 hitpoint 
instead.

Curio of Privacy
Passive

Basic: You have advantage on your saving 
throws to resist divination magic.
Uncommon: While resting, you are hidden 
from divination magic. You can’t be target-
ed by any divination magic or perceived 
through magical scrying sensors when 
hidden in this fashion. Additionally, you have 
advantage on your saving throws to resist 
divination magic.
Empowered: You are hidden from divination 
magic. You can’t be targeted by any divina-
tion magic or perceived through magical 
scrying sensors when hidden in this fashion.
Mythic: You and every creature within 30 
feet are hidden from divination magic. You 
and any creatures within 30 feet can’t be tar-
geted by any divination magic or perceived 
through magical scrying sensors when hid-
den in this fashion.

Curio of Protection
Passive

Basic: While not wearing armor your base AC 
becomes 12 + your Dexterity modifier.
Uncommon: While not wearing armor your 
base AC becomes 13 + your Dexterity modi-
fier.

Empowered: While not wearing armor your 
base AC becomes 13 + your Dexterity modifi-
er or 13 + your Intelligence modifier, which-
ever is higher.
Mythic: While not wearing armor your base 
AC becomes 13 + your Dexterity modifier + 
your Intelligence modifier.

Curio of Many Spells
Active

Basic: You can place two different 1st-level 
spells from your spellbook inside the Curio. 
When you use one of the spells you must 
recharge the Curio before using that spell 
again. You can use the other spell inside the 
Curio if it has not been cast.
Uncommon: You can place three different 
1st-level or 2nd-level spells from your spell-
book inside the Curio. They do not need to 
be of the same spell level. When you use one 
of the spells you must recharge the Curio 
before using that spell again. You can use the 
other spells inside the Curio if they have not 
been cast.
Empowered: You can place three different 
3rd-level or 4th-level spells from your spell-
book inside the Curio. They do not need to 
be of the same spell level. When you use one 
of the spells you must recharge the Curio 
before using that spell again. You can use the 
other spells inside the Curio if they have not 
been cast.
Mythic: You can place three different 
5th-level, 6th-level, or 7th-level spells from 
your spellbook inside the Curio. They do not 
need to be the same spell level. When you use 
one of the spells you must recharge the Curio 
before using that spell again. You can use the 
other spells inside the Curio if they have not 
been cast.

If you were
 locked in a room 

on another 
plane with nothing 

except two
 tomes that both swore th

ey 

contained the 
truth, r

eal capital K 

Knowledge, ho
w would you even know 

which to trust?
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Curio of Repeated Spells
Active

Basic: You can place a single 1st level spell 
from your spellbook inside the Curio. This 
spell can be cast twice before the Curio needs 
to be recharged.
Uncommon: You can place a single 2nd-level 
or 3rd-level spell from your spellbook inside 
the Curio. This spell can be cast twice before 
the Curio needs to be recharged.
Empowered: You can place a single 4th-level, 
5th-level, or 6th-level spell from your spell-
book inside the Curio. This spell can be cast 
twice before the Curio needs to be recharged.
Mythic: You can place a single 7th-level or 
8th-level spell from your spellbook inside the 
Curio. This spell can be cast twice before the 
Curio needs to be recharged.

Curio of Sustenance
Passive

Basic: You no longer need to eat. 
Uncommon: You no longer need to eat or 
drink.
Empowered: You no longer need to eat or 
drink, and do not suffer any negative effects 
from going without sleep.
Mythic: You no longer need to eat or drink, 
and do not suffer no any negative effects 
from going without sleep. Additionally, you 
no longer age naturally. Magical aging still 
affects you.

Curio of Travel
Passive

Basic: When you are traveling for more than 
4 hours, your pace quickens without any 
negative effects. You and up to five compan-
ions are able to travel an additional 5 miles a 
day.
Uncommon: When you are traveling for 
more than 4 hours, your pace quickens with-
out any negative effects and you are able to 
find the most unlikely of shortcuts. 

You and up to five companions are able to 
travel an additional 10 miles a day.
Empowered: When you are traveling for 
more than 4 hours, your pace quickens 
without any negative effects and are able to 
find the most unlikely of shortcuts. You and 
up to five companions are able to travel an 
additional 10 miles a day. Also, you are able 
to find enough food close to the road to feed 
6 people. 
Mythic: When you are traveling for more 
than 4 hours, your pace quickens without 
any negative effects and are able to find the 
most unlikely of shortcuts. You and up to 5 
companions  are able to travel an addition-
al 10 miles a day Also, you are able to find 
enough food close to the road to feed 6 peo-
ple. Additionally, when you make camp you 
are able to find a safe and secluded spot that 
requires a DC 20 perception check for others 
to find.

Curio of Water
Passive

Basic: While in water of any clarity, you can 
see clearly and normally. Darkness still af-
fects your vision. 
Uncommon: All of the effects of the Basic 
version of this Curio and you can walk on 
water as if it were solid ground. Additionally, 
you can breathe normally underwater and 
you also retain your normal mode of respira-
tion.
Empowered: All of the effects of the Basic 
and Uncommon versions of this Curio and 
you gain resistance to cold damage.
Mythic: All of the effects of the Basic, Un-
common, and Empowered versions of this 
Curio and you gain a swim speed equal to 
twice your move speed.

Your brain is translating this writing, thoughts of another that they then wrote.

Language is humanoi
d's 

first manifes
ted

 

mutation.

Does that mean your brains touched?

Just for a moment?



Language is humanoi
d's 

first manifes
ted

 

mutation.

Sacred Secrets
C h a p t e r  ~  T h r e e

“Knowledge, like the soul, should be free, not 
trapped and restrained by sanctimonious 
Orders.”

—The Apostate, Evlyn

As we gain further and further agency in controlling the appearance of our 

enfleshed self, our actions illuminate a new uncertainty.

Our capacity for personal change has the retroactive ability 

to destroy and to pollute memories and whole identities.

Through this pollution, is there light, hope, and/or future? Or does it 

not matter? How do we interact with uncertainty and maintain our sanity 

and footing in reality?
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T
o be a witch is to delve into a 
world of hidden places, ter-
rible and wonderful magics, 
and to be free to seek answers 
regarding the very nature of 
the world. Your power comes 

from the application of knowledge in new 
and powerful ways, recovering the lost art 
of creating magical items and imbuing them 
with strange and wonderful effects. 

Sorcerers have access to power through 
sheer force of will, Wizards spend their lives 
collecting and perfecting known spells, and 
Warlocks pledge themselves to powerful 
forces, but all are beholden to spells that only 
affect the world for moments. By creating 
items of wonder, a witch has access to pow-
ers the others can only dream of, and to be 
holders of secret knowledge other casters 
can’t comprehend.

 

Secrets of Domination

There are those who are drawn to the darker 
arts of domination and seek counsel from 
their Otherworldly Companions on how to 
control and bind others. Witches of Domina-
tion might seek this knowledge for power or 
for nominally good intentions of maintaining 
order in a chaotic world.

Arcane Wonder: 
Commanding Utterance

At 2nd level, as an action you can speak a 
one-word command to every creature within 
30 feet that you can see. Each target that you 
designate must succeed on a Wisdom saving 
throw or follow the command on its next 
turn. The ability has no effect if the target is 
Undead, if it doesn’t understand your lan-
guage, or if your command is directly harm-
ful to it.

Charming Gifts

At 6th level, when a creature willingly at-
tunes to one of your curios they must make 
a Wisdom saving throw at the start of 
each day. If they fail, they are considered 

charmed by you. On a success, they 
are not charmed but must repeat 

this save if they are still using it the next 
day. When they are no longer attuned to the 
curio, they are no longer charmed. 

One to Rule Them

At 10th level, you can cast the spell geas 
against a target that is attuned to one of 
your curios and is charmed by you, without 
using a curio. If the target passes their saving 
throw, they are immune to being charmed 
by you for 24 hours. Once you use this ability 
you must take a long rest before using it 
again.

Bound Minds

At 14th level, any crea-
ture attuned to one of 
your curios is con-
sidered to be under 
the effects of the spell 
Detect Thoughts. For 
the purpose of this 
ability, you can target 
any creature who is 
attuned to one of 
your curios and 
is on the same 
plane as you.
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Secrets of Dreams

Meddlers in the swirling cosmic thoughts-
cape that is their Otherworldly companion’s 
home, Witches of Dreams command power 
over the realm of nightmares and dreams. 
Witches who delve into these secrets often 
find themselves stuck between two worlds as 
reality seems ephemeral and dreams become 
solid.  

Arcane Wonder: Bewitching Slumber

At 2nd level, as an action you can send crea-
tures into a magical slumber. Roll 1d12 per 
witch level, the total is how many Hit Points 
of creatures this ability can affect. Target any 
number of creatures within 30 feet of you to 
be affected. 

Starting with the creature that has the 
lowest current Hit Points, each creature 
affected by this ability falls Unconscious 
until an hour passes, the sleeper takes 
damage, or someone uses an action 
to wake the sleeper. Subtract each 
creature’s Hit Points from the total 
before moving on to the creature with 
the next lowest Hit Points. A creature’s Hit 
Points must be equal to or less than the re-
maining total for that creature to be affected.

Undead and creatures immune to being 
Charmed aren’t affected by this effect.

Dream Eater

At 6th level, you’ve gain the ability to ter-
rorize your sleeping enemies while they are 
vulnerable. You may use a bonus action to 
touch a sleeping creature or any portion of a 
sleeping creature’s body that is on the same 
plane as you (like a tooth or bundle of hair), 
you can deliver a message of up to ten words 
and the target must make a Wisdom saving 
throw agaist your spell save DC. On a failure, 
the target gains no benefit from that rest. 
In addition, they take 3d10 psychic damage. 
This damage does not wake a sleeping crea-
ture.

You can you this ability a number of times 
equal to your Wisdom modifier (with a mini-
mum of 1) per long rest.

Sleep Like the Dead

At 10th level, you may touch a willing crea-
ture, causing them to fall unconscious and 
into a sleep that is indistinguishable from 
death. This ability lasts until you end the 
effect or 8 hours have passed. For each 10 
minutes they spend in this state they can 
regain 1d4 + your Wisdom modifier worth of 
hit points. You can only target 1 creature at 
a time with this ability.

Realm Walker

At 14th level, you 
can perform a 
special ritual that 
takes an hour and 
teleports you 
to the location 
of any sleeping 
creature, provid-
ed that you have 
a small portion of 
their body (hair, 
blood sample, a 
tooth). The target 
creature must be on 
the same plane of ex-
istence. You can take up 
to 8 creatures with you. 
Once you use this ability, 
you must take a short rest 
before using it again.

Posthumanoid is not 

antihumanoidism, it isn't 

heresy, it isn't a mode of 

study that seeks to destroy 

what we know in materialism.
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Secrets of Frost

Witches who learn these secrets are usu-
ally from lands that have long been frozen 
over, they start adapting the hard crystalline 
nature of ice into their body and the most 
powerful have been known to be confused 
with Ice Elementals.

Arcane Wonder: Flash Freeze

At 2nd level, you can rapidly chill the air 
around you to sub-zero temperatures and 
create an aura of frost. When you activate 
this ability with an action you gain immunity 
to cold damage for the duration, additionally 
each round you maintain this ability your 
aura increases in radius by 5 feet. Your aura 
spreads around corners. Any creature that 
starts its turn inside of your aura must make 
a Constitution saving throw, on a success 
they are unaffected by your aura until the 
start of their next turn. On a failure, 
they must spend an extra foot of 
movement for every foot they 
move, additionally they take 
cold damage equal to your 
Witch level. Any liquid not 
carried by a creature with-
in your aura freezes until 
1 hour after this ability 
ends.

This effect lasts until 
you lose concentration on 
it, you spend any move-
ment, or you don’t spend a 
bonus action each round to 
maintain the effect. At the 
end of each hour you in-
stantly lose concentration 
on this ability unless you 
spend an additional use 
of your Arcane Wonder 
to maintain the effect.

After a minute, 
any non-magical 
non-creature plant 
in your aura freezes 
and dies.

Glacial Skin

At 6th level, your skin takes on the qualities 
of glacial ice, becoming bluish in tone and 
freezing to the touch. You gain resistance to 
cold damage and when you are not wearing 
armor your Armor Class can not be below 15.

Additionally, when you are hit by a melee 
attack you can use your reaction to freeze 
the weapon to you. The attacking creature 
must make a Strength saving throw or their 
weapon is stuck to you and cannot be re-
moved until the start of your turn. If it is a 
natural weapon, both you and the target are 
considered grappled and the attacking crea-
ture takes 1d10 cold damage.

Crystalline Construction

At 10th level, as an action you can create 
objects or structures made of ice. If you 

are making an item it must be able 
to fit into a 10-foot cube, you can 
not make complex items like vehi-
cles, weapons, armor, or equipment 
with moving pieces. The item lasts a 

number of hours equal to half 
of your witch level and then 

it melts. The item has all the 
properties of the item you 
chose to replicate and is 
cool to the touch. You can 

use this ability a number of 
times equal to your Intelligence 
modifier (with a minimum of 1) 
per long rest. Additionally, ob-
jects you create with this ability 
can be made into Curios, if you 
do, they do not melt after the 
duration and last as long as they 
remain Curios.

At level 18, you can make any 
item with this ability.

Winter’s Soul

At 14th level, you are considered 
an Elemental as well as any other 
creature types you have. You are 

immune to cold damage and 
ignore movement restrictions 

caused by ice and snow 
and can move on difficult 

surfaces covered in ice, 
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including ceilings as long as those surfaces 
are covered by ice. 

Additionally, once per long rest you can 
use an action and choose a point within 60 
feet of you to become covered in ice. From 
the point that you chose, ice covers a 20 foot 
radius that spreads around corners. That 
ground is considered difficult terrain and 
any creature that starts its turn on the ice 
must make a Dexterity saving throw against 
your spell save DC or fall prone.

Secrets of the Feast

While most witches utilize curios that can 
be used multiple times by recharging them 
when they rest, Witches of the Feast bake 
their magic into edible goods letting those 
who consume them gain or suffer the effects 
of them.

Naturally Skilled

At 2nd level, you gain a Tool Proficiency with 
Cook’s utensils.

Curiously Consumable

At 2nd level, when you make a Curio from an 
edible object you can select several options 
as to how it is activated, from the list below 
you can choose as many extra effects as you 
wish. 

◊◊ If the Curio contains a spell, you can 
choose for that spell or spells to activate 
upon consuming the Curio with the con-
sumer as the target or center point of any 
spells. 

◊◊ When a creature eats this Curio, it pro-
vides enough nourishment to sustain a 
creature for one day.

◊◊ If the Curio has a Passive effect, by eating 
the Curio the creature eating it attunes 
to the Curio instantly. Additionally, The 
Curio’s effect lasts until you destroy your 
Curios or they spend an hour purging their 
body. 

◊◊ Upon consuming the Curio, the creature 
takes damage or heals and amount of hit 
points equal to your Witch level.

Charming Cook

At 6th level, when you use your Cook’s 
utensils to prepare a meal that takes an hour 
or longer to make you imbue the food with 
magical energy. Any creature who eats the 
food prepared must make a Wisdom saving 
throw or become charmed by you for 1 hour. 
Any creature who succeeds this save is im-
mune to being charmed by you for 24 hours. 
Creatures are unaware of this effect even on 
a success. 
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Arcane Wonder: Obsessive 
Consumption

At 10th level, as an action, you can place a 
magical Command on a creature that can see 
and hear you within 30 feet, forcing it to try 
and eat any object or creature that you spec-
ify that is also within range. If the target can 
understand you, they must make a Wisdom 
saving throw or become Charmed by you for 
1 minute. While Charmed by you, the target 
takes 3d8 psychic damage for each action 
or movement that it takes that isn’t in the 
pursuit of attempting to eat the creature or 
object you specified. 

You can specify any creature or object 
within range, short of an object that the 
target creature would know would result in 
certain death. Should you issue a suicidal 
Command, the effect ends.

You can end the ability early by using an 
action to dismiss it. A Remove Curse, Greater 
Restoration, or wish spell also ends it.

From the River’s Mouth

At 14th level, you can spend an hour enchant-
ing a 10 foot by 10 foot area with a Curio ef-
fect. Any creature who eats or drinks some-
thing that was in that area when this ability 
was used is affected by your Curio. You can 
use the effects detailed in the ability Curi-
ously Consumable to change aspects of this 
special Curio. Any passive effect gained from 
this ability ends after a number of hours 
shown by the table below. Once you use this 
ability you must take a long rest before using 
it again, additionally, any effects that are 
still active end immediately upon using this 
ability again.

Curio Level How Long it Lasts

Basic 24 Hours

Uncommon 12 Hours

Empowered 6 Hours

Mythic 1 Hour

Secrets of the Forge

There are those who stare into the flames of 
their forges and see something staring back, 
these are the Witches who learn the Secrets 
of the Forge. Usually their Companions are 
elementals or spirits of old craftspeople but 
regardless of what form their Companions 
take, the secrets they share outfit these 
Witches for war.

Natural Smiths 
When you choose this Secret at 2nd level, you 
gain proficiency with light armor and smith’s 
tools.

Arcane Wonder: Imbued Metallurgy 
At 2nd level, you gain the ability to create a 
special Curio that doesn’t count against the 
number of Curios that you can have at your 
current level. By spending an hour you can 
imbue a set of armor, a weapon, or a shield 
as a Curio using the associated Curios below. 
You are the only one who can attune to this 
Curio. At the end of each long rest you can 
use this ability again to maintain the effects 
of a previous use. If you choose not to use 
this ability again, the affected item returns 
to normal.

Curious Armor
Passive

Basic: While you are wearing this armor, you 
gain a +1 bonus to AC.
Uncommon: In addition to the effects of the 
basic tier, choose 1 damage type. While wear-
ing this armor you have resistance to that 
damage type.
Empowered: In addition to the effects of the 
previous tiers, this armor becomes lighter 
and easier to manage. Medium armor be-
comes light armor and doesn’t give disad-
vantage to stealth and heavy armor becomes 
medium armor. 
Mythic: In addition to the effects of the 
previous tiers, while wearing this armor you 
have a fly speed equal to your movement 
speed.
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Curious Weaponry
Passive

Basic: This weapon is counted as a magical 
weapon for overcoming damage resistances.
Uncommon:  In addition to the effects of the 
basic tier, choose 1 damage type, when you 
hit a creature you can add a d6 of that dam-
age type to your damage.
Empowered:  In addition to the effects of the 
previous tiers, once per short rest you can 
roll a d4 and add that to your roll to hit. You 
must declare you are using this ability before 
knowing if your attack hits or not.
Mythic: In addition to the effects of the pre-
vious tiers, choose 1 damage type, when you 
hit a creature that is resistant or immune to 

that damage type they become vulnerable 
to that damage type instead until the start 
of that creature’s next turn. If your weapon 
would deal that type of damage, they are 
considered to have been vulnerable to that 
damage for this attack as well.

Curious Shield
Passive

Basic: While wielding this shield and you can 
use your reaction to add your proficiency 
bonus to your AC. You must use this ability 
before knowing if an attack would have hit 
you or not. Once you use this ability you 
must take a short rest before using it again.
Uncommon:  In addition to the effects of 
the basic tier, while wielding this shield any 
friendly creature that is standing within 5 
feet of you gains +1 to their AC.
Empowered:  In addition to the effects of the 
previous tiers, you can spend an action and 
transform your shield into thick metal wall. 
This wall is 10 feet by 10 feet and 3 inches 

thick. As an action, you can transform the 
wall back into a shield.
Mythic:  In addition to the effects of the pre-
vious tiers, if you would be hit by a ranged 
spell attack you can spend your reaction to 
absorb the energy taking no damage. This 
destroys the Curio.

Weld

At 6th level, as you touch 2 separate metal 
objects that are not being worn or carried 
and use a bonus action to make them 1 sin-
gular object. An Intelligence (Investigation) 
check is required to know that the 2 objects 
were once separated, the DC for this check 
is equal to your spell save DC. Additionally, 
as an action you can separate any object that 
you welded together with this ability.

Empowered Metallurgy 
At 10th level, the special Curio effects gained 
from Imbued Metallurgy can be made from 
the Curios gained from your class. They are 
required to be made from the corresponding 
items but do not need to follow the size limit 
normally assigned to Curios. These Curi-
os can only be attuned to by you. 
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Additionally, you do not need to use your Ar-
cane Wonder ability to maintain their effects. 

Form of the Forge

At 14th level, if you are wearing or wielding 
a Curio made from your Imbued Metallur-
gy you can destroy it as a bonus action and 
encase your body is glowing hot liquid metal 
for 1 minute. While in this form your AC can 
not be below 20 and any melee attacks that 
you make deal an additional amount of fire 
damage equal to half your Witch level. You 
are also immune to Fire damage and have re-
sistance to Slashing, Bludgeoning, and Pierc-
ing damage from non-magical attacks. You 
also retain any of the effects of the destroyed 
Curio until the effect is over. 

After the effect ends the metal cools and 
solidifies giving you the restrained condition 
until you use an action to break free.

Secrets of Golemancy

Tinkerers, toymakers, doll crafters, and 
inventors are all the types of people to seek 
the secrets of golemancy. Why summon 
potentially unloyal and dangerous creatures 
from different planes of existence when you 
can create them from metal and wood? While 
some Witches seek to use their golems for 
conquest and the pursuit of greater knowl-
edge, others just enjoy the company that 
their new friends provide. 

Arcane Wonder: 
Spontaneous Animation

At 2nd level, you can animate any item with 
a gesture and command. As a bonus action, 
point to one small or tiny item that is within 
30 feet and is not currently being worn or 
carried. When you do, utter a 
command that is one sentence 
or less. The animated item at-
tempts to complete the com-
mand to the best of its ability 
growing arms and legs and an-
imating for up to 1 hour. This 
ability requires concentration 
and if either concentration 

is broken or the duration 
ends, the item is no longer 

animated. 
For this duration the item has the follow-

ing statistics:

◊◊ HP: 15
◊◊ Movement: 30 feet
◊◊ AC: 10 + your proficiency bonus
◊◊ Attack: + your proficiency bonus to hit
◊◊ 1d10 + your proficiency slashing damage
◊◊ Str: 6
◊◊ Dex: 14
◊◊ Is proficient in every skill, tool, and item 

that you are. 

Alternatively, you can choose to animate 
a weapon, item, or suit of armor currently 
being carried or worn by a creature. If you do 
so, choose one of the following effects:

◊◊ If the item is a weapon, for up to one 
minute you can use your bonus action to 
cause the weapon to strike the individual 
wielding it. For this, roll an attack using 
your spell attack bonus, the weapon deals 
damage normally on a hit. 

◊◊ If the item is a suit of armor, you can 
freeze it in place until the start of your next 
turn. When you do so, the creature wearing 
the armor must make a Strength saving 
throw against your spell save DC or become 
restrained for the duration.
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◊◊ If the item is a mundane object, you can 
give it a one word command and at the end 
of your turn it’ll attempt to complete that 
command to the best of its ability. The item 
can not attack but can provide the help 
action. It gains arms and legs and the sta-
tistics listed above. At the start of your next 
turn the item returns to normal.

Curious Helpers

At 6th level, you can choose to permanently 
animate your Curios when you make them. 
Your animated Curios can perform simple 
tasks at your command. They have the fol-
lowing statistics: 

◊◊ HP: 10
◊◊ Movement: 10 feet
◊◊ AC: 8
◊◊ Str: 2
◊◊ Dex: 10

They can’t attack, take actions, and if they 
drop to 0 hit points, the Curio is destroyed. 
Once on each of your turns as a bonus action, 
you can mentally command the Curio to 
perform simple tasks like fetching things, 
cleaning, serving food and drinks, or opening 
a simple door. Once you give the command 
the animated Curio will perform the task to 
the best of its ability, once it is finished it’ll 
return to you for the next command. You can 
also command an animated Curio to activate 
itself if it has an active effect, you can either 
have the Curio activate immediately or give 
it a specific trigger. If an animated Curio 
moves more than 30 feet away from you it’ll 
sit on the groud and abandon whatever com-
mand was given to it until you are within 30 
feet of it.

You can also give an animated Curio the 
command to roam, when you do it’ll behave 
on its own accord, curiously exploring within 
10 feet of you. 

Tinkerer’s Companion

At 10th level, you’ve learned to make a spe-
cial automata Curios made of rare materials. 
These Curios look and behave like a trained 
beast that is fiercely loyal to you or the crea-
ture it is attuned to. While they look nearly 

identical to a living animal, an Intelligence 
(Investigation) check against your spell save 
DC can discern that they are golems. When 
you make a Curious Companion, choose a 
beast to model your Curious Companion 
after, it has the creature type of Construct 
instead of Beast and immunity to psychic 
damage. The Curious Companion also gains 
a number of bonus hit points equal to half 
your Witch level and a bonus to damage 
equal to your Intelligence score modifier. 

It takes its turn on your initiative, though 
it doesn’t take an action unless you com-
mand it to. On your turn, you can telepath-
ically command the Curious Companion 
where to move without using an action. 
Additionally, You can use your action to ver-
bally command it to take an action including 
to attack.

Curious Companion
Passive

Basic: Must be modeled on a beast with a 
CR of 1/8 or less and requires rare materials 
equally 1 gp.
Uncommon: Must be modeled on a beast 
with a CR of 1/4 or less and requires rare 
materials equal to 10 gp. Additionally, it has 
resistance to nonmagical bludgeoning, pierc-
ing, and slashing damage. 
Empowered: Must be modeled on a beast 
with a CR of 1/2 or less and requires rare 
materials equal to 100 gp. Additionally, it has 
resistance to all damage.
Mythic: Must be modeled on a beast with a 
CR of 1 or less and requires rare materials 
equal to 1000 gp. Additionally, it has resis-
tance to all damage and regenerates 1 hp at 
the start of each of your turns.

Construct Disruption

At 14th level, you’ve become an expert in go-
lemancy in all forms and how to seize control 
of Constructs. Once per long rest you can use 
your action to attempt to dominate a crea-
ture with the type Construct that is within 
30 feet. When you do, the creature must 
make an Intelligence saving throw against 
your spell save DC or become controlled by 
you for up to 1 minute. If you or crea-
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tures that are friendly to you are fighting 
the creature, it has advantage on the saving 
throw.

On a failure, you gain a telepathic link 
with the creature as long as you are within 
60 feet of each other. You can use this link 
to issue commands to the creature which it 
does its best to obey. Each time the creature 
takes damage, it makes a new Intelligence 
saving throw against your spell save DC. If 
the saving throw succeeds, the effect ends.

This ability requires concentration and the 
effects will end if concentration is broken.

Secrets of the Grove

Drawn to the hidden spaces within the 
woods, these Witches prefer the compan-
ionship of nature over that of their fellows. 
Witches of the Grove can rest well knowing 
that they are able to always call upon their 
close connection to the natural world to 
assist them.

Arcane Wonder: Nature’s Friend

At 2nd level, you can use your action to 
charm nearby beasts and plants that have an 
Intelligence of less than 8. Beasts and Plants 
within 30 feet must make a Charisma saving 
throw against your spell save DC or be-
come charmed by you for 1 minute. You can 
communicate simple ideas and give 1 word 
commands to any Beast or Plant you charm 
in this way until the end of the effect. Any 
command that would endanger any of the 
charmed beasts or plants ends the charmed 
effect for all of the affected creatures.

Take Root

At 6th level, you can spend an action to 
extend roots from your feet into the ground. 
As you do, you regain a number of hit points 
equal to one fourth of your witch level at 
the start of each of your turns while rooted. 

Additionally, your movement is reduced to 
0 and you have advantage versus any-
thing that would move you from that 
spot. You must spend another action 
to end this effect, if you use this ability 
for more than a minute under direct 

sunlight you gain enough nourishment to 
sustain you for 1 day.

Strength through Wisdom

At 10th level, you are able to Strengthen your 
body through your connection with nature. 
Your Constitution score can not be less than 
your Wisdom score.

Old Wood

At 14th level, your connection with the 
woods changes your very physiology as you 
sprout small branches and leaves, with your 
skin taking on the appearance and feel of 
bark.  You are considered a Plant as well as 
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any other creature types you have. In addi-
tion, you gain the following benefits:  

◊◊ You can cast the spell enlarge/reduce with 
yourself as the target as an action without 
using a Curio or components. 

◊◊ You gain resistance to nonmagical Blud-
geoning and Piercing damage.

◊◊ While you remain motionless, you are in-
distinguishable from a normal tree or shrub 
of your current size.

Secrets of Healing

Some witches are drawn to the healing arts 
in addition to the arcane. Their Otherworld-
ly Companions are usually more angelic in 
appearance and whisper the secrets of the 
divines. 

Natural Healer

At 2nd level, your Otherworldly Compan-
ion teaches you the knowledge of healing. 
You gain the skill proficiency in Medicine.

Arcane Wonder: Reconstitution

At 2nd level, as an action, you can shout out 
ancient and secret words of healing. You and 
other creatures within 30 feet of you heal 1d4 
hit points for each witch level that you have.

Curious Restoration

At 6th level, you have learned how to imbue 
healing energy into your curios. You gain the 
following curio Manifestation.

Posthumanoidism is the 

realization that we might not 

know as much as we think we know 

and that our connections with 

everything around us might 

be, and probably are, much 

greater than the primal need 

for survival.
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Curious Restoration
Active

Basic: You recover 2d10 hit points. 
Uncommon: You recover 6d10 hit points. 
Empowered: You recover 10d10 hit points. 
Mythic: You recover 10d10+40 hit points. 

Not Your Time

At 10th level, once per long rest you can cast 
the spell revivify without using a Curio or 
material components but the target must 
have not been dead longer than 1 full round. 

Control of the Healing Hand

At 14th level, you have mastery of the ener-
gies that heal creatures. Whenever a spell is 
cast within 60 feet that would solely recov-
er hit points you can use your reaction to 
change the target of the spell. You can use 
this ability a number of times equal to your 
Intelligence modifier per long rest.

Secrets of Many

They are the whispers on the wind, the com-
bined force of an army of beasts, their allies 
live in cities and the hostile lands alike. The 
witches with the Secrets of Many use those 
who are seen as weak, as vermin, to bolster 
themselves and let the combined might of 
nature’s smallest denizens roar.

Wild Tongue

Upon taking this archetype, your Other-
worldly Companion teaches you how to 
speak, read, and write Sylvan. Additionally, 
beasts can understand your speech and you 
can understand the general idea of what 
beasts are saying to you through motions 
and noises. 

Sight of the Tiny

At 2nd level, you learn to perform a ritual 
that lets you use Tiny beasts like mice, birds, 
and fish as scouts and informants. You can 
spend an hour performing this ritual to learn 

about the surrounding 1 mile area and ask 
a number of yes or no questions equal to 

your Wisdom modifier. At the end of the ritu-
al the creatures you sent out return with the 
answers to the questions you asked.

Valid questions can be about the presence 
of landmarks, fresh water, food, creatures 
from other planes or undead, if a specific 
person or object is close, or anything else 
that could be searched for and answered 
simply by wildlife.

If there would be no physical way for 
these creatures to get into a location they are 
unable to search there. In a city this might 
mean they are able to explore and answer 
questions regarding parks, poor districts, 
and safe sewers but wouldn’t be able to ex-
plore a magically protected keep.  

Once you use this ability you must take a 
long rest before using it again.

Arcane Wonder: Nature’s Army

At 6th level, with an action you can call 
Fourth swarms of beasts to fight for you. You 
summon swarms of tiny beasts that appear 
in unoccupied spaces that you can see within 
60 feet. Choose one of the following options 
for what appears:

◊◊ One medium swarm of tiny beasts of 
Challenge rating 2 or lower

◊◊ Two medium swarms of tiny beasts of 
Challenge rating 1 or lower

◊◊ Four medium swarms of tiny beasts of 
Challenge rating 1/2 or lower

◊◊ Eight medium swarms of tiny beasts of 
Challenge rating 1/4 or lower

The swarms are friendly to you and your 
companions. Roll Initiative for the sum-
moned creatures as a group, which has its 
own turns. They obey any verbal commands 
that you give. If no commands are given they 
hold position and defend themselves against 
harm. The GM has the creatures’ Statistics.

Implore the Wild

At 10th level, you can call upon the wild 
spirits and creatures of the realm to aid 
you. As an action you can summon Fourth 
a vast number of harmless tiny beasts and 
ask them to aid you in a task. Once you do, 
roll a d20, if you roll a number equal to or 
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lower than your Witch level the creatures 
assist you to the best of their ability. The GM 
chooses what their assistance (or attempt 
there of) looks like. While asking a swarm of 
mice to chew through a rope bridge is well 
within the scope of this ability, being ferried 
from a high ledge by a flock of finches is not.

You can use this ability once per long rest.

Humbling Form

At 14th level, your Otherworldly 
Companion has shared with you 
the secrets of transformation. As 
an action you can touch one creature 
with at least 1 hit point. You transform the 
creature into a Tiny beast of your choice for 
a number of hours up to half of your Witch 
level or until the new form is reduced to 0 hit 
points. 

An unwilling creature can make a Wisdom 
saving throw against your spell save DC, and 
if it succeeds, it isn’t affected by this ability.

The target’s game Statistics are replaced 
by the Statistics of the new form but it 
retains its own alignment, personality, and 
Intelligence, Wisdom, and Charisma scores.

The target assumes the Hit Points of the 
new form, and when it reverts to its original 
form, the creature returns to the number of 
Hit Points it had before this ability was used. 
If the creature reverts as a result of dropping 
to 0 Hit Points, any excess damage carries 
over to its original form.

The target creature is limited in the ac-
tions it can perform by the physical capabil-
ities of the new form, and it can’t speak, cast 
spells, or take any other action that requires 
hands or speech unless its new form is phys-
ically able to.

The target’s gear melds into the new 
form and can’t activate, use, wield, or 

otherwise benefit from any of its 
equipment.
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Secrets of the Phoenix

Born of ashes and destined for the flames, 
these Witches see their deaths as new begin-
nings rather than unfortunate ends. Howev-
er, Witches of the Phoenix must be wary, as 
the brightest flames can easily burn them-
selves out.

Arcane Wonder: Echoing Flame

At 2nd level, you can use your action to sac-
rifice own life force as fuel, enveloping the 
area around you in flame. When you use this 
ability you can spend any number of hit dice. 
For each hit die spent in this way increase 
the radius of this ability by 5 feet. Roll all of 
the spent hit dice and each creature within 
the radius of this ability takes that much 
fire damage, including you. If a  small or 
larger creature would die from this ability, 
you recover 2 hit dice and heal an amount 
of hit points equal to your Witch level. If the 
damage of this ability would drop you below 
0 you can choose to either: 

◊◊ Drop to 1 hit point instead.
◊◊ Start rolling death saving throws 

and double the amount of dam-
age dealt to the other 
creatures in the 
radius of this 
ability.

Fire in 
the Veins

At 6th level, you gain re-
sistance to fire damage 
and as a bonus action, 
you can destroy a Curio 
that you are attuned 
to and turn it to ash. 
When you do, you can 
immediately spend 
a hit die and gain a 
number of tempo-
rary hit points equal 
to twice the result 
rolled.

Eternal Fire

At 10th level, if you were to die, each creature 
within 20 feet of you must make a Dexterity 
saving throw or take fire damage equal to 
your witch level or half as much on a success. 
If this would kill a small or larger creature 
you are brought back to life at 1 hit point 
regardless of the state of your body. Any-
thing left of your previous body turns to ash. 
When this happens roll 1d6 and reduce your 
characters age by that amount, if this would 
render you character less than 0 years old 
you die. You retain all memory when using 
this ability but if this ability would reduce 
your age to that of a child or below talk with 
your GM about potential ways to magically 
age your character to a playable age. 

Once you use this 
ability you must take a 
long rest before using 
it again.



45

c h a p t e r - 3

Phoenix’s Soul

At 14th level, you take on a hybrid form and 
gain the ability to summon flaming wings as 
a bonus action. While you have your wings 
activated you gain the following abilities: 

◊◊ You gain a flight speed of 120 feet.
◊◊ You emanate bright light out to 60 feet 

and dim out to 120 feet.
◊◊ Any creature that starts its turn within 20 

feet of you takes fire damage equal to half 
your witch level.

◊◊ Anything flammable within 30 feet of you 
that isn’t being carried ignites when you 
use this ability and at the end of each of 
your turns.

◊◊ As an action you can create a 60 foot cone 
of flame. Any creature caught inside the 
takes 5d6 fire damage on a failed save and is 
knocked prone, or half as much damage on 
a successful one.

At the end of each of your turns while you 
have your wings activated, you must spend 
any number of hit dice. Roll the spent hit 
dice, if the total is greater than the number 
of rounds your wings have been activated 
nothing happens. If the total is less than or 
equal to the number of rounds you’ve spent 
with your wings activated, this ability ends 
and you drop to 0 hit points and are dying.

You can use a bonus action to end this 
ability. Once you use this ability you must 
take a long rest before using it again.

Secrets of Prophecy 
Be it an oracle deep in the woods, a fortune 
teller in a caravan, or a villager just outside 
of town there are those who know the se-
crets of prophecy and can bend fate to their 
will. Witches who seek out these secrets see 
divination as a tool as useful as any sword or 
book. 

Oracle’s Font

When you take this archetype you gain the 
prophecies of Seasons and the Fool. Addition-
ally you gain four additional prophecies of 
your choice from the list of available proph-
ecies. As you level, you’ll gain more available 
prophecies. 

Starting at 1, assign a number to each 
known prophecy in ascending order. When 
you make a Prophecy Roll, the number 
shown represents the active prophecy. 

Your Prophecy Roll starts as a d6, at 6th 
level it becomes a d8, at 10th level it becomes 
a d10, and at 16th level it becomes a d12. 

While a creature has an active prophecy 
it has both the negative and positive effects 
from that prophecy. Additionally, the crea-
ture can choose burn a prophecy as a free 
action activating the burn effect from the 
active prophecy. Burning the prophecy ends 
both the negative and positive effects in-
stantly. If the creature is still under the effect 
of either Fate’s Glimpse, Inspired Reading, or 
Long Sight then make a Prophecy Roll at the 
start of that creature’s next turn. 

Arcane Wonder: Destiny Shift

At 2nd level, as a bonus action you can target 
a creature within 30 feet and make a Prophe-
cy Roll. That creature gains the effects of that 
prophecy for the next minute or until they 
burn it.

Fate’s Glimpse

At 2nd level, you can spend 10 minutes 
performing a special ritual, divining future 
successes and struggles of either yourself 
or a friendly creature. Immediately make 
a Prophecy Roll, applying its result to the 
target. If the target burns that Prophecy, 
make an additional Prophecy Roll. The target 
creature is affected by this ability until ei-
ther three prophecies have been burned, the 
creature dies, or the creature takes a short 
rest. When you use this ability, reduce your 
available Curios by one. If you have no avail-
able Curios you can choose to destroy one of 
your Curios. We are greater than the binary of all 

things, we are a singular self, built 

of multitudes.
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Inspired Reading

At 6th level, when you use Fate’s Glimpse 
you can choose to instead perform a more 
advanced version of it. If you do an Inspired 
Reading, the targeted creature is affected by 
this ability until five prophecies have been 
burned, the creature dies, or the creature 
takes a long rest. 

You gain two additional known prophe-
cies.

Long Sight

At 10th level, you gain an additional type of 
reading when you use Fate’s Glimpse that 
lasts regardless of rests. If you use Long Sight 
the targeted creature is affected by this abil-
ity until seven prophecies have been burned 
or the creature dies.

You gain two additional known prophe-
cies.

Hand on the Scales

At 14th level, when you perform a reading 
targeting yourself you do not suffer the neg-
ative effects of active prophecies.

You gain two additional known 
prophecies.

Souls that hold a multitude 

of selves all dedicated to a 

single form.

I am a monster; I 

hope after reading 

this you'll want 

to feel monstrous 

as well. Like 

vampires and 

ghouls, we'll 

offend greater 

society by 

shirking its 

arbitrary 

standards like 

water off a tin 

roof.

Our understanding of the 

world, our thoughts have 

been dominated by the 

hegemonic voices of 

privileged men.
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Available Prophecies

Name of 
prophecy Burn Effect Positive Negative d20

Fool

You can use this proph-
ecy after you’ve taken 
an action but before you 
know the results. This 
prophecy makes it as 
if you never took that 
action. 

While this prophecy 
is active you can add 
your proficiency bo-
nus to Ability Checks 
made with skills you 
don’t have proficien-
cy with.

While this prophecy 
is active you have 
disadvantage to 
Ability Checks made 
with skills you have 
proficiency with.

-

Seasons

When you burn this 
prophecy choose either 
fire or cold damage. Each 
creature you choose 
within 10 feet takes dam-
age of that type equal to 
your character level.

While this prophecy 
is active you gain 
resistance to fire and 
cold damage.

While this prophecy 
is active you take 
twice as much dam-
age from radiant and 
necrotic sources.

-

Sage

When you burn this 
prophecy you can target 
a creature within 30 feet 
of you. When you do, you 
can learn either if the 
creature has any damage 
immunities, resistances, 
or vulnerabilities and 
what they are; what the 
creature’s current hit 
points are, its armor 
class, and what saving 
throws it is proficient in; 
or if the creature has any 
spell like abilities or can 
cast any spells. 

While this prophecy 
is active you have 
advantage on Ability 
Checks that use the 
skill Investigation.

While this prophecy 
is active you have 
disadvantage on Abil-
ity Checks that use 
the skill Athletics.

1

Soothsayer

When you burn this 
prophecy you imme-
diately cast the spell 
augury with no Material 
or Somatic components.  

While this prophecy 
is active you have 
advantage on Ability 
Checks that use the 
skill Arcana.

While this proph-
ecy is active you 
take twice as much 
damage from sourc-
es that deal physical 
damage.

2

Noble

When you burn this 
prophecy immediately 
and for the next hour 
you appear perfectly 
clean, your clothing 
appears as if it is made of 
the finest materials, and 
pleasant smells of expen-
sive perfumes emanate 
from you.

While this prophecy 
is active you have 
advantage with any 
Ability Check that 
uses Charisma with 
creatures who re-
spect nobility.

While this prophecy 
is active you have 
disadvantage with 
any Ability Check 
that uses Charisma 
with creatures who 
do not respect no-
bility or can’t under-
stand the concept of 
nobility.

3
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Available Prophecies

Name of 
prophecy Burn Effect Positive Negative d20

Ruler

When you burn this 
prophecy you imme-
diately cast the spell 
command at a spell level 
equal to 1/4th of your 
character level (mini-
mum of 1st level).

While this prophecy 
is active you and up 
to 5 other creatures 
gain temporary hit 
points equal to 1d8 + 
your Charisma mod-
ifier after a short or 
long rest.  

While this prophecy 
is active hostile crea-
tures have advantage 
on attacks made 
against you. If a 
creature successfully 
hits you, they can 
not benefit from this 
effect for 24 hours.

4

Acolyte

When you burn this 
prophecy you imme-
diately cast the spell 
Protection from evil and 
good with yourself as the 
target. You do not need 
to keep concentration on 
this spell. 

While this prophecy 
is active you have 
advantage on Ability 
Checks that use the 
skill Religion.

While this prophecy 
is active you appear 
to be glowing to 
aberrations, celes-
tials, elementals, fey, 
fiends, and undead. 
This glow gives off 
dim-light for 10 feet 
and while this effect 
is active, you can’t 
benefit from invisi-
bility against those 
creature types.  

5

Lovers

When you burn this 
prophecy you can target 
any number of creatures 
within 15 feet. Targeted 
creatures must make a 
Charisma saving throw 
against a DC equal to 8 + 
your Charisma Modifier 
+ your Proficiency Bonus 
or be charmed by you for 
1 minute.

While this prophecy 
is active you have 
advantage on ability 
checks that use the 
skill Persuasion.

While this prophecy 
is active you have 
disadvantage on 
Ability Checks that 
use the skill Intimi-
dation.

6

Chariot

When you burn this 
prophecy you can take 
an action to dash, dodge, 
or disengage. 

While this prophecy 
is active your move-
ment speed is in-
creased by 10 feet.

While this prophecy 
is active, if you move 
less than half your 
movement speed in 
a round, creatures 
have advantage on 
attacks made against 
you.

7

This creates an ironic canon for what we see as 'truth', a canon that is made 

up of imagining ourselves as better than anything that isn't us. This has been 

a theme throughout history. We see constant examples of treating each 

other as less than: burning people at the stake, waging religious wars, 

the genocide of less favorable species, inquisitions against 

deviating thought, or just refusing basic rights ​for one 

another.
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 It really doesn't get more humanoid than excluding one another 

from the category itself. Posthumanoidism isn't this hegemonic 

canon, nor is it fighting against that canon just for the 

sake of fighting. It needs to be open to personal existential 

inquiry, to know ourselves to know the world. As above as 

below.

Available Prophecies

Name of 
prophecy Burn Effect Positive Negative d20

Passion 

When you burn this 
prophecy target a crea-
ture that you can see. 
You can choose to have 
advantage on either 
ability checks, savings 
throws, or attack rolls 
against the target crea-
ture for the next minute.

While this prophecy 
is active whenever 
you roll a critical, 
your next roll gains a 
bonus equal to your 
proficiency modifier. 

While this prophecy 
is active whenever 
you roll a 1 on a d20, 
your next roll is at 
disadvantage.

8

Hermit

When you burn this 
prophecy you imme-
diately cast the spell 
sanctuary upon yourself 
without needing verbal, 
material, or somatic 
components. Addition-
ally, the duration of the 
spell changes to 1 hour. 

While this prophecy 
is active and no other 
humanoid is within 
30 feet of you, you 
have advantage on 
Intelligence saves and 
Intelligence  ability 
checks.

While this prophecy 
is active and a hu-
manoid is within 30 
feet of you, you have 
disadvantage on In-
telligence saves and 
Intelligence ability 
checks.

9

Fates

When you burn this 
prophecy roll a d20 and 
use the burn effect from 
that prophecy. If you 
roll a 10, you can choose 
which burn effect to use.

When this prophecy 
becomes active roll a 
d20 and use the pos-
itive effect from that 
prophecy. If you roll 
a 10, you can choose 
which positive effect 
to use.

When this prophecy 
becomes active roll a 
d20 and use the neg-
ative effect from that 
prophecy. If you roll 
a 10, you can choose 
which negative effect 
to use.

10

Oath

When you burn this 
prophecy for the next  
hour creatures speak-
ing to you and that are 
within 30 feet can not 
say anything they know 
to be untrue.

While this prophecy 
is active creatures 
attacking a friendly 
creature within 10 
feet of you have dis-
advantage. They roll 
normally against you.

While this prophecy 
is active you can not 
say anything that you 
know to be untrue.

11

Hanged 
One

When you burn this 
prophecy you gain true-
sight to 10 feet for 1 hour.

While this prophecy 
is active you have 
advantage on ability 
checks that use the 
skill Insight.

While this prophecy 
is active you have 
disadvantage on Dex-
terity saving throws.

12

Phoenix

When you burn this 
prophecy you drop to 0 
hit points and gain the 
benefits of a short rest.

While this prophecy 
is active you are im-
mune to damage from 
nonmagical fire.

While this prophecy 
is active you can not 
take advantage of 
rests.

13
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Available Prophecies

Name of 
prophecy Burn Effect Positive Negative d20

Artisan

When you burn this 
prophecy you can create 
a copy of an item that 
you are familiar with 
that has a value less than 
10 gold and weighs less 
than 5 pounds.

While this prophecy 
is active you know 
the Cantrip mending.

While this prophecy 
is active you can not 
gain hit points from 
magical healing.

14

Charlatan

When you burn this 
prophecy you imme-
diately cast the spell sug-
gestion without material 
components. Addition-
ally, you do not need to 
keep concentration.  

While this prophecy 
is active you have 
advantage on ability 
checks that use the 
skills Deception, In-
timidation, or Persua-
sion.

While this prophecy 
is active beasts are 
hostile to you and 
are immune to being 
charmed by you. Ad-
ditionally, beasts will 
attack you if you get 
within 5 feet of them.

15

Catastro-
phe

When you burn this 
prophecy all status con-
ditions are removed.

While this prophe-
cy is active you deal 
double damage to ob-
jects and structures.

While this prophecy 
is active you take 
double damage from 
falling.

16

Stars

When you burn this 
prophecy target a crea-
ture within 30 feet that 
is feared or charmed. 
That creature is no lon-
ger feared or charmed.

While this prophecy 
is active you have ad-
vantage against fear 
and charm effects.

While this prophecy 
is active you have 
disadvantage Consti-
tution saving throws 
while under direct 
sunlight.

17

Moon

When you burn this 
prophecy you cast the 
spell mirror image with-
out verbal or somatic 
components. Additional-
ly, the duplicates have an 
AC equal to your AC. 

While this prophecy 
is active you know 
when there is an illu-
sion within 30 feet.

While this prophecy 
is active and you take 
radiant damage, you 
must make a Consti-
tution saving throw 
against a DC equaling 
the damage taken 
or be blinded until 
the end of your next 
turn.

18

Sun

When you burn this 
prophecy you gain a 
number of hit points 
equal to your Constitu-
tion score.

While this prophecy 
is active you emit 
bright light out to 10 
feet and dim light out 
an additional 20 feet.

While this prophe-
cy is active you can 
not gain the benefits 
from darkvision from 
any source.

19

Judgement

When you burn this 
prophecy you have 
Advantage on your next 
d20 roll.

While this prophe-
cy is active friendly 
creatures within 10 
feet of you have ad-
vantage on any action 
that you have taken 
in the last round.

While this prophecy 
is active you have 
Disadvantage on 
death saving throws.

20
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We create monsters by placing limits 

on what or who is acceptable for 

the sole reason of staking out our 

metaphorical kingdom.

Using Alternative Methods

Throwing The Bones

To use this method, assign an object to 
represent the target and an object for each 
known prophecy. When you make a Proph-
ecy Roll gather all the objects in your hands 
and throw them on the table. Whichever 
object is closest to the object that represents 
the target is the active prophecy. Alterna-
tively, draw a circle and a spot in the center 
instead of assigning an object for the target. 
The prophecy closest to the center of the 
circle is the active prophecy.  

Tarot

When you make a Prophecy Roll you can 
use a Tarot deck instead. The following table 
compares the prophecies to the Major Arca-
nas from two different Tarot decks. As you 
learn prophecies add cards to a small deck 
and when you make a Prophecy Roll flip 
over the top card and it becomes the active 
prophecy, then, shuffle the card back into 
the deck. You could also use playing cards in 
this manner, assigning a card to each known 
prophecy.

Prophecy Rider-Waite Thoth

Fool The Fool The Fool

Sage The Magician The Magus

Soothsayer The High 
Priestess

The 
Priestess

Noble The Empress The 
Empress

Ruler The Emperor The 
Emperor

Acolyte The 
Hierophant

The 
Hierophant

Lovers The Lovers The Lovers

Chariot The Chariot The Chariot

Passion Strength Lust

Hermit The Hermit The Hermit

Fates Wheel of 
Fortune Fortune

Oath Justice Adjustment

Hanged One The Hanged 
Man

The Hanged 
Man

Phoenix Death Death

Artisan Temperance Art

Charlatan The Devil The Devil

Catastrophe The Tower The Tower

Stars The Star The Star

Moon The Moon The Moon

Sun The Sun The Sun

Judgement Judgement The Æon

Seasons The World The 
Universe

To be posthumanoid is to look to the 
edge, realizing that the edge isn't the 

end but rather a beginning.

There are margins in the world, edges of society that we have been told to 

avoid. Monsters and beasts have always marked the limits of 'society', 

these margins are where we place those who we seek to strip of their worth to 

the world.
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Secrets of the Swamp

Witches of the Swamp are those who are 
drawn to the dark and damp places of the 
world, finding kinship with hags. They make 
their homes in the forgotten parts of the 
deepest swamps and avoid those who might 
seek to harm them and interfere with their 
desire to remain undisturbed and undiscov-
ered by the greater world to work on their 
magic in solitude.

Amphibious

At 2nd level, you can breathe air and water 
and gain a swim speed equal to your move 
speed.

Arcane Wonder: Undetectable

At 6th level, when you use this ability as an 
bonus action you turn invisible for up to 1 
hour and leave no trace of your passage. 
While this effect is ongoing you have a 
+10 to your Stealth rolls and can only 
be tracked by magical means. If you 
take the attack action or cast a spell 
you must make a Consti-
tution 

saving throw against a DC of 15 or else the 
ability ends.  

Mosquito Cloud

At 10th level, as an action you can turn into 
a swarm of Mosquitos for up to 10 minutes. 
While in this form the following applies to 
you:

◊◊ Your only movement is 20 feet of flying. 
◊◊ You can enter and occupy the space of 

another creature. 
◊◊ You have immunity to nonmagical slash-

ing and piercing damage
◊◊ You have advantage on Strength, Dex-

terity, and Constitution saves. 
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◊◊ You can pass through small openings, 
though liquids are treated as a solid barrier. 

◊◊ You can’t talk, use spells, or interact with 
objects. 

◊◊ Your objects also can’t be interacted with.

If you are occupying another creature’s 
space while in this form, you can use your 
action to attempt to drain their vitality and 
they must make a Constitution save against 
you spell save DC. On a failure they take 
4d8 necrotic damage and you heal half that 
amount of hit points. 

You can use your action to end this ability 
early. If you would drop to 0 hit points in this 
form, you transform back into your original 
form and are dying. Once you use this ability 
you must take a long rest before using it 
again.  

Hag’s Eye

At 14th level, your affinity with the swamp 
and the hags that live there have granted you 
some of their power. You gain truesight out 
to 15 feet and once per long rest can cast the 
spell eyebite without using a curio or spell 
components.

Secrets of the Tomb

For many, the path to Lichdom has been 
hidden away in rotting pages deep inside 
cursed tombs. For Witches of the Tomb, they 
hear the whisperings of ancient rites and 
rituals that promise the powers of the Lich 
free from the usual costs. To most, this path 
is thought disgusting and monstrous, but to 
these witches, it is the bells of freedom from 
the mortal coil while retaining their eternal 
soul. 

Grave Familiar

At 2nd level, you learn the find familiar spell 
as a ritual and can cast it once per long rest 
without material components. If you use this 
ability, your familiar has the creature type 
undead and if it would drop to 0 hit points 
for any reason it instead can make a Consti-
tution saving throw against a DC of 10 or half 
the damage taken, whichever is higher. On a 
success, it remains at 1 hit point. On a failure, 

it drops to 0 hit points.

Helping Hand

At 2nd level, you can make a special curio out 
of an arm of a medium humanoid and attach 
it to yourself. You are the only one who can 
use this Curio.

Helping Hand Curio
Passive

Basic: The arm is still clumsy but it allows 
you to have an additional item interaction 
per round.
Uncommon: In addition to the effects of the 
basic tier, the arm is more agile and you can 
use it to hold an additional weapon or item 
that you can use as if you were holding it in 
one of your natural arms. 
Empowered: In addition to the effects of the 
previous tiers, you can make a melee attack 
as a bonus action with this arm. The arm 
counts as a finesse weapon that you are pro-
ficient with. On a hit, you deal 1d4 bludgeon-
ing damage + an amount of necrotic damage 
equal to half your witch level.
Mythic: In addition to the effects of the pre-
vious tiers, when you hit a creature with this 
arm, the target must succeed on a Constitu-
tion saving throw against your spell save DC 
or be paralyzed for 1 minute. The target can 
repeat the saving throw at the end of each 
of its turns, ending the effect on itself on a 
success.

Arcane Wonder: Charming Corpse

At 6th level, your magic crackles with latent 
necromantic energy and when you use this 
ability as an bonus action for the next min-
ute undead have disadvantage against saving 
throws from spells that you cast. 

Additionally, any undead creature that 
fails a saving throw from one of your spells 
must make a Charisma saving throw. On a 
failure, it is now charmed by you and will 
follow your verbal instructions to the best of 
its ability until the minute is over. At the end 
of each of its turns it can make an additional 
Charisma Saving throw, ending the charmed 
effect on a success. 
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If a creature is immune to the charmed 
effect but is undead they can still be affected 
by this ability. Intelligent undead are harder 
to sway under your dominion, if the target 
has an Intelligence of 8 or higher, it has ad-
vantage on the Charisma saving throw.

Secrets of Unlife

At 10th level, you are now considered undead 
as well as any other creature types that you 
have. You no longer need to breathe, eat, or 
drink. When you take a long rest you no lon-
ger have to sleep/meditate and instead stay 
motionless for 4 hours. While in this state 
you are still fully aware. 

Furthermore, you no longer age and 
can not be magically aged.

Lich’s Path

At 14th level, you’ve learned to 
make a special Curio that mim-
ics some of the functions of a 
Phylactery.

Curious Phylactery
Passive

Basic: When you take dam-
age, you can use your reac-
tion to destroy this Curio to 
protect you. If the damage 
taken is greater than your 
witch level, subtract your 
witch level from the damage 
dealt. If the damage is less 
than your witch level, you 
take no damage. 
Uncommon: In addition to 
the effects of the basic tier, 
while you have this Curio on 
your person you are resistant 
to Necrotic damage.
Empowered:  In addition to 
the effects of the previous 
tiers, when you kill a human-
oid and are carrying this Cu-
rio you can use your reaction 
to store their soul inside 
your Curio, charging it. 

Additionally, while your Curio is charged you 
gain 1d10 temporary hit points at the end of 
every long rest.
Mythic:  In addition to the effects of the 
previous tiers, if you are killed and the Curio 
is charged and on the same plane as you, 
you regenerate a new body that is identical 
to your original body in 2d6 days, regaining 
1 Hit Point. The new body appears within 5 
feet of the Curio turning the Curio to dust.

Secrets of the Wraith

Witches of the Wraith are those who have 
succumbed to the whisperings and promises 

of power that wait for them beyond the 
Otherworldly Veil. The dark whispers 

have taught them many things of com-
bat and the creation of weapons of 

terror. Over time, these 
witches become more 
and more like the dark 
beings of legend. 

Trained for War

At 2nd level, you gain profi-
ciency with light armor, and 
you gain proficiency with a 
one-handed melee weapon of 
your choice.

Arcane Wonder: 
Inspire Dread

Starting at 2nd level, you can 
create dread in even the brav-
est of hearts. When you use 
this ability with a bonus ac-
tion, target a creature within 
30 feet that can see and hear 
you. The target creature 
must make a Wisdom saving 
throw or be paralyzed for 
1 minute. The effect ends 
early if another creature 
spends an action shaking 
the affected creature out of 
this state. A creature can 
repeat the saving throw at 
the end of each of its turns, 
ending the effect on itself 

on a success.
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Tainted Blade

At 6th level, you can make a special curio out 
of a dagger that is infused with dark magic. 
When you deal damage to a living creature 
with this weapon, the effect is released and 
the dagger turns to dust.

Tainted Blade Curio
Passive

Basic: The targeted creature must make a 
Constitution saving throw, on a failure they 
take 2d6 necrotic damage. On a success, they 
take half. 
Uncommon: The targeted creature 
must make a Constitution saving 
throw, on a failure they take 6d6 ne-
crotic damage. On a success, they take 
half. 
Empowered: The targeted creature 
must make a Constitution saving 
throw, on a failure they take 10d6 
necrotic damage. On a success, 
they take half.
Mythic: The targeted creature 
must make a Constitution 
saving throw, on a failure they 
take 10d6 necrotic damage. 
On a success, they take half 
as much damage. Addition-
ally, the target takes 1 point 
of necrotic damage at the 
start of their turn until the 
effect is removed. The effect 
can only be removed with a 
greater restoration or wish. 
If a humanoid target would be 
reduced to 0 from this effect, 
the target dies outright, turning 
into a wraith. You do not control 
this wraith and it is hostile to all 
other creatures.

By Book and Sword

At 10th level, you can attack twice, 
instead of once, whenever you 
take the Attack action on your 
turn. 

Wraith’s Wail

At 14th level, as an action, you may emit a 
scream that pierces the very soul of those 
within earshot. Each creature within 120 feet 
of you and that can hear you must succeed 
on a Wisdom saving throw against your spell 
save DC or become frightened for 1 minute. 
A creature can repeat the saving throw at 
the end of each of its turns, ending the effect 
on itself on a success. If a creature’s saving 
throw is successful or the effect ends for it, 
the creature is immune to your Wraith’s Wail 
for the next 24 hours. Once you use this abil-
ity, you must take either a short or long rest 

before using it again. 

There is an unknowing 

central to this 

frame of thought, 

this philosophy, a 

constant question 

of where do we draw 

the line of man and 

monster.

Because it lacks 
a clear answer, we 
can not discount 

the fact that 
anyone could be 

a monster or 
maybe, that 
none of us are 

monsters.
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Sacred Secrets Overview

Secrets Name 2nd-level 6th-level 10th-level 14th-level
Secrets of Domina-
tion

AW: Command-
ing Utterance Charming Gifts One to Rule 

Them Bound Minds

Secrets of Dreams AW: Bewitch-
ing Slumber Dream Eater Sleep Like the 

Dead Realm Walker

Secrets of Frost AW: Flash 
Freeze Glacial Skin Crystalline 

Construction Winter’s Soul

Secrets of the Feast

Naturally 
Skilled, Curi-
ously Consum-
able

Charming Cook AW: Obsessive 
Consumption

From the Riv-
er’s Mouth

Secrets of the Forge
Natural Smiths, 
AW: Imbued 
Metallurgy

Weld Empowered 
Metallurgy

Form of the 
Forge

Secrets of Goleman-
cy

AW: Sponta-
neous Anima-
tion

Curious Help-
ers

Tinkerer’s 
Companion

Construct Dis-
ruption

Secrets of the Grove AW: Nature’s 
Friend Take Root

Strength 
through Wis-
dom

Old Wood

Secrets of Healing
Natural Healer, 
AW: Reconsti-
tution

Curious Resto-
ration Not Your Time Control of the 

Healing Hand

Secrets of Many
Wild Tongue, 
Sight of the 
Tiny

AW: Nature’s 
Army

Implore the 
Wild

Humbling 
Form

Secrets of the Phoe-
nix

AW: Echoing 
Flame

Fire in the 
Veins Eternal Fire Phoenix’s Soul

Secrets of Prophecy

Oracle’s Font, 
AW: Destiny 
Shift, Fate’s 
Glimpse

Inspired Read-
ing Long Sight Hand on the 

Scales

Secrets of the 
Swamp Amphibious AW: Undetect-

able
Mosquito 
Cloud Hag’s Eye

Secrets of the Tomb Grave Familiar, 
Helping Hand

AW: Charming 
Corpse

Secrets of 
Unlife Lich’s Path

Secrets of the Wraith
Trained for 
War, AW: In-
spire Dread

Tainted Blade By Book and 
Sword Wraith’s Wail

There is also a third truth: that we can never truly Know for sure. We can never 
have that pure certainty that makes knowledge 'Knowledge', we will be forever 
uncertain where the borders of our camps actually are. Unknowing is given a 

bad reputation, for it is seen as a gap in our collective understanding 
of the universe; wanting to exist in a state of unknowing is an even 

larger affront against the canon.



Additional 
Options

C h a p t e r  ~  T h r e e

“We Witches aren’t the only ones who have 
been forgotten, there are those who the 
established order would see branded as mere 
villains. Rather, they are the ones who heed 
the call to action when even ‘heroes’ cower, 
who do what must be done when it is re-
quired.” 

—The Apostate, Evlyn

What is not seen is that with 

unknowing comes the lack of borders 

and the ability to adopt an 

extensive inclusion of perspectives.

This philosophy is not solely a theory or 
way to interact with academic discourse 
behind closed doors in high towers with 
an isolated speaker standing under a 

spotlight.

It is a way of living every single 

day, existing in the uncertainty 

that allows for exploration. How 

can we see who we are if we are too 

focused on where we are going?
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T
his chapter contains a num-
ber of new character options 
for Witches and other class-
es. All of the archetypes and 
backgrounds presented here 
are built to explore morally 

ambiguous adventurers. When designing a 
character using these options, feel free to 
play with your character’s alignment and 
consider what events could have sent your 
character down their strange and often dark 
path.	

Further Archetypes

Regardless of the class there is always a 
chance that your perception of yourself isn’t 
the perception the rest of the world has of 
you and not every hero is seen as a hero by 
the common folk.	

Circle of the Vermiform
Druid Circle

Druids who feel the call of the Circle of Ver-
miform are often shunned by society and 
even many other druids. New initiates’ minds 
usually fracture during the training and they 
are unable to keep their sense of self among 
the thousands of minds that they become. 
These failed druids infest the ground in 
which they fall, consuming anything around 
them. Those that are able to maintain their 
identity through the trials are able to split 
their bodies and mind at will. Druids of this 
circle are often found to use plural pronouns 
after enough time, as they see themselves as 
a unified multitude instead of as an individ-
ual.

Shape of Many

At 2nd level, when you use your Wild Shape 
feature, you can transform into a swarm of 
worm-like parasites, rather than transform-
ing into a beast. When you do, your move-
ment speed becomes 5 feet and you gain a 
burrow speed of 10 feet. You can enter and 
occupy the space of another creature. You 
have resistance to nonmagical damage, and 
have advantage on Strength, Dexterity, and 

Constitution Saving Throws. 

Additionally, you can pass through small 
holes, narrow openings, and even mere 
cracks, though you treat liquids as though 
they were solid surfaces. 

If you would be reduced to 0 hit points 
you can use your reaction to transform into a 
swarm and instead drop to 1 hit point instead 
of falling unconscious. Once you use this 
ability you must take a long rest before using 
it again. 

Unlike standard Wild Shape your hit 
points remain the same between forms. 

Infestation 
At 6th level, you’ve learned to exist as mul-
tiple entities. You can detach part of your-
self and reabsorb it later on. This portion of 
yourself has all the senses that you possess 
and when it is reabsorbed you learn every-
thing that it saw or heard. These detached 
parts look like giant worms that are a foot 
in length. Once placed they do not move on 
their own accord. You can place a detached 
part into soft material like soil or a corpse.

When you use Infestation reduce your 
maximum hit point total by 1d4 hit points. 
This reduction lasts until you reabsorb the 
part you left behind. You can have a number 
of these detached parts equal to your Wis-
dom modifier. Additionally, if you are within 
a mile of the detached part it functions as the 
alarm spell if disturbed by another creature. 
If you have multiple detached parts within a 
mile you can distinguish between them.

If a creature is incapacitated, you can 
place a detached part inside their body. This 
part burrows into the creature causing 1 hit 
point of damage. While the detached part 
is inside the creature and you are within 30 
feet you can cast detect thoughts as an ac-
tion, requiring no material components and 
expending no spell slot. 

If you cannot retrieve your detached 
parts, you can restore your lost hit points 
by performing a purifying ritual where you 
collect more Vermiform to add to your body. 
This takes 4 hours to complete. After the 
ritual, your hit point maximum is restored to 
full and all detached parts die. 

If you were to drop to 0 hit points because 
of the damage you took from using the Infes-
tation feature, you die.
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Eyes of All 
At 10th level, you have grown extremely 
comfortable looking out from all the differ-
ent eyes and sensors of your being. You gain 
the following abilities:

◊◊ You see in all directions, and you have 
advantage on Wisdom (Perception) checks 
that rely on sight.

◊◊ You have advantage on Dexterity sav-
ing throws against effects that you can 
see, such as traps or spells.If you are sur-

prised at the beginning of combat and 
aren’t incapacitated, you can act normally 
on your first turn. 

Fractured Self 
At 14th level, you are constantly in a state of 
flux as your form is more swarm than solid. 
Because of this you can’t be blinded, deaf-
ened, frightened, or poisoned. Additionally, 
you gain resistance to nonmagical bludgeon-
ing, piercing, and slashing damage. Once per 
short rest, you can cast alter self without 
using a spell slot by commanding your form 
to shift into a new appearance.

Occultist
Fighter Archetype

The lure of power through magic has seen 
many pursue hidden knowledge in an at-
tempt to gain the upper hand. There are 
some martial warriors who dabble in magic 
to follow in the footsteps of Wizards and 
seek to use these powers to sling spells or 
augment themselves mid-fight. The Occultist 
seeks a deeper meaning to the threads bind-
ing all of creation. They sacrifice immediate 
reward for a fuller understanding of magic, 
and they know that with patience comes 
unbridled power.

Occultists seek esoteric knowledge above 
all else, learning all that they can to continue 
to expand and improve their abilities uti-
lizing circles of power and complex rituals. 
They know that the most potent gnosis is 
held by outsiders and thus practice endlessly 
to master the skills necessary to trap and 
interrogate beings of power. 

Bonus Proficiencies 
When you choose this archetype at 3rd level, 
you gain proficiency in two of the following 
skills of your choice: Arcana, History, Inves-
tigation, or Religion. You may instead gain a 
language of your choice in place of one skill 
choice. 

Are you 

connecting 

with the 

writer? The 

medium the words 

are written on? 

Your vision of the 

writer? Or the 

narration you are 

forming in your 

head? Or is it 

everything?
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Occultist’s Grimoire 
At 3rd level, you’ve acquired the knowledge 
to create a Grimoire that you can inscribe 
magical rituals into. Choose two 1st-level 
spells from any class’s spell list (the two 
needn’t be from the same list). The spells 
appear in the book and with your Grimoire, 
you can cast the chosen spells as rituals. You 
can’t cast the spells except as a ritual unless 
you’ve learned them by some other means. 
On your adventures, you can add other spells 
to your Grimoire. When you find a spell, you 
can add it to the book if the spell’s level is 
equal to or less than half your fighter level 
(rounded up) and if you can spare the time 
to transcribe the spell. For each level of the 
spell, the transcription process takes 2 hours 
and costs 50 gp for the rare inks needed to 
inscribe it. Any spell can be added to your 
Grimoire but any spell cast is done as a ritual. 
Spells do not need the ritual tag to be added 
to your Grimoire. 

When you cast a spell from your Grimoire, 
the spell requires all of the material compo-
nents listed plus an additional 10 gp worth 
of rare incense and magical chalk per spell 
level. Additionally, If the spell has a ritual 
tag, cast the spell using normal ritual cast-
ing rules. If the spell does not have a ritual 
tag, the spell takes 1 hour to cast per spell 
level, additionally, for each spell level above 
1st-level you need an additional creature 
helping you with the ritual. A creature must 
have an Intelligence of at least 8 and be 
friendly to assist in casting 
the spell, while assisting, 
the creature can take no 
other actions. 

Intelligence is your spellcasting ability for 
your spells. You use your Intelligence when-
ever a spell refers to your spellcasting ability. 

In addition, you use your Intelligence 
modifier and proficiency bonus for the spell 
save DC of a 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. 

Practiced Sigilmancy 
At 7th level, the spell magic circle is added to 
your Grimoire. Additionally, when cast as a 
ritual the spell doesn’t require material com-
ponents and lasts a number of hours equal to 
your Intelligence modifier with a minimum 
of 1 hour. 

From a Posthumanoid perspective, 

our interaction with the world is all 

connective: everything has an agency on 

everything else but interaction is 

at the same time absolutely 

separating.

We all exist in our own separate universes and 

realities, and we never actually directly 

interact with any ​real ​thing outside 

of our own cognitive demiplanes.
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Runes of Power 
At level 10, you’ve practiced your rituals to 
the point of perfection. Choose two 1st-level 
spells from your Grimoire. You can cast these 
spells at their normal casting time. Once you 
cast that spell you must take a short rest 
before casting it again. Alternatively, you 
can choose a single spell of first level to cast 
twice per short rest. Each time you take a 
long rest you can select different spells to 
use with this ability. 

Fortified Soul 
At 15th level, as long as you are not incapaci-
tated, you are considered under the effect of 
the spell protection from evil and good.

Master Ritualist

At 18th level, you can reduce the number 
of hours and number of people required to 
cast an improved ritual by your Intelligence 
modifier (minimum of 1). This can’t be used 
to reduce the minimum number of people 
below 0 as you yourself must partake in the 
improved ritual. Additionally, if this would 
reduce the casting time below 1 hour, the 
improved ritual takes 10 minutes instead.

Forsaker
Paladin Oath

Those who take the Oath of the Forsaker em-
brace the truth of magic’s corrupting power. 
While a Paladin of this Oath might tempo-
rary align themselves with a mage, they by 
no means condone the wanton use of magic. 
These Paladins hold themselves as bulwarks 
against the endless tide of magic in the 
world, while most succumb to the siren’s call 
of magic, these Paladins stand firm against it. 

Often, a Paladin of this oath has witnessed 
brutal atrocities perpetrated through magic, 
usually against themselves or someone they 
hold dear. They do not note a difference be-
tween the divine or the arcane, both reduce 
even the noblest of individuals to slaves to 
strange forces. While these Paladins do have 
access to their own magic, it is in the pursuit 
of their ultimate goal, the end of magic in the 

world. Many have a specific artifact that they 
quest to attain and destroy, others just seek 
to remove even the most mundane enchant-
ments. 

Tenets of the Forsaker 
Know that Magic is Power 
Magic is power and power is needed to do 
good in the world. This power should be used 
only when there are no other options and the 
stakes are high.

 

Understand that Power Corrupts 
By using this power or allowing those near 
you to abuse this power you are taking in the 
corruption that the world takes in. Make sure 
that you remove more corruption than you 
use.

 

Realize Corruption Spreads 
While at the moment it might seem that 
using magic is the only solution, know that 
those who see you might be drawn by your 
power. Use your power in secret when you 
can.

 

Remove the Root 
Above all else, remove the corruption of 
magic from the world. Even artifacts that are 
deemed holy by some orders are fountains 
of corruption waiting to happen if they land 
in the wrong hands. If you can’t destroy the 
evil, seal it away.

Oath Spells

Paladin Level Spells

3rd detect magic, shield

5th hold person, silence

9th dispel magic, counter spell

13th banishment, freedom of 
movement

17th dominate person, 
teleportation circle

In fact, in our 

demiplanes, we ​are ​the 

only real thing.
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Channel Divinity 
When you take this oath at 3rd level, you gain 
the following two Channel Divinity options.

Suppress the Corruption 
When you make a successful melee weapon 
attack, you can mark your target. The target 
creature must make a Constitution save. If 
the target fails this save they are marked by 
you for 1 minute. A marked creature who at-
tempts to cast a spell is dealt radiant damage 
equal to half your paladin level. If the target 
is concentrating on a spell, they take this 
damage at the start of each of their turns. 

Remove the Root 
When a creature within 30 feet of you starts 
its turn, you can use your reaction to tar-
get that creature. The target must make a 
Constitution saving throw. On a failure, the 
target cannot cast spells apart from cantrips 
until the end of their turn. 

Shattering Conviction 
At 7th level, you gain the ability to destroy 
non-Artifact magical items by simply holding 
the object for 1 hour while concentrating. 
When you destroy a magical item in this 
fashion you gain the following benefits until 
you take a rest or use this ability again:

◊◊ You gain a number of temporary hit 
points: 

»» 1d10 for Common items.
»» 2d10 for Uncommon items.
»» 3d10 for Rare items.
»» 4d10 for Very Rare items.
»» 5d10 for Legendary items.

◊◊ Your AC increases:

»» +1 for Common items.
»» +2 for Uncommon items.
»» +3 for Rare items.
»» +4 for Very Rare items.
»» +5 for Legendary items.

◊◊ Your melee attacks gain bonus radiant 
damage:

»» +1d6 for Common items.
»» +2d6 for Uncommon items.
»» +3d6 for Rare items.
»» +4d6 for Very Rare items.
»» +5d6 for Legendary items.

Now, I do not mean 

that physically we 

are never in the same 

place, I mean that 

we interact with the 

world through our own 

perceptions of it.

These perceptions then become memories 

and ideas that play out inside of our 

mind, this process is so instantaneous 

that from the moment of meeting 

someone or something we 

take our perception of 

them and build them 

into our demiplane.

That version of 

that someone or 

that thing is not 

the ​real ​thing; 

we can never 

know that 

'Real Thing' 

because 

we are 

isolated 

from the 

inner 

self of 

others.
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When you destroy a magical item in this 
way the item turns to dust in your hands. At 
level 20 you can use this ability on Artifact 
magical items, when you do, you gain the 
same effects as a destroying a Legendary 
Item, but the bonuses last for 48 hours re-
gardless of rests. 

Aura of the Forsaker 
Starting at 15th level, you constantly ema-
nate an aura of resistance while you’re not 
incapacitated. The aura extends 10 feet from 
you in every direction, but not through total 
cover. In this aura, friendly creatures have 
advantage on all saving throws against mag-
ical effects. This includes friendly spells. If a 
creature tries to cast a beneficial spell on a 
willing creature, roll 1d20. On an 11 or higher 
the spell works normally, otherwise the spell 
has no effect and the spell slot is consumed. 

Mage’s Tribunal 
At level 20, you gain the ability to reverse 
magical fields upon a target. As an action, 
you can have a creature within 60 feet make 
a Constitution saving throw. On a failed save, 
the creature has an antimagic field centered 
on them. If they move, the field moves with 
them. Otherwise the effect functions as the 
spell. 

You must maintain concentration to main-
tain the ability’s effect as well as to use your 
action each round to maintain the effect. The 
effect ends if you lose concentration, become 
incapacitated, use your action for anything 
other than maintaining the effect, or take a 
short or long rest. Once you use this ability 
you must take a rest before using it again.

Silencer
Rogue Archetype

There are individuals who have spent their 
lives learning to hunt down spellcasters 
and training to redirect their abilities so as 
to turn their spells against them. These are 
the Silencers, a loose group of mage hunters 
who see spellcasters as the largest threat to 
reality. 

Lethal Interruption 
Starting at 3rd level, your knowledge of 
spellcasters has allowed you to interfere 
with their casting. If a creature within 5 
feet of you casts a spell with material or 
somatic components, you can choose to use 
your reaction to make an immediate attack 
against them. If this attack hits, the caster 
must make a Constitution saving throw or 
their spell has no effect. The DC for this is 
10, or half the damage dealt by the attack, 
whichever is greater. You can use this ability 
a number of times equal to your Intelligence 
modifier per long rest. 

Ley Line Blocker 
At 9th level, you gain the supernatural ability 
to disrupt a spellcaster’s ability to manifest 
magic. When you hit with a weapon attack, 
you can use your bonus action to mark the 
target for 1 minute. If the marked creature 
attempts to cast a spell with a casting time 
of 1 action, roll a d20. On an 11 or higher, the 
spell doesn’t take effect until the creature’s 
next turn, and the creature must use its 
action on that turn to complete the spell. If 
it can’t, the spell is wasted. You can use this 
ability once per rest. 

Spell Siphon 
At 13th level, you’ve gained the ability to 
steal the magical energy from a spell as it 
is forming. You may attempt to interrupt 
a creature that you can see casting a spell. 
Make an Intelligence ability check agaist a 
DC equal to is 8 + twice the spell’s level. On a 
success, the spell is interrupted and you gain 
temporary hit points equal to the spell’s 
level. You can use this ability a number 

Do you imagine that God gets 

lonely? What if you only ever 

could talk to something or 

someone you created? How sad is 

that? Like a child whose only 

friend is imaginary...
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of times equal to your Intelligence modifier 
per long rest. 

Spell Redirect 
At 17th level, you’ve mastered the ability to 
redirect the energies of spells. When a spell 
is cast that targets you, can use your reaction 
to redirect the spell to another. If you redi-
rect the spell, you can choose a new target as 
if you had cast the original spell. The origi-
nal spell has no effect on you unless it deals 
damage. If the spell would have caused dam-
age, you take the damage before redirecting 
the spell. If the damage would be enough to 
reduce you to 0 hit points, you are unable 
to redirect the spell. You can use this ability 
once per rest.

Hematomancer
Wizard Tradition

For some, merely drawing on ambient arcane 
energies isn’t enough. Instead, a few seek to 
draw power from the very essence of life so 
as to utilize this untapped well of power. In 
many lands, this practice of Hematomancy 
is outlawed. Many would claim rightfully so, 
as in the wrong hands it could bring untold 
devastation. 

Essence Extraction 
At 2nd level, you are able to draw power 
from the lifeforce of living beings. As a 
bonus action, you can draw power from 
either yourself or a willing creature. 
You can attempt to generate a number 
of Blood Points up to your Intelligence 
modifier (Minimum of 1) per use of this 
ability. If you use this ability on your-
self, you take 1d6 Necrotic damage per 
Blood Point created. A willing creature 
other than yourself takes 1d10 Necrot-
ic damage per Blood Point created. If 
a creature is resistant or immune to 
necrotic damage, you cannot target 
them with this ability. 

Additionally, the target’s maxi-
mum hit points are reduced by an 

amount equal to the damage tak-
en. This reduction lasts until 

the creature finishes a long rest. The target 
dies if this effect reduces its hit point maxi-
mum to 0. A creature killed through this abil-
ity is instantly slain and cannot be brought 
back to life until 24 hours have passed. 

After a long rest, your Blood Points are 
reduced back to 0. 

Sanguine Casting 
At 2nd level, your ability to use life itself as a 
power source has granted you mastery over 
your spellcasting. You may spend any num-
ber of Blood Points to augment your spells. 
When you do so, you can use as many or as 
few Sanguine Casting options as you want to 
alter a spell, if you have the Blood Points to 
do so. 

We can only scratch the 

surface when we try and 

describe another's inner 

self because it is not 

a location, not a 

physical thing that 

we can describe.
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Energy Imbuement 
When you cast any spell other than a cantrip, 
you can choose to spend a number of Blood 
Points equal to the 1 + spell’s level. When you 
do, the spell is considered to be cast as one 
spell slot higher than you originally cast the 
spell at. 

Intelligent Casting 
When you cast a spell other than a cantrip 
and the spell deals damage, you can choose 
to spend 1 Blood Point. When you do, you can 
add your Intelligence modifier to the damage 
roll. 

Maximize Spell 
When you cast a spell other than a cantrip 
and the spell deals damage, you can choose 
to spend 3 Blood Points per spell level. When 
you do, the spell deals maximum damage 
instead of rolling for the damage dealt. 

Reach 
When you cast a spell other than a cantrip 
that normally has a range of touch, you can 
choose to spend 1 Blood Point per spell level. 
When you do, the spell’s range becomes 30 
feet. 

Vampiric Spell 
When you cast a spell other than a cantrip 
and the spell deals damage, you can choose 
to spend 2 Blood Points per spell level. When 
you do, you gain temporary hit points equal 
to half the damage dealt. 

Blood Puppetry 
At 6th level, you’ve gained the 
ability to control the blood of a 

creature while it still flows in their 
veins. As an action, you can use this 

ability to attempt to take partial control 
over creatures within range. Before rolling, 
decide how many Blood Points you are going 
to spend, roll 1d8 per Blood Point spent. The 
total is how many hit points of creatures this 
ability can affect. Creatures within 20 feet 

of a point you can see are affected in 
order of their current hit points. 

When you look at 

an evocative 

piece of art, where 

do you go?
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Starting with the creature that has the 
lowest current hit points, each creature 
affected by this ability is under your con-
trol. Subtract each creature’s hit points from 
the total before moving on to the creature 
with the next lowest hit points. A creature’s 
hit points must be equal to or less than the 
remaining total for that creature to be af-
fected. All affected creatures are restrained. 
You can use your action to take total control 
of one of the targets. Until the end of your 
next turn, the creature takes only the actions 
you decide and does nothing you don’t allow 
it to. You can also have the creatures use a 
reaction, but this takes your reaction as well. 
Any action you force a creature to do that 
requires a roll is at disadvantage. 

At the start of a creature’s turn, it can 
make a Wisdom saving throw, on a success 
the ability ends. On a failure, they are still af-
fected by Blood Puppetry. If the target takes 
damage, it makes another Wisdom saving 
throw. On a success, the ability ends for that 
creature. 

Undead and creatures immune to being 
charmed aren’t affected by this ability. 

Borrowed Life 
At 10th level, you can spend Blood Points 
to reduce incoming damage. If you would 
normally take damage, you can use your 
reaction and spend any number of Blood 
Points to reduce the damage taken by 1d10 
per Blood Point spent in this manner. Addi-
tionally, you deal necrotic damage equal to 
half your wizard level rounded down to the 
attacking creature. 

Improved Blood Puppetry 
At 14th level, your Blood Puppetry improves 
to 1d12 per Blood Point spent and a con-
trolled creature no longer has disadvantage 
on the roll to perform forced actions.

Backgrounds

Not every background is a mundane pro-
fession, some are a way of life. These back-
grounds open up chances to tell stories and 
develop characters frequently left out of 
standard play. 

The Hunted

Usually, it is the widened pupils and heavy 
breath that give someone away if they are on 
the run, but for you, it isn’t a temporary con-
dition. You’ve been running for longer than 
you can remember. There could be many 
reasons why you are forced to move from 
town to town, never stopping long enough to 
share your name, but regardless of the cause 
you have more than one reason to think 
twice before trusting a seemingly kind smile. 
Talk with your GM to figure out what you are 
on the run from. Maybe you’re a magic user 
in a land that vilifies it, an innocent who is 
accused of grievous crimes, or perhaps you 
just were born to the wrong family.

◊◊ Skill proficiencies: Athletics, Deception
◊◊ Tool proficiencies: One type of gaming 

set, forgery kit
◊◊ Languages: One of your choice
◊◊ Equipment: A small knife or hatchet, 

a gaming set of your choice, a token to 
remember your past by, a set of common 
clothes, and a belt pouch containing 15 gp.

Feature: Trust Your Gut

Because of your status as a fugitive, you ha-
ven’t had much time for a formal education. 
What you have had though, is more worldly 
experience than most before you’ve even 
cleared out your first rat-infested basement. 
Any time you would make an Intelligence 
ability check you can choose to make a Wis-
dom ability check instead. When you do, you 
cannot also add your proficiency bonus. 

You 

go to your inner self, 

and no matter how hard you try, you can't communicate that same 

emotion and feeling of what you experience within that inner self 

to someone else.
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Variant Hunted: The Deal

A powerful and malicious outsider is some-
how involved with you being forced on the 
run. Their purpose for doing this is to put 
you in a position where you have to give in 
to their desires to save yourself or those you 
hold dear. You have the ability to agree to the 
being’s terms and gain the effects of the Cler-
ic’s class ability Divine Intervention as if you 
had successfully rolled for it, but only once. 
In return, you agree to whatever the being’s 
terms are. You should discuss with the GM 
with what these terms are, the GM can also 
have terms that are unknown to your char-
acter, regardless, the cost of agreeing should 
be severe.

Suggested Characteristics

Those who are hunted and on the run have 
their lives shaped by the experience and 
often find they look out for themselves first 
and foremost. Others are molded by the 
experience and spend their lives trying to 
help others so that none will know the life 
that they’ve had. Most land somewhere in 
the middle.

Personality Traits

d8 Trait

1 I’m tired of running, I’d rather fight than 
spend another lifetime on the road.

2

There must be a mistake or reason, for 
why people think poorly of me, I just 
need to explain it to them and they’ll see 
my side.

3
I’ve been turned on time and time again 
but I won’t close people off, if I do that 
I’m no better than those hunting me.

4
The only way that I will see an end to 
this hunt is by killing those who hunt 
me.

5
If I just keep changing my name and 
what I look like, they’ll be thrown off my 
trail eventually.

6 I would do anything to protect those 
who choose to protect me.

7
I can’t let someone get hurt because of 
me. If it comes down to it, I’d even turn 
myself in.

8

The gods owe me for this life they’ve 
saddled me with. I’ll take it out on their 
hides even if it takes a lifetime to figure 
out how.

Ideals

d6 Ideal

1 Survival. I will do anything and every-
thing to live another day. (Neutral)

2 Prosperity. Living isn’t enough, what is 
life if I can’t prosper? (Chaotic)

3

Trust. There is nothing more important 
than trust. If you can’t trust who you’re 
traveling with, you should leave as soon 
as you are able. (Good)

4

Loyalty. The thing about being betrayed 
so often is that it makes those who are 
loyal stand out so much more. I’d do 
anything to protect those who have been 
loyal to me. (Lawful)

5
Hate. I will have vengeance against those 
who put me to the road, and unlike them 
I won’t fail to track down my prey. (Evil)

6

Acceptance. Sometimes you draw the 
wrong card and fate puts you down a 
path you’d never ask for, but this is your 
place and it might be best to make the 
most of   it while you can. (Neutral)
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Bonds

d6 Bond

1 I have someone who depends on me 
staying alive.

2

I barely escaped the hunters with my 
life, I couldn’t have done it without 
the help of my loved one, who was 
taken in my place so I could get away. 
I’ll free them, to this I swear.

3

It is important to surround yourself 
with trusting folk. Usually those are 
the best people to take the fall in case 
the hunters ever get too close.

4
I can’t help but admire my hunter. In 
fact, I'm starting to think this whole 
ordeal has been a test of my devotion.

5 I cheer for my fellow underdogs, no 
matter the odds.

6
My faith keeps me running. I know 
this is a trial of faith and I shall over-
come it.

Flaws

d6 Flaw

1
You have a hard time finding a 
chance to bathe when you are run-
ning for your life.

2
I’ve spent too long looking over my 
shoulder. I don’t know if I even can 
relax anymore.

3

I tend to copy my companions’ 
appearance and mannerisms, often 
poorly, in an effort to appear more 
likeable to them. 

4

If you ever share something bad that 
has happened to you, I’ll tell you how 
I’ve had something even worse hap-
pen to me.

5
My unending optimism will make 
you wish that I’d be caught by my 
hunters.

6

Often times I’ll forgo telling my 
companions if something bad is on 
the way, close calls are so much more 
fun.

Village Elder

Overview

For years you looked over your village, 
protecting it and managing the goings-on. 
When the lord’s messengers came, you were 
the one to talk to them and when harvest 
yields were low, it was up to you to provide 
for your people. Through some circumstance 
or another, you are now on the road. Maybe 
bandits attacked, leaving only you alive, or 
possibly there was a plot to see you removed 
so someone more pliable could be installed 
as Elder. You should talk with your GM to 
figure out the specifics of the town you were 
a part of for so many years and why you left. 

◊◊ Skill proficiencies: Insight, Persuasion
◊◊ Languages: Two of your choice
◊◊ Equipment: A quarterstaff, a Signet Ring, 

a book detailing the history of your village, 
a set of common clothes, and a belt pouch 
containing 20 gp.

Feature: Leader of the Common Folk

While not necessarily the most charismatic 
of people, those who get to know you devel-
op a natural respect and faith in your ability 
to lead. At the end of each long rest you can 
spend 10 minutes going over the plan of ac-
tion for the day. If you do, you can choose up 
to 8 creature’s to give temporary hit points 
equal to your Wisdom modifier. 

Variant: Astute Supply Management

What set you apart in your village was not 
your ability to lead, but rather, a supernat-
ural gift for stretching supplies far further 
than any other could. As long as you spend 1 
minute rationing, you can turn 1 ration into 
enough food to sustain a number of crea-
tures equal to your Intelligence or Wisdom 
modifier, whichever is higher. 

That inner self is the basis of unmortal experience 
when the self connects to an object, forming meaning 

and agency out of an interaction that would otherwise 
not exist.
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Suggested Characteristics

As a Village Elder you’ve already spent years 
of your life living a quiet life and managing 
the day-to-day ongoings of a small amount of 
people away from the politics and intrigue of 
court. Did you lead with an open hand or an 
iron fist? What happened that caused you to 
take to the road? How did you come around 
to gaining your skills? 

Personality Traits

d8 Trait

1

I won’t speak about what happened 
on the day my village was attacked. 
It’s still too painful a memory. I don’t 
know why I was the sole survivor, and 
the question haunts me.

2

I never trusted that child. There was 
always a glint of madness in their 
eyes and when they turned the town 
on me I was surprised it had taken so 
long. Next time, I’m taking measures 
to ensure the wicked can’t tempt the 
good.

3
Whenever I come to a new town I 
always make sure to introduce myself 
to its leader as soon as possible.

4
I spent my better years leading peo-
ple. Now, I’d rather someone else take 
the responsibility for once.

5

The rich folk of these lands don’t even 
know how good they have it. Maybe 
someone should teach them the taste 
of mud.

6 It frustrates me to no end if I’m not 
the one calling the shots. 

7

I’ve spent too many years explaining 
simple things to simple people. Ask-
ing me to explain my reasoning is the 
quickest way to draw my temper.

8

Time has not been kind to my memo-
ry. Oftentimes I’ll have to run through 
a list of names before remembering 
even those close to me.

Ideals

d6 Ideal

1 Care. I could never refuse someone 
who asked for my help. (Good)

2

Impulsive. My life has been spent 
counting beans and managing each 
small detail of everything, I deserve 
a bit of impulsiveness. (Chaotic)

3
Strict. Laws are meant to be fol-
lowed, they are the foundation of any 
proper society! (Lawful)

4
Fair. There is always another side to 
any story and we should hear it out 
before making judgment. (Neutral)

5

Greed. There should be rewards for 
positions of authority and leader-
ship, both in coin and exceptions of 
the law. (Evil)

6

Situational. Different lands have dif-
ferent customs, who are we to judge 
what they do on their own lands? 
(Any)

Bonds

d6 Bond

1
I must return to my village once I 
complete my quest. They are depend-
ing on me.

2

Hunting down the bandits who 
torched my home, family, and friends 
is what makes it worthwhile to wake 
up each day.

3
My family is back in my village. I 
swore that I’d return and I intend to 
keep that promise.

4
If people choose me as their leader, 
I’ll go to the ends of the world to see 
that I do the job right.

5
I have a keepsake of my past. Holding 
it tightly is often the only thing that 
keeps me moving.

6

It is the poor folk of the land who 
need the most protection. Even 
though I’m not the leader of my own 
village, I’ll still look after those who 
are all too often put under the heel of 
royalty.

Since we can't cross over into others' inner experiences, we 

rely on golems; our golems move to the edges where we can not 

follow, crossing over and existing inside the inner selves of 

others.
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Flaws

d6 Flaw

1 It’s my way or the highway, listen to 
your betters.

2

I don’t look kindly on those who are 
younger than me. Regardless of what 
they’ve done, they just lack the years 
of experience for me to care.

3 There is always time to take a rest. 
I’m not as young as I used to be.

4 Anything new is just a fad. Soon we’ll 
be going back to the old ways.

5
I can’t help making condescending 
remarks about anything I don’t un-
derstand.

6
I refuse to try any food or practice 
that I didn’t have back in my home 
village.

Witch Hunter

Overview

You spent many years of your life in a Witch 
Hunter organization learning the trade of 
finding rogue magic users and dispatching 
them. Some Witch Hunters join an organi-
zation after they see the deadly power of 
the arcane firsthand, but others are adopted 
in droves from orphanages and raised by 
the organizations from a young age. To be 
a Witch Hunter is not a safe vocation, but it 
pays better than most professions. 

◊◊ Skill proficiencies: Arcana, Investigation
◊◊ Tool Proficiencies: Herbalism Kit
◊◊ Languages: One of your choice
◊◊ Equipment: A set of pins, a gaming set 

of your choice, a pair of manacles, a set of 
traveler’s clothes, a holy symbol, and a belt 
pouch containing 25 gp.

Feature: Witch Hunter’s Right

Whether it’s fear or respect, the common folk 
always provide you with the information and 
basic resources you need. Additionally, with 
a bit of intimidation or coin, they’ll be more 
than happy to verify your testimony, wheth-
er true or not. 

Variant: Traitor to the Craft

While you were trained as a Witchhunter for 
years, you’ve used that knowledge to further 
learn how to conceal your own magical na-
ture. If you have a spellbook, you can create 
a special code that disguises your spellbook’s 
contents as that of a mundane book. This 
cypher can be whatever you wish it to be, 
whether that be a cookbook or a field guide 
to mushrooms, or any similar work. Those 
who try to see past the cipher must make an 
Investigation check against a DC equaling 15 
+ your spellcasting ability score modifier.   

Suggested Characteristics

Witch Hunters are trained for a very spe-
cific task for many years, and that training 
doesn’t leave much room for kindness. This 
rough upbringing changes a Witch Hunter’s 
personality and instills a sense of responsi-
bility to the organization and its purpose.

Personality Traits

d8 Trait

1

I saw a mage turn my companion to 
ash with a few words and the flick of a 
wand. Any magic cast in my presence 
intuitively makes my hand reach for 
my sword.

2

Regardless of the hard training and 
long hours, my organization was 
never able to beat the joy from me. At 
this point, I don’t think anything can 
dampen my spirits.

3
Magic users aren’t the problem, it’s 
magic itself. I won’t rest until magic is 
gone from this world.

4
I can abide most magic in this world if 
used for the right reason, it is only the 
evil ones that deserve my wrath.

In that way, every interaction that 
we have leaves a bit of ourselves 
with the other; as we move through 
this shared moment of time, we 

exchange golems.
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d8 Trait

5
If anyone attempts to stand between 
me and my mission, I’ll condemn 
them to the stake as well.

6

I’m not as young as I used to be and a 
head on fight would probably be my 
last. Because of this, I like to outthink 
my foes and get the drop on them.

7

I only stay part of the organization to 
get my hands on the magical knowl-
edge they’ve confiscated over the 
years. Once I do I’ll burn the organi-
zation down.

8

Rehabilitation is the answer, not 
the stake. More good could come of 
debating philosophy of magic than by 
making pyres in every other town.

Ideals

d6 Ideal

1
Protector. I’ll only hunt those that 
hurt others with magic. Otherwise it 
isn’t my place to judge. (Good)

2 Judgement. I am the judge, jury, and 
executioner. What I say is evil, is. (Evil)

3
Curious. I want to know more about 
magic. Only then can I decide what I 
think of it. (Neutral)

4

Inconsistent. Knowing what is wrong 
or acceptable magic really depends on 
the time, the weather, how hungry I 
am, or just my initial thought. (Cha-
otic)

5
Instrument. I am not the one to 
judge, I am just the instrument of a 
higher authority. (Law)

6
Greater Good. Magic is permissible 
as long as it is in helping me on my 
mission. (Any)

Bonds

d6 Bond

1
I stay in contact with the one who 
taught me the trade. Whenever I 
stray, they remind me of my duty.

2
I grew up in a magical family, and saw 
firsthand how it changed them and 
how it  almost changed me.

3

I let a magic user go after they plead-
ed their case to me. I later found the 
corpses they left behind. I’ll never 
make that mistake again.

4 I will not rest until magic is gone 
from this world. 

5 I found the wrong person guilty and 
it weighs on my soul. 

6
As a child I displayed innate magical 
abilities. I joined the order to learn to 
suppress them.

Flaws

d6 Flaw

1 Anything that goes even slightly 
wrong must be because of magic.

2
I have the habit of speaking down to 
any magic user, regardless of who 
they are.

3
Secretly, I am fascinated by magic and 
horde anything magical, no matter 
how minor. 

4
I oftentimes get confused as to what is 
a sign of magic and what is just natu-
ral phenomenon. 

5 I am a fanatic for my organization. 

6 I’d sacrifice many to take down a sin-
gle evil magic user. 

Sometimes those golems disperse 
seconds after creation and others 

maintain their forms for a lifetime, 
creating impact, reconstructing, 
evolving, mutating, regenerating, 
and molding the inner experiences 

within which they exist.

Since the advent of 
language, golems have had 
the ability to shapeshift 

away from what our enfleshed 
self looks like, but also 

how we behave or perceive to 
behave.
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Additional Feats

Master Ritual Casting
Prerequisite: Able to cast at least 2 spells as a 
ritual

You have mastered the art of using rituals 
to weave magic under your control and are 
able to create an improved ritual book. If 
you already have a ritual book that is not 
one granted by a class feature, you may turn 
that ritual book and all included spells into 
your improved ritual book. Otherwise, you 
can turn a new spellbook into an improved 
ritual book. Any spell that you write into 
your improved ritual book can be cast as an 
improved ritual.

Choose either Charisma, Wisdom, or 
Intelligence. Your casting ability for these 
improved rituals will use that ability score 
as the spellcasting ability for your improved 
rituals.  

As you adventure, you’ll come across 
spells in their written form (like scrolls or 
a witch’s spellbook) and you’ll be able to 
attempt to inscribe them within your im-
proved ritual book. The spell can be from any 
spell list but its spell level must be less than 
half your character level. To inscribe the spell 
into your book you’ll need 2 hours per spell 
level and 50 gp worth of fine inks. Each spell 
takes up a certain number of pages inside 
your improved ritual book equal to twice the 
spell’s level. The spells inscribed within your 
improved ritual book can only be cast as 
improved rituals regardless if you have other 
means of casting spells. Additionally, if your 
improved ritual book is lost or otherwise 
destroyed you must create a new improved 
ritual book from scratch.

When you cast a spell from your improved 
ritual book, the spell requires all of the mate-
rial components listed plus an additional 10 
gp worth of rare incense and magical chalk 
per spell level. 

If the spell has a ritual tag, cast the spell 
using normal ritual casting rules. If the spell 
does not have a ritual tag, the spell takes 1 
hour to cast per spell level, additionally, for 

each spell level above 1st-level you need an 
additional creature helping you with the 

ritual. A creature must have an Intelligence 
of at least 8 and be friendly to assist in cast-
ing the spell and while assisting, the creature 
can take no other actions. 

The ability score you chose is your spell-
casting ability for your spells. You use that 
ability score whenever a spell refers to your 
spellcasting ability. 

In addition, you use that ability score’s 
modifier and proficiency bonus for the spell 
save DC of a spell you cast and when making 
an attack roll with one. 

Spell save DC = 8 + your proficiency bonus + 
your ability score modifier. 
Spell Attack Modifier = your proficiency 
bonus + your ability score modifier.

Curious Initiate

You learn to make 3 different types of basic 
Curios from the Witch’s list of Curio Mani-
festations. In addition, you gain the ability to 
create a single Curio using your known Curio 
Manifestations using the rules for Curios 
under the Witch’s Manifestation Magic. Un-
like the Witch, it takes you 8 hours to create 
a basic Curio and active basic Curios only 
recharge on a long rest. Your spellcasting 
ability for the Curio is Intelligence.

If needed, you can perform an 8-hour rit-
ual to destroy the curio that you have made 
regardless of where it is or what plane it is 
on.

Language has the remarkable ability 
to transport golems of individuals 

from one inner self, replicating and 
morphing, into another's inner self 

with no interaction from the original 
being. Like a contagion, we spread.

Our bodies, our enfleshed selves, 

are accessories to be worked and 

formed into things that help us create 

golems that better represent our inner 

experience.
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Witch Tongue
Prerequisite: Intelligence 13 or Wisdom 13

◊◊ Increase your Intelligence or Wisdom by 
1, to a maximum of 20.

◊◊ You learn to see, read, and write in 
Witch’s Script. To those untrained, the 
script is invisible, only showing itself when 
perceived by detect magic or by someone 
who also knows it.

◊◊ You learn the cantrip mark and can cast it 
at will.

Crafty Casting
Prerequisite: Intelligence 13 and Charisma 13, 
the ability to cast one spell

You’ve mastered the ability to cast certain 
spells in clever and unique ways. When you 
take this feat pick 1 to 3 spells that you know 
how to cast that don’t have material com-
ponents that cost gp. For the spells chosen, 
choose either to negate the verbal, somat-
ic, or material component for those spells. 
Whenever you cast those spells, you can 
negate the component that you chose.

You can take this feat more than once but 
you must pick different spells.

Arcane Feint
Prerequisite: Intelligence 13

◊◊ Increase your Charisma by 1, to a maxi-
mum of 20.

◊◊ Through practicing altering minor parts 
of the foundation of spell you’ve learned 
to mask the spells you cast as different 
spells. Whenever you cast a spell, you can 
use your reaction to make the spell appear 
to be a separate spell that you can cast. The 
spell still retains all of the effects of the 
original spell but is indecipherable from the 
replacement spell through mundane and 
magical means. 

Tattoos are an example of 

Posthumanoid body modification that 

has been around as long as mortals 

have moved throughout the world.

Skin is the most obvious medium 
through which we present to the 
world and by which the world sees 
us, so to mark it is to change that 
perception fundamentally and 
permanently.

While piercings and paint can 
change others' perception for as 

long as they are applied, tattooing 
is a form of demarcation similar to 
race, sex, or appearance that can 
be applied after birth. Not only ​
just ​after birth but at any stage 
of life. However, not all tattoos 

present positive messages, nor are 
all tattoos wanted by the person 

receiving them.

Has it ever struck you how absolutely disturbing piercing a baby's ear is? Forced body augmentation before the ability to consent for the sole reason of forcing the child into a gendered role. People allow this but would look in horror if you tattooed a toddler.
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Equipment

For spellcasters, explorers, and researchers, 
adventuring is made easier with specialized 
equipment. These items help adventures re-
cord their travels, capture dangerous beasts, 
and assist in creating a base of operations 
they can use to study the vibrant and fright-
ening world around them.

Animal Carrier, Mundane 
The animal carrier is constructed of wood 
and metal to create a safe way to transport 
beasts carried within. These come in several 
sizes ranging from tiny to large depending 
on the desired creature to contain within 
the contraption. Multiply the base cost of 
the carrier by x4 for small creatures, x8 for 
medium creatures, and x16 for large crea-
tures. The weight also increases by the same 
amount as the cost.

Each carrier can be set up to automatically 
close the door, trapping a creature inside, 
this trap can be seen with a successful Wis-
dom (Perception) check against a DC of 15.

A creature can break out of the carrier by 
succeeding on a Strength (Athletics) check 
with a DC of 15. The carrier can be made with 
reinforcements for twice the cost for its size, 
which increases the Strength (Athletics) DC 
to 25.

A creature inside the carrier can still in-
teract or attack creatures and items within 
5 feet of the carrier, but does so at disadvan-
tage.

Animal Carrier, Dangerous

This is a version of the Animal Carrier that 
replaces the bars with solid metal sheets 
with slidable viewing ports installed. This 
functions the same as a mundane animal car-
rier but a creature within cannot attack or 
interact with anything outside of the carrier. 
Additionally, to spot the closing mechanism 
requires a success on a Wisdom (perception) 
check with a DC of 20, and to break out re-
quires a Strength (Athletics) check with a DC 
of 30. Multiply the base cost by x4 for small 
creatures, x8 for medium creatures, and x16 
for large creatures.

Arcane Laboratory

This is equipment that requires a room at 
least 20-feet wide, 20-feet long, and 10-feet 
tall to use. The equipment is composed of 
attuned crystals, magical material compo-
nents, furnaces, glassware, and anything else 
needed in any arcane experiment.  While 
within the room, you have advantage on any 
check related to casting a spell. Additionally, 
you can expend a use of the laboratory to 
substitute for any material component. Each 
lab comes with four uses. Each additional use 
costs 200gp.

Monster Carrier

The monster carrier is made of enchanted 
metal and wood which has been engraved 
with warding runes and functions as the 
dangerous animal carrier, but has an interior 
that has the same effects as a reversed magic 
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circle. If a creature tries to teleport out of the 
carrier they must make an Inteligence saving 
throw with a DC of 16. On a failure, the spell 
or ability is wasted and has no effect. On a 
success, the spell or ability works succesfully. 

Additionally, if a summoned creature 
or familiar is within the carrier, it’s owner 
cannot dismiss it until the creature leaves 
the carrier. Each carrier is tied to a specific 
type of creature and only effects that type. A 
monster carrier can be attuned to celestials, 
elementals, fey, fiends, or undead.   

Multiply the base cost of the carrier by x4 
for small creatures, x8 for medium creatures, 
and x16 for large creatures.

Personal Library 
This is a bundle of specific and rare books 
detailing the history and fundamentals of 
a particular field of knowledge.  Each Li-
brary consists of over 30 different books, 
with each being meticulously indexed 
for quick reference. If you have access to 
a personal library and make an Arcana, 
History, Religion, or Nature check you 
have advantage and any roll below a 10 is 
counted as a 10.

Each Personal Library is focused on 
being for Arcana, History, Religion, or Na-
ture and a new Personal Library must be 
acquired for a different knowledge set.

Portable Writing Desk 
A portable writing desk allows its user to 
set up a proper writing space in any envi-
ronment. Additionally, it has extra compart-
ments for ink, paper, and other small bau-
bles.

Ritual Chamber

This soundproof chamber is built in a cy-
lindrical room with a radius of 10 feet and a 
height of 20 feet. While inside the chamber, 
Rituals and Improved Rituals can be cast in 
half the time and for Improved Rituals you 
only need half as many additional creatures 
to cast any spell. Additionally, you can turn 
a Ritual Chamber into a Teleportation Circle 
Chamber by casting teleportation circle ev-
ery day for seven days.  

Scenting Oil 
This mundane oil has been fabricated by 
master perfumists using rare and expen-
sive extracts. Most oils come pre-scented 
with strong smells of flowers and fruits, but 
scentless oils can be purchased. When an 
item is placed within a scentless oil bottle, 
the oil takes the scent of the item. A single 
use of scenting oil can fill a 5-foot by 5-foot 
square with a mild scent. 2 uses create an 
overwhelming scent in the same space. If 
a whole bottle is poured out or broken, the 
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scent fills a 100-foot by 100-foot square 
with an overwhelming odor for 24 hours, 
any creature within 10 feet of the epicen-
ter must make a DC 13 Constitution save 
or be stunned for 1 round. On a success, 
the creature is immune to this effect for 
24 hours. 

Each bottle has 100 uses.

Wand Holster 
This leather belt has been outfitted with 
several spots to hold wands or sticks in 
a position that allows them to be drawn 
and holstered at great speeds. Items 
stored within the wand holster do not 
require an item interaction to draw 
or stow. Each wand holster can hold 3 
wands or wand-like items.

Mundane Items

Name Cost Weight

Animal Carrier, Mun-
dane 5 gp 1 lb.

Animal Carrier, Dan-
gerous 20 gp 5 lb.

Portable Writing Desk 1 gp 1 lb.

Scenting Oil 100 gp 1/2 lb.

Wand Holster 25 gp 2 lb.

Specialty Items

Name Cost Weight

Arcane Labora-
tory 1000 gp 1000 lb.

Monster Carrier 100 gp 5 lb.

Personal Library 250 gp 60 lb.

Ritual Chamber 750 gp 450 lb.

Wand Holster 25 gp 2 lb.

Augmentation allows us 

to change our golems, 

even those golems that 

normally wouldn't have 

lasted; with sufficiently 

visible modifications, 

even the most detached 

person will construct a 

golem that matches you, 

and that golem may sit in 

the back of their mind for 

years to come.

Beyond tattoos, any 

modification to the body has 

the potential for far reaching 

changes to a person and how their 

golems interact within the 

worlds of others.



Spells
C h a p t e r  ~  F i v e

“By tome and book, claw and bone, and tooth 
and nail, I command you to submit, or to be 
bound in the hell flames of the pit...”

—The Apostate, Evlyn

For some, their augmentations are 

magically implanted, while for others, 

their augmentations are pierced into the 

skin or have their forms polymorphed into 

new beasts. Regardless of the nature of augmentation, it is something that changes the very basis of interaction with another person. It breaks you apart and gives you a visual tool to track down the other members of your community.
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T
he spells presented in this 
chapter provide more options 
to casters by fleshing out 
schools with either a greater 
number of spells or by pro-
viding more options at lower 

levels. While all spell schools are represent-
ed, the majority of the spells fall into the 
Conjuration, Enchantment, Necromancy, 
and Transmutation schools. Additionally, 

a quarter of the spells provided can be cast 
with ritual casting letting ritual casters have 
access to further options. 

While this section expands the spell lists 
for the base classes, it also includes the com-
plete spell list for the Witch. Any spell that is 
found in the System Reference Document for 
5th Edition and not found within this book is 
denoted with blue dots underneath of it

Spells By Class
Bard Spells	

Cantrips (Level 0)
Mark

Repeat	

Scribe

Sling

1st Level

Buckle

Chameleon Casting

Forget Me Knot

Gambler’s Eye

Orator’s Aid

Twisted Tongue

Yllairies Help

2nd Level

Insult to Injury

Medea’s Slumber

Seed of Lies

Sunder	

Witch’s Tooth

3rd Level

Curse of the Unlucky

Diminutive Movement

Forgetting

Hidden Tripline

Nothrim’s Notorious Glitter 
Bomb

Tracker’s Peril	

4th Level

Fire Eater’s Blessing

Infectious Message

Limb of the Betrayer

Medea’s Insanity

Miracle of Sustainment

Scidion’s Treachery

5th Level

Cruel Fate

Relinquishment

6th Level

Unmaking

7th Level

Appendage of the Betrayer

Specters’ History

8th Level

Dani’s Enchanting 
Orchestrion

9th Level

Expunction

Cleric Spells	

Cantrips (Level 0)
Death’s Call

Death’s Grasp

First Sigil of Flame

Newt’s Accelerated 
Decomposition

Repeat

Sap

Scribe

1st Level

Cloud’s Sight

Ilia’s Monochromatic Ray

Orator’s Aid

Yllairies Help

2nd Level

Annarista’s Sight

Rot

Second Sigil of Flame

Seed of Lies

3rd Level

Corpse Trap

Gastral Decay

Gut’s Instinct

Hidden Tripline
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Incantation of Bone

Jamey’s Reanimated 
Prosthetic

4th Level

Arcane Seige

Miracle of Sustainment

Serafin’s Spectral Shield

5th Level

Liberation from Flesh

Mass Rot

Relinquishment

Third Sigil of Flame

7th Level

Ilia’s Achromatic Orbs

Ill Omens

Mantle of the Damned

Specters’ History

9th Level

Ilia’s Achromatic Wall

Planar Terraformation

Druid Spells	

Cantrips (Level 0)
Death’s Call

First Sigil of Flame

Newt’s Accelerated 
Decomposition

Quake

Repeat

Sap

1st Level

Forget Me Knot

Glide

Yllairies Help

2nd Level

Francisco’s Lament

Matosway’s Beastial Revival

Medea’s Slumber

Mellifera’s Wound Delaying

Rot

Second Sigil of Flame

Witch’s Tooth

Wolfe’s Venom Geyser

3rd Level

Corpse Trap

Diminutive Movement

Gastral Decay

Gut’s Instinct

Hidden Tripline

Ice Field

K’errahn’s Brine

K’errahn’s Gaze

Nature’s Hidden Shelter

Tracker’s Peril

4th Level

Arcane Siege

Fire Eater’s Blessing

Incantation of Exhaustion

Miracle of Sustainment

Restrictive Flesh

Third Sigil of Endless Flesh

Vivisection

5th Level

Cruel Fate

Ferryman’s End

Mass Rot

Ravicious’s Stone of Ardent 
Slumber

Relinquishment

Third Sigil of Flame

6th Level

Curse of Consumption

Hidden Hallways

Junia’s Hex of the Horsemen

Unmaking

7th Level

Closed Loop

Ill Omens

Kjell’s False Prophecies

8th Level

Mass Unmaking

9th Level

Planar Terraformation

Paladin Spells	

1st Level

Ilia’s Monochromatic Ray

Orator’s Aid

2nd Level

Sunder

3rd Level

Corpse Trap

Draconick’s Aura of 
Transference

Hidden Tripline

4th Level

Arcane Siege

Miracle of Sustainment

Serafin’s Spectral Shield

5th Level

Relinquishment
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Ranger Spells	

1st Level

Glide

Yllairies Help

2nd Level

Francisco’s Lament

Matosway’s Beastial Revival

Mellifera’s Wound Delaying

Rot

Sunder

3rd Level

Forgetting

Gut’s Instinct

Hidden Tripline

Ice Field

K’errahn’s Brine

Nature’s Hidden Shelter

Tracker’s Peril

4th Level

Fire Eater’s Blessing

Miracle of Sustainment

Vivisection

5th Level

Ferryman’s End

Sorcerer Spells	

Cantrips (Level 0)
Mark

Quake

Repeat

Sling

Umbra Knife

1st Level

Buckle

Chameleon Casting

Cuspate Caltrop

Gambler’s Eye

Orator’s Aid

2nd Level

Sunder

Witch’s Tooth

Wolfe’s Venom Geyser

3rd Level

Draconick’s Aura of 
Transference

Hidden Tripline

Nothrim’s Notorious Glitter 
Bomb

Sinewy Sled

4th Level

Fate’s Thread

Limb of the Betrayer

Scidion’s Treachery

Serafin’s Spectral Shield

Vivisection

5th Level

Annarista’s Ghostly Visage

Cruel Fate

6th Level

Unmaking

Wall of Flesh

7th Level

Appendage of the Betrayer

9th Level

Expunction

Warlock Spells	

Cantrips (Level 0)
Death’s Call

Death’s Grasp

First Sigil of Endless Flesh

Mark

Newt’s Accelerated 
Decomposition

Quake

Repeat

Sap

Umbra Knife

1st Level

Buckle

Chameleon Casting

Cloud’s Sight

Cuspate Caltrop

Forget Me Knot

K’errahn’s Toll

Orator’s Aid

Second Sigil of Endless Flesh

Twisted Tongue

Weird Reconstitution

2nd Level

Annarista’s Sight

Hemohail

Insult to Injury

Medea’s Crown

Medea’s Slumber

Rot

Seed of Lies

Witch’s Tooth

3rd Level

Annarista’s Tether
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Bonespear

Corpse Trap

Curse of the Unlucky

Forgetting

Gastral Decay

Gut’s Instinct

Hidden Tripline

Incantation of Bone

Jamey’s Reanimated 
Prosthetic

K’errahn’s Gaze

Sinewy Sled

4th Level

Fate’s Thread

Incantation of Exhaustion

Limb of the Betrayer

Medea’s Insanity

Restrictive Flesh

Scidion’s Treachery

Serafin’s Spectral Shield

Third Sigil of Endless Flesh

Vivisection

5th Level

Annarista’s Ghostly Visage

Cruel Fate

Liberation from Flesh

Mass Rot

6th Level

Curse of Consumption

Junia’s Hex of the Horsemen

Unmaking

Wall of Flesh

7th Level

Appendage of the Betrayer

Fourth Sigil of Endless Flesh

Ill Omens

Kjell’s False Prophecies

Mantle of the Damned

9th Level

Planar Terraformation

Witch Spells	

Cantrips (Level 0)
Chill Touch

Dancing Lights

Death’s Call

Death’s Grasp

First Sigil of Endless Flesh

First Sigil of Flame

Light

Mage Hand

Mark

Message

Minor Illusion

Newt’s Accelerated 
Decomposition

Poison Spray

Prestidigitation

Produce Flame

Quake

Repeat

Resistance

Sap

Scribe

Shillelagh

Sling

Umbra Knife

Vicious Mockery

1st Level

Alarm

Buckle

Chameleon Casting

Charm Person

Cloud’s Sight

Color Spray

Comprehend Languages

Create or Destroy Water

Cuspate Caltrop

Detect Magic

Disguise Self

Entangle

Faerie Fire

Feather Fall

Find Familiar

Fog Cloud

Forget Me Knot

Gambler’s Eye

Glide

Grease

Hideous Laughter

Ilia’s Monochromatic Ray

Illusory Script

Jump

K’errahn’s Toll

Longstrider

Orator’s Aid

Protection from Evil and 
Good

Second Sigil of Endless Flesh

Shield

Silent Image

Sleep

Thunderwave

Twisted Tongue

Unseen Servant

Weird Reconstitution

Yllairies Help
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2nd Level

Alter Self

Animal Messenger

Annarista’s Sight

Arcane Lock

Arcanist’s Magic Aura

Blindness/Deafness

Continual Flame

Darkness

Detect Thoughts

Enlarge/Reduce

Flame Blade

Francisco’s Lament

Gentle Repose

Gust of Wind

Hemohail

Hold Person

Insult to Injury

Invisibility

Lesser Restoration

Locate Object

Magic Mouth

Matosway’s Beastial Revival

Medea’s Crown

Medea’s Slumber

Mellifera’s Wound Delaying

Mirror Image

Misty Step

Ray of Enfeeblement

Rope Trick

Rot

Second Sigil of Flame

See Invisibility

Seed of Lies

Shatter

Spider Climb

Suggestion

Sunder

Web

Witch’s Tooth

Wolfe’s Venom Geyser

Zone of Delaying

3rd Level

Animate Dead

Annarista’s Tether

Bestow Curse

Blink

Bonespear

Call Lightning

Clairvoyance

Conjure Animals

Corpse Trap

Curse of the Unlucky

Diminutive Movement

Dispel Magic

Draconick’s Aura of 
Transference

Fear

Fly

Forgetting

Gaseous Form

Gastral Decay

Gut’s Instinct

Haste

Hidden Tripline

Hypnotic Pattern

Ice Field

Incantation of Bone

Jamey’s Reanimated 
Prosthetic

K’errahn’s Brine

K’errahn’s Gaze

Lightning Bolt

Magic Circle

Major Image

Nature’s Hidden Shelter

Nondetection

Nothrim’s Notorious Glitter 
Bomb

Phantom Steed

Protection from Energy

Remove Curse

Sinewy Sled

Sleet Storm

Slow

Stinking Cloud

Tongues

Tracker’s Peril

Vampiric Touch

Water Breathing

4th Level

Arcane Eye

Arcane Siege

Banishment

Blight

Confusion

Control Water

Dimension Door

Dominate Beast

Fabricate

Faithful Hound

Fate’s Thread

Fire Eater’s Blessing

Fire Shield

Greater Invisibility

Hallucinatory Terrain

Ice Storm

Incantation of Exhaustion

Infectious Message

Limb of the Betrayer

Locate Creature
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Medea’s Insanity

Miracle of Sustainment

Phantasmal Killer

Polymorph

Resilient Sphere

Restrictive Flesh

Scidion’s Treachery

Serafin’s Spectral Shield

Stone Shape

Third Sigil of Endless Flesh

Vivisection

Wall of Fire

5th Level

Annarista’s Ghostly Visage

Cloudkill

Cone of Cold

Contact Other Plane

Creation

Cruel Fate

Dominate Person

Dream

Ferryman’s End

Geas

Hold Monster

Legend Lore

Liberation from Flesh

Mass Rot

Mislead

Modify Memory

Passwall

Phantom Carriage

Planar Binding

Ravicious’s Stone of Ardent 
Slumber

Relinquishment

Scrying

Seeming

Telekinesis

Telepathic Bond

Teleportation Circle

Third Sigil of Flame

Wall of Force

Wall of Stone

6th Level

Chain Lightning

Circle of Death

Create Undead

Curse of Consumption

Eyebite

Find the Path

Flesh to Stone

Freezing Sphere

Guards and Wards

Hidden Hallways

Junia’s Hex of the Horsemen

Magic Jar

Mass Suggestion

Move Earth

Programmed Illusion

Sunbeam

True Seeing

Unmaking

Wall of Flesh

Wall of Ice

Wall of Thorns

Wind Walk

7th Level

Appendage of the Betrayer

Closed Loop

Etherealness

Finger of Death

Fire Storm

Forcecage

Fourth Sigil of Endless Flesh

Ilia’s Achromatic Orbs

Ill Omens

Kjell’s False Prophecies

Mantle of the Damned

Mirage Arcane

Plague of Silence

Plane Shift

Prismatic Spray

Project Image

Reverse Gravity

Sequester

Simulacrum

Specters’ History

Symbol

Teleport

8th Level

Animal Shapes

Antimagic Field

Antipathy/Sympathy

Clone

Consuming Fog

Control Weather

Dani’s Enchanting 
Orchestrion

Demiplane

Dominate Monster

Earthquake

Feeblemind

Incendiary Cloud

Mass Unmaking

Maze

Mind Blank

Power Word Stun

Sunburst
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9th Level

Astral Projection

Expunction

Foresight

Gate

Ilia’s Achromatic Wall

Imprisonment

Meteor Swarm

Planar Terraformation

Power Word Kill

Shapechange

True Polymorph

True Resurrection

Weird

Wish

Wizard Spells	

Cantrips (Level 0)
Death’s Grasp

First Sigil of Endless Flesh

First Sigil of Flame

Mark

Repeat

Scribe

Sling

Umbra Knife

1st Level

Buckle

Chameleon Casting

Cloud’s Sight

Cuspate Caltrop

Gambler’s Eye

Orator’s Aid

Second Sigil of Endless Flesh

Twisted Tongue

Weird Reconstitution

Yllairies Help

2nd Level

Annarista’s Sight

Hemohail

Rot

Second Sigil of Flame

Seed of Lies

Sunder

Witch’s Tooth

Wolfe’s Venom Geyser

Zone of Delaying

3rd Level

Annarista’s Tether

Bonespear

Corpse Trap

Curse of the Unlucky

Diminutive Movement

Draconick’s Aura of 
Transference

Forgetting

Gastral Decay

Hidden Tripline

Incantation of Bone

Jamey’s Reanimated 
Prosthetic

Nothrim’s Notorious Glitter 
Bomb

Sinewy Sled

4th Level

Arcane Siege

Fate’s Thread

Infectious Message

Limb of the Betrayer

Restrictive Flesh

Scidion’s Treachery

Serafin’s Spectral Shield

Third Sigil of Endless Flesh

Vivisection

5th Level

Annarista’s Ghostly Visage

Cruel Fate

Liberation from Flesh

Phantom Carriage

Relinquishment

Third Sigil of Flame

6th Level

Unmaking

Wall of Flesh

7th Level

Appendage of the Betrayer

Closed Loop

Fourth Sigil of Endless Flesh

Kjell’s False Prophecies

Mantle of the Damned

Specters’ History

8th Level

Consuming Fog

Mass Unmaking

9th Level

Planar Terraformation

Despite the value of 

golems, they are fragile 

beings. As information 

or an idea finds its way 

in the mind of another, 

there is always a chance 

that the information 

is antithetical to the 

formation of the golem.
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Spell Descriptions

Annarista’s Ghostly Visage
5th-level Transmutation

Casting Time: 1 Action
Range: Self
Components: V, S
Duration: Concentration, up to 1 hour
Classes: Sorcerer, Warlock, Witch, Wizard

You jaunt to the Ethereal Plane and during 
the duration of the spell, you can move in 
any direction. If you move up or down, each 
foot of movement costs double. You can see 
and hear the Plane you originated from but 
everything is in shades of grey. While you 
are on the Ethereal Plane, creatures on your 
original plane can see you as a transparent 
specter but can not target you. When the du-
ration ends or you lose concentration on the 
spell you return to the Plane you came from. 
When you return, you can choose any num-
ber of creatures within 30 feet of you, forcing 
them to make a Charisma saving throw. On 
a failure, a creature ages 2d4 years and is 
frightened of you until the end of their next 
turn. On a success, the spell has no effect on 
that creature. For each year you’ve magically 
aged creatures affected by this spell, gain 
that number of temporary hit points. 

If you return to your original plane and 
occupy the same spot as a solid object or 
creature when this happens, you are imme-
diately shunted to the nearest unoccupied 
space that you can occupy and take force 
damage equal to twice the number of feet 
you are moved.

Annarista’s Sight
2nd-level Divination

Casting Time: 1 Action (ritual)
Range: Touch
Components: S
Duration: Concentration, up to 1 hour
Classes: Cleric, Warlock, Witch, Wizard

When you touch an unconscious or dead 
creature you can see what it has seen up to 
24 hours before it died/became unconscious. 
You only see what the creature has seen and 
not any of its other senses or what it was 
thinking. If the creature was blinded, this 
spell fails. The events play out in real time 
but you can skip forward or backward at will.

Annarista’s Tether
3rd-level Necromancy

Casting Time: 1 Action
Range: Touch
Components: V, S, M (a diamond worth 
100gp, which the spell consumes)
Duration: Instantaneous
Classes: Warlock, Witch, Wizard

You touch a creature that has been dead 
for no longer than a minute, it comes back 
in spectral form with temporary hit points 
equal to its maximum hit points. This form 
can not gain hit points, is incapacitated, and 
gains a flight speed equal to its movement 
speed. If the creature runs out of temporary 
hit points, it dies. This spell negates the need 
to have a corpse for spells like raise dead, 
but the spell does not extend the time limit 
of such spells. While the creature is affected 
in this way, they are counted as undead and 
don’t need to eat, sleep, or drink.

When this happens, the golem 

shatters, effectively dying, and 

that bond that existed between 

the two people via their golems is 

severed.

Sometimes, this bond is never able to be repaired: the golem cannot reform and any new golem looks too much like the previous one.
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Appendage of the Betrayer
7th-level Enchantment

Casting Time: 1 Minute 
Range: Sight 
Components: V, S, M (a string from a puppet) 
Duration: Concentration, up to 1 hour 
Classes: Bard, Sorcerer, Warlock, Witch, 
Wizard

You attempt to beguile a creature that you 
can see. It must succeed on a Wisdom sav-
ing throw or you take control of a limb or 
appendage attached to that creature for the 
duration. If you or creatures that are friendly 
to you are fighting it, it has advantage on the 
saving throw.

For the spell duration, you have a tele-
pathic link to one of the creature’s limbs/
appendages as long as you are on the same 
plane. While you are conscious (no action 
required), you can use this telepathic link 
to issue commands to the creature’s limb/
appendage which it does its best to obey. You 
can specify a simple and general course of 
action depending on the limb/appendage af-
fected, such as Choke yourself or Drop your 
weapon if controlling an arm or Go Limp or 
Kick yourself if controlling a leg. If the crea-
ture completes the order and doesn’t receive 
further direction from you, it returns to the 
control of the creature.

You can use your action to take total and 
precise control of the limb/appendage. Until 
the end of your next turn, the limb/append-
age takes only the actions you choose and 
doesn’t do anything that you don’t allow it to 
do. During this time you can also cause the 
creature to use a reaction, but this requires 
you to use your own reaction as well. Any ac-
tions that are taken use the creature’s stats. 
Each time the target takes damage, it makes 
a new Wisdom saving throw against the spell. 
If the saving throw succeeds, the spell ends.

 
At Higher Levels. When you cast this spell 
with a 9th-level spell slot, the duration is 
concentration, up to 8 hours.

Arcane Siege
4th-level Transmutation

Casting Time: 1 Action 
Range: 30 Feet 
Components: V, S, M (a small weight) 
Duration: Concentration, up to 1 hour 
Classes: Cleric, Druid, Paladin, Witch, Wizard

You create a 10-foot-diameter sphere of 
vibrating energy at a point of your choice 
within range. As a bonus action, you can 
choose 1 object weighing 25 to 50 pounds 
that is in the sphere and that isn’t being 
worn or carried and a direction. After 1d4 
rounds, the object flies in a straight line up 
to 1000 feet in the direction you chose before 
falling to the ground. Anything that would 
be struck by the object must make a Dexter-
ity saving throw. On a failed save, the object 
strikes the target and stops moving, dealing 
6d12 bludgeoning to both what it strikes and 
the object itself.

Objects or creatures made of an inorganic 
material such as stone, crystal, or metal take 
twice as much damage.  
 
At Higher Levels. When you cast this spell 
using a spell slot of 5th level or higher, the 
maximum weight of objects that you can 
target with this spell increases by 20 pounds, 
and the damage increases by 2d12, for each 
slot level above 4th.

Bonespear
3rd-level Necromancy

Casting Time: 1 Action 
Range: Touch 
Components: V, S, M (a corpse of a medium 
or large creature) 
Duration: Instantaneous  
Classes: Warlock, Witch, Wizard

As you cast this spell and touch a corpse of 
a medium or large creature, a spear made 
from its bones shoots out towards a target 
creature within 60 feet. Make a ranged spell 
attack. On a hit, the target takes 3d12 pierc-
ing damage and the target is thrown 10 feet 
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back. If the thrown creature hits a solid sur-
face the creature is restrained until the end 
of their next turn. If the thrown creature hits 
another creature, that creature also takes 
the piercing damage and both creatures are 
restrained until the end of their next turn

Buckle
1st-level Evocation

Casting Time: 1 Bonus Action 
Range: 60 Feet 
Components: V, S 
Duration: Instantaneous  
Classes: Bard, Sorcerer, Warlock, Witch, 
Wizard

As you cast this spell, a whip of force strikes 
the legs of a target creature or an object. 
The target creature must make a successful 
Strength saving throw or be knocked prone 
and take 1d4 force damage. On a successful 
save, the creature remains standing but still 
takes 1d4 force damage. This spell can also 
target any nonmagical object that isn’t being 
worn or carried, dealing damage to it. 
 
At Higher Levels. For each spell slot above 
1st-level, you can target an additional crea-
ture.

Chameleon Casting
1st-level Illusion

Casting Time: 1 Reaction, which you take 
when you see a creature within 60 feet of 
you casting a spell 
Range: 60 Feet 
Components: S 
Duration: Instantaneous  
Classes: Bard, Sorcerer, Warlock, Witch, 
Wizard

You attempt to copy the spell cast by a crea-
ture. If the creature is casting a spell of 1st 
level or lower, you automatically copy it. If it 
is casting a spell of 2nd level or higher, make 
an ability check using your spellcasting abil-
ity. The DC equals 10 + the spell’s level. On a 
success, you are able to copy the spell.

A copied spell is cast at the same time as 
the original spell, you can specify a target 
for your copied spell. Your copied spell has a 
maximum duration of 1 round regardless of 
the duration of the original spell. If the orig-
inal spell ends before your copied spell, your 
copied spell also ends.

Closed Loop
7th-level Abjuration

Casting Time: 1 Minute 
Range: 1 Mile 
Components: V, S, M (A small length of rope) 
Duration: Until Dispelled 
Classes: Druid, Witch, Wizard

You tie two ends of a rope together and 
designate a sphere of land with a diameter 
of one mile. Alternatively, you may designate 
a single structure of equal or smaller size 
to be targeted by this effect. Until the spell 
is dispelled, the structure or area of land 
that you are on cannot be escaped from by 
any creature inside the area at the time of 
casting. When a creature tries to exit, they 
experience the sensation of having moved, 
but find they have somehow returned to the 
point of their intended exit. A creature can 
freely enter the area affected by the spell, but 
once inside, they similarly cannot leave. 

If the rope is destroyed, the spell ends. 
Additionally, if you leave the area affected by 
the spell, the spell ends.
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Cloud’s Sight
1st-level Transmutation

Casting Time: 1 Action (ritual) 
Range: Self 
Components: S, M (A Pinch of Dust) 
Duration: 1 Hour 
Classes: Cleric, Warlock, Witch, Wizard

As you toss the dust into the air it fills a 
15-foot sphere centered on you. The dust is 
almost invisible but glimmers in light softly. 
As you move, the sphere moves with you and 
you gain blindsight out to 15 feet. While the 
spell is active, you lose your normal means 
of perception and can only benefit from the 
blindsight given by this spell. As a bonus 
action, you can end this spell before the end 
of its duration. Additionally, the spell is dis-
pelled with a strong wind.

Consuming Fog
8th-level Conjuration

Casting Time: 1 Action 
Range: 120 Feet 
Components: V, S, M (Jar of Gelatinous 
Cube) 
Duration: Concentration, up to 10 
minutes 
Classes: Witch, Wizard

You create a 20-foot-radius 
sphere of acidic, trans-
lucent fog centered on a 
point you choose within 
range. The fog is unim-
peded by barriers. It lasts 
for the duration, and the 
area of the fog is consid-
ered heavily obscured.

When a creature enters 
the spell’s area for the first 
time, that creature must 
make a Dexterity saving 
throw. The creature takes 5d8 
acid damage and is engulfed 
on a failed save. On a success-
ful save the creature stays on 

the outside radius of the spell 

but still takes half damage. If 
a creature starts its turn inside the fog they 
must make a Constitution saving throw or 
take 8d8 acid damage on a failure. An en-
gulfed creature has a speed of 0 and can use 
their action to try and break free of the fog, 
to do so they must succeed a Strength saving 
throw. 
Creatures are affected even if they hold their 
breath or don’t need to breathe.

The fog moves 10 feet away from you at 
the start of each of your turns, rolling along 
the surface of the ground. Engulfed creatures 
are carried along. The vapors, being heavier 
than air, sink to the lowest level of the land, 
even pouring down openings.

At this point I wonder what you think 
of me. Who am I in your head, have 
we met before or is this the first 
time, what does my golem look like 
to you and what could I do that 

would destroy it? Can you destroy it 
yourself?
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Corpse Trap
3rd-level Abjuration

Casting Time: 10 Minutes (ritual) 
Range: 30 Feet 
Components: V, S, M (a corpse of a small, 
medium, or large creature) 
Duration: Until Dispelled 
Classes: Cleric, Druid, Paladin, Warlock, 
Witch, Wizard

When you cast this spell and target a corpse 
of a creature you inscribe upon its bones and 
sinew a store of energy that will release on 
a trigger set by you.  Small, nearly invisible 
runes can be seen carving themselves upon 
the insides of the corpse while you are cast-
ing this spell.  The runes require a successful 
Intelligence (Investigation) check against 
your spell save DC to be found. If the corpse 
becomes an undead creature or otherwise 
returns to life the spell ends. Once the runes 
are triggered, this spell ends.

When the runes are triggered, the corpse 
erupts with magical energy and gore in 
a 20-foot-radius sphere centered on the 
corpse. The area of the sphere is unimpeded 
by barriers. Each creature in the area must 
make a Dexterity saving throw. A creature 
takes 1d10 necrotic damage, 1d10 force dam-
age, and 1d10 piercing damage and is thrown 
10 feet back on a failed save. If the thrown 
creature hits a solid surface the creature is 
restrained until the end of their next turn. If 
the thrown creature hits another creature, 
that creature also takes the piercing damage 
and both creatures are restrained until the 
end of their next turn. On a successful save 
the creature takes half damage from each of 
the sources and is not thrown back. 
If the spell was cast upon a size small corpse, 
the damage dice are d8s instead of d10s. 
Additionally, if the spell was cast upon a 
size large corpse, the damage dice are d12s 
instead of d10s. 

If a corpse that is affected by this spell is 
moved further than 30 feet from the original 
location where the spell was cast, the runes 
trigger regardless of any other conditions 
specified. 
  

At Higher Levels. for each spell level above 
3rd you can target an additional corpse to 
imbue with energy.

Cruel Fate
5th-level Evocation

Casting Time: 1 Reaction, when an attack 
would deal damage to you 
Range: 30 feet 
Components: V, S 
Duration: Instantaneous 
Classes: Bard, Druid, Sorcerer, Warlock, 
Witch, Wizard

When you are dealt damage by a creature 
that you can see and that is in range, you can 
cast this spell to only take half as much dam-
age. When you do, you can target a creature 
within 30 feet to take damage equal to the 
damage you took after the reduction. This 
damage is the same type as the damage that 
you took.

Curse of Consumption
6th-level Enchantment

Casting Time: 1 Action 
Range: 60 Feet 
Components: V, M (A preserved Botfly) 
Duration: Concentration, up to 1 minute 
Classes: Druid, Warlock, Witch

Upon casting this spell the target’s lungs be-
come infested with crawling insects that bite 
and burrow throughout the target. The tar-
get must make a Constitution saving throw, 
on a failure the target is incapacitated until 
the start of their next turn as they cough up 
insects, on a success the spell ends. At the 
start of each of the target’s turn, the target 
makes an additional Constitution saving 
throw, on a failure they take 4d10 piercing 
damage and are incapacitated until the start 
of their next turn, on a success the spell ends.
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Curse of the Unlucky
3rd-level Divination

Casting Time: 1 Action 
Range: Touch 
Components: V, S 
Duration: 1 Minute 
Classes: Bard, Warlock, Witch, Wizard

As you touch a creature you spit out a curse. 
The target creature must make a Wisdom 
saving throw. On a failure, pick any number 
that isn’t 20. Whenever the target creature 
rolls a d20 and the result is the number you 
picked, the roll is counted as if it was a 1. 
 
At Higher Levels. When you cast this spell 
using a spell slot of 4th level or higher, you 
can choose an additional number for each 
slot level above 3rd.

Cuspate Caltrop
1st-level Transmutation

Casting Time: 1 Reaction, when a creature 
moves within 90 feet 
Range: 90 Feet 
Components: S, M (An Iron Nail) 
Duration: 1 Round 
Classes: Sorcerer, Warlock, Witch, Wizard

As you cast this spell, the iron nail shoots 
from your hand, piercing through a creature 
and holding them in place. The target must 
succeed on a Strength saving throw. On a 
failed save the target takes 1d4+1 piercing 
damage and their movement is reduced by 
20 feet. On a success, the spell has no effect. 

Any creature that is flying or swimming is 
immune to this spell.

Dani’s Enchanting 
Orchestrion

8th-level Enchantment

Casting Time: 8 Hours 
Range: Touch 
Components: V, S, M (an ornate golden box 
worth 1000 gp) 
Duration: Until Dispelled 
Classes: Bard, Witch

As you cast this spell target a creature that 
is known to you and that you have a piece of 
their body (blood, hair, tooth) and place the 
part within the box. As you do, the target 
creature must make a Wisdom saving throw. 
On a failure, the creature is affected by this 
spell until the box is dispelled. On a suc-
cess, the box explodes dealing 5d10 piercing 
damage to the caster. Creatures that can’t be 
charmed are immune to this effect and the 
spell automatically fails.

A creature affected by this spell is 
charmed by the caster whenever they are 
within 1 mile of the box. A charmed creature 
can make a Wisdom saving throw at the end 
of each rest while affected. On a failure, the 
creature is still charmed, and on a success, 
the creature is no longer charmed until they 
take another rest. While a charmed creature 
and the caster are within 60 of each other, 
the caster can cast the spell suggestion at 
will without using a spell slot as long as it 
only targets the charmed creature.

While the spell is active the box plays a 
song chosen by the caster that the affected 
creature also knows. The song can be heard 
up to 60 feet away. If the box is destroyed (AC 
15, 10 Hit Points) the spell ends and the box 
turns to dust.

Even the mere possibility 

of knowledge that could be 

antithetical to the construction of 

a golem can retroactively put all 

past actions and versions of the 

golem into question.

The moment a golem 

is questioned, it 

starts to implode.
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Death’s Call
Cantrip Necromancy

Casting Time: 1 Action 
Range: Self 
Components: V 
Duration: Instantaneous 
Classes: Cleric, Druid, Warlock, Witch

As you let out a wailing call, all dying human-
oids within 15 feet of you must make a Con-
stitution saving throw. On a failure, they take 
1 point of necrotic damage. On a success, 
they are not affected by the spell. For each 
creature killed by this spell, you regain 1d4 
hit points. Alternatively, you can mark any 
number of humanoid within 15 feet of you 
for death. If a targeted humanoid is reduced 
to 0 before the start of your next turn you 
gain 1d4 hit points. 

Leveling. This spell’s range increases as you 
level. 5th level (30 feet), 11th level (60 feet), 
and 17th level (120 feet).

Death’s Grasp
Cantrip Necromancy

Casting Time: 1 Bonus Action 
Range: 90 Feet 
Components: V, S, M (A Corpse) 
Duration: Concentration, up to 1 minute 
Classes: Cleric, Warlock, Witch, Wizard

A bright spark launches from your finger-
tips into a target corpse within range, the 
corpse must be size Small, Medium, or Large. 
If a creature of size Large or smaller moves 
within 5 feet of the corpse you can use your 
reaction to make the corpse reach out and 
attempt to grapple the creature. When you 
do, the creature being grappled must make 
a Strength saving throw against your spell 
save DC, on a failure, they become grappled 
until they use an action to break free or the 
spell ends. On a success, the spell ends.
Leveling. At 5th level, on a failure, the target 
also takes 1d8 necrotic damage if they fail 
their save. The damage die increases to 1d10  
at level 11 and 1d12 at level 17.

Diminutive Movement
3rd-level Enchantment

Casting Time: 1 Reaction, when a creature 
moves within 60 feet of you 
Range: 60 Feet 
Components: V, M (a snail shell) 
Duration: 1 round 
Classes: Bard, Druid, Witch, Wizard

When you cast this spell the target creature’s 
movement becomes labored. Target creature 
must make a Strength saving throw, on a 
success the spell has no effect. On a failure 
for every 5 feet that the creature moves, the 
next 5 feet costs twice as much movement 
as the last 5 feet until the end of their next 
turn. For example, a creature spends 5 feet 
of movement the next 5 feet costs 10 feet of 
movement and an additional 5 feet would 
cost 20 feet of movement.

Draconick’s Aura 
of Transference

3rd-level Necromancy

Casting Time: 1 Action 
Range: Self 
Components: S, M (a small weight) 
Duration: Concentration, up to 1 Minute 
Classes: Paladin, Sorcerer, Witch, Wizard

When you cast this spell you are surround-
ed by a faint black and white haze. For the 
duration whenever you take damage from a 
creature within 60 feet of you, you can use 
your reaction to either:

◊◊ Give a friendly creature within 30 feet a 
number of temporary hit points equal to 
half the damage you took.

◊◊ Force the creature who dealt the damage 
to make a Dexterity saving throw. On a fail-
ure, they take an amount of necrotic dam-
age equal to half the damage dealt to you. 
On a success, they take no damage.

At Higher Levels. When you cast this spell 
using a spell slot of 4th, 5th, or 6th level 
you can instead choose to move a 
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number of feet equal to half the damage 
taken without provoking an attack of 
opportunity. When you cast this spell using 
a spell slot of 7th level or higher, you can 
choose 2 options out of the 3.

Expunction
9th-level Enchantment

Casting Time: 1 Action 
Range: 90 Feet 
Components: S 
Duration: Instantaneous 
Classes: Bard, Sorcerer, Witch

When you cast this spell, target a creature 
that you can see within range. With a snap of 
your fingers, the target must make a Wisdom 
saving throw. On a failure, the target takes 
10d10+20 force damage as their body pushes 
itself apart. On a success, the target takes 
half as much damage. 

If this damage reduces the target to 0 hit 
points, the target and everything it is wear-
ing and carrying, except magic items are 
turned to a cloud of fine dust that is blown 
away by even a minor breeze. A creature 
killed this way can only be returned to life 
by a wish spell. Additionally, in 1d4 days all 
records, memory, and evidence of that crea-
ture ever existed is removed from existence. 
At the start of each day, creatures whose 
memory is being altered must make a Wis-
dom saving throw. On a failure, they forget 
the creature that was killed. If a creature 
succeeds on every save, they are left with a 
sense of loss but have no knowledge of the 
target. The only way to regain this memory is 
with a regenerate or a wish spell. 

If a creature has no memory of the lost 
creature, they cannot use wish to bring that 
creature back to life.
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Fate’s Thread
4th-level Necromancy

Casting Time: 1 Action (ritual) 
Range: Touch 
Components: V, M (a golden thread) 
Duration: Concentration, special 
Classes: Sorcerer, Warlock, Witch, Wizard

As you touch a creature that has died within 
the last day, the golden thread twists and 
turns diving into your skin and the skin of 
the target. The target creature for this spell 
does not have to be willing. For the duration, 
the target is protected from decay and can’t 
become undead. 

The spell also effectively extends the time 
limit on raising the target from the dead, 
since time spent under the influence of this 
spell doesn’t count against the time limit of 
spells such as raise dead, revivify, reincarna-
tion, or other spells.

In addition, the target regains conscious-
ness and gains temporary hit points equal 
to your current hit points. These temporary 
hit points are not affected by a long rest. The 
target regains 1 hit point upon the casting of 
this spell, but can not gain any benefits from 
healing spells, abilities, or items that would 
heal them including benefiting from spent 
hit dice. Any damage that you would take the 
creature also takes. 

This spell also neutralizes any poisons and 
cures nonmagical diseases that affected the 
creature at the time it died. This spell doesn’t 
remove magical diseases, curses, or similar 
effects; if these aren’t first removed prior to 
casting the spell, they take effect when the 
creature is no longer under the effect of this 
spell. The spell can’t return an undead crea-
ture to life.

In addition, it closes all mortal wounds, 
but it doesn’t restore missing body parts. If 
the creature is lacking body parts or organs 
integral for its survival—its head, for in-
stance—the spell automatically fails.

If the creature affected loses all hit points 
or dies, you immediately are reduced to 0 hit 
points. If you lose concentration or the spell 
ends, the creature dies. If the creature moves 
more than 30 feet away from you the spell 

ends. If revivify, reincarnate, raise dead, res-
urrection, true resurrection, or wish is cast 
to bring this creature back to life, the spell 
ends. You are then reduced to 0 hit points 
and the creature loses all temporary hitpoint 
but remains alive at 1 hit point.

Ferryman’s End
5th-level Transmutation

Casting Time: 1 Action
Range: 60 Feet
Components: V, S, M (a vial of water)
Duration: Concentration, up to 1 minute
Classes: Druid, Ranger, Witch

You attempt to fill the lungs of one tar-
get creature you can see with water. If the 
creature needs to breathe they must make a 
Constitution saving throw. On a failed save 
the target’s lungs start to fill and they are 
stunned while they cough out water. On a 
successful save, the spell ends and the target 
isn’t affected.

If a creature is initially stunned by this 
spell they must repeat the Constitution sav-
ing throw at the start of each of their turns 
for the spell’s duration, regardless of wheth-
er any future saves are successful. On a suc-
cess, they are no longer stunned, on a failure 
they are stunned again. If they fail 3 times 
during the duration of the spell the target 
is considered choking and remains stunned 
until the spell ends. The failures don’t need 
to be consecutive. 
 
At Higher Levels. For each spell slot above 
5th level, you can target an additional crea-
ture.

An example of this uncertainty's destructive nature can be 
described with a modified variation on an old thought experiment:
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Fire Eater’s Blessing
4th-level Transmutation

Casting Time: 1 Action
Range: Touch
Components: M (a shot of alcohol, con-
sumed)
Duration: Concentration, up to 10 minutes
Classes: Bard, Druid, Ranger, Witch

Touch a willing creature. Until the spell ends, 
if that creature is damaged by fire damage 
and within 30 feet of you, you can use your 
reaction to consume the fire that surrounds 
them. As you consume the flames you gain 
resistance to fire damage until the start of 
your next turn and gain half of the damage 
that was taken as temporary hit points.

First Sigil of Endless Flesh
Cantrip Necromancy

Casting Time: 1 Action
Range: 30 Feet
Components: S
Duration: Concentration, up to 1 minute
Classes: Warlock, Witch, Wizard

As you grip one of your arms it elongates 
into a fleshy whip with spikes of hardened 
callus. As part of the action used to cast this 
spell, you must make a melee attack with 
your limb against one creature within the 
spell’s range, otherwise, the spell fails. On a 
hit, you deal 2d6 bludgeoning damage to the 
target. On a miss, you must spend an action 
to reel in your arm before you can use it for 
anything else.  
 
Leveling. This spell’s damage increases by 
1d6 when you reach 5th level (3d6), 11th level 
(4d6), and 17th level (5d6).

First Sigil of Flame
Cantrip Evocation

Casting Time: 1 Bonus Action
Range: Self
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Cleric, Druid, Witch, Wizard

As you touch your palm a single spark marks 
the first sigil of flame. Each creature within 
5 feet must make a Dexterity saving throw as 
a burst of flame surrounds you. On a failure, 
the creature takes 1d6 fire damage. On a suc-
cess, the creature takes half as much damage.  
 
Leveling. This spell’s damage increases by 
1d6 when you reach 5th level (2d6), 11th level 
(3d6), and 17th level (4d6).

Forget Me Knot
1st-level Enchantment

Casting Time: 1 Action (ritual)
Range: Touch
Components: V, S, M (A piece of string or 
ribbon)
Duration: Until Dispelled
Classes: Bard, Druid, Warlock, Witch

As you cast this spell, you tie a string onto 
a creature. When the knot is cut or undone, 
the spell ends and the creature remembers 
everything the creature experienced on the 
day the spell was originally cast, this mem-
ory is in perfect detail as if they had just 
experienced it. This spell will return memo-
ries even if they are altered or removed by a 
separate spell.

You have a penchant for bad 

decisions and also bought a 

house in said city, living 

next to a trickster god, one 

of the fae.

This trickster god sells 
you on the idea of going 
on an overland quest to a 

barren land.
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Forgetting
3rd-level Enchantment

Casting Time: 1 Action
Range: 60 Feet
Components: V, M (a sponge)
Duration: Concentration, up to 1 minute
Classes: Bard, Ranger, Warlock, Witch, Wiz-
ard

Upon casting this spell on a target within 
range, you attempt to make them forget 
everything that happens during the duration 
of the spell. The target creature must make a 
Wisdom saving throw. On a failure, the crea-
ture is charmed by you, incapacitated, and 
doesn’t remember anything that happens 
during the duration of the spell, including its 
casting. On a success, the spell fails. A greater 
restoration, remove curse, or wish spell can 
return these memories. 

When the spell ends the creature is no 
longer charmed by you.

Fourth Sigil of Endless Flesh
7th-level Transmutation

Casting Time: 1 Action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes
Classes: Warlock, Witch, Wizard

Your body shudders and quickly expands 
with random flesh growths, growing limbs, 
tentacles, wings, and additional mouths. 
Until the spell ends, you gain the following 
benefits:

◊◊ You are immune to necrotic damage and 
have resistance to radiant damage.

◊◊ You gain a fly speed equal to your move-
ment speed.

◊◊ You are considered a Large creature and 
your size doubles in all dimensions and 
your weight is multiplied by 8. 

◊◊ At the start of each of your turns, you 
gain 3d12 temporary hit points.

If you are concentrating on the spells first 
sigil of endless flesh, second sigil of endless 
flesh, and third sigil of endless flesh when 
you cast this spell you end concentration on 
all three increasing the power of this spell 
with the following abilities: 

◊◊ If a creature moves within 30 feet of you 
for the first time on a turn or ends its turn 
there you can cast first sigil of endless flesh 
targeting the creature as a free action.

◊◊ If you reduce a creature to 0 hit points, 
you consume their body regaining 2d12 hit 
points. A creature consumed in this way 
can not be brought back to life except by a 
true resurrection or wish spell.

When you return, you see 
your ship in the harbor at a 

distance but as you approach, 
you see a pile of ship, littering the causeway. This pile seems 

to be made with identical pieces to the ship in the harbor, the one 
you had thought was yours when you were approaching.
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Francisco’s Lament
2nd-level Divination

Casting Time: 1 Action
Range: Touch
Components: S, M (a golden wire)
Duration: Concentration, up to 1 minute
Classes: Druid, Ranger, Witch

As you touch a target creature your fates 
are intertwined for the duration of the spell. 
Whenever either of you rolls a d20, roll 2 
d20s. The creature who initially rolled can 
choose which result they want to use and the 
other creature must take the other result for 
their next roll instead of rolling. Additionally, 
while under the effect of this spell you and 
the target creature can not gain advantage or 
disadvantage on your rolls.

Gambler’s Eye
1st-level Divination

Casting Time: 1 Action (ritual)
Range: Self
Components: M (a scrap of parchment 
dipped in oil and one Gold coin)
Duration: 1 Hour
Classes: Bard, Sorcerer, Witch, Wizard

For the duration, you can see both sides of 
any object that is an inch thick or thinner 
within 10 feet. You can only actively read or 
look at one side of the object at a time and it 
takes about 1 minute to read one page of text. 
This spell fails to work if the object has any 
amount of lead in it. 
 
At Higher Levels. When you cast this spell 
using a 2nd-level spell slot, the duration is 
2 hours. When you cast this spell using a 
3rd-level spell slot, the duration is 4 hours. 
When you cast this spell using a 4th-level 
spell slot, the duration is 8 hours. When you 
cast this spell using a 5th-level spell slot, the 
duration is 24 hours.

Gastral Decay
3rd-level Necromancy

Casting Time: 1 Action
Range: Touch
Components: S
Duration: Instantaneous
Classes: Cleric, Druid, Warlock, Witch, Wiz-
ard

You fill a target with burning decay that 
attempts to eat them from the inside out. 
The target must make a Constitution saving 
throw, on a failure they take 5d10 necrotic 
damage and have disadvantage on ability 
saves until the end of their next turn. On a 
success, they take half as much damage.

Glide
1st-level Transmutation

Casting Time: 1 Action
Range: Touch
Components: V, S, M (a bird bone)
Duration: 1 Minute
Classes: Druid, Ranger, Witch

As you touch a creature they gain the abili-
ty to glide through the air. For the duration 
of the spell whenever they fall 10 feet they 
can choose to move 60 feet in any direction 
except up. 
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Unless you specifically move downwards the 
speed of affected creature’s descent slows 
to 10 feet per round. If the creature lands on 
the ground while the spell is still active they 
must make a Dexterity saving throw. On a 
failure, the creature takes 5d6 bludgeoning 
damage. On a success, no damage is taken. 
 
At Higher Levels. When you cast this spell 
using a spell slot of 2nd level or higher, the 
damage decreases by 1d6 for each slot level 
above 1st. Additionally, for each slot level 
above 1st, you can target an additional crea-
ture.

Gut’s Instinct
3rd-level Divination

Casting Time: 10 Minutes (ritual)
Range: Self
Components: V, S, M (The intestines of a 
creature)
Duration: Instantaneous
Classes: Cleric, Druid, Ranger, Warlock, 
Witch

Through the powers of haruspicy, you are 
able to divine information about the world 
around you. You ask a single question con-
cerning a specific person or creature. The DC 
of this is determined by the type of intes-
tines you have.

DC Type of Intestines

10
Intestines belonging to the specific 
person or creature.

15
Intestines belonging to the same 
species as the person or creature.

20
Intestines belonging to any crea-
ture.

The type of question determines whether 
you are rolling normally, with advantage, 
or disadvantage. If you only want a vague 
feeling or omen, roll with advantage. To ask 
a single yes or no question, roll normally. To 
have a question answered clearly and specif-
ically, roll with disadvantage. The creature’s 
intestines are not consumed up by the spell 
and don’t have to be removed from the crea-
ture, though they must be visible.

Hemohail
2nd-level Enchantment

Casting Time: 1 Action
Range: 30 Feet
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Warlock, Witch, Wizard

Until the end of the spell, a creature of your 
choice starts sweating blood that freezes 
and bursts on their skin. The target creature 
must make a Constitution saving throw or 
take 1d8 necrotic damage, additionally, each 
creature within 5 feet of the target must 
make a Dexterity saving throw or take 2d4 
piercing damage. 

At the end of each of its turns, the target 
can make another Constitution saving throw. 
On a failure, they take an additional 1d8 
necrotic damage and each creature within 
5 feet must make a Dexterity saving throw 
or take 2d4 damage. On a success, the spell 
ends.

 As you survey the scene, your 
neighbor smiles and leans on a 
cobblestone wall. Which is your 

ship?
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Hidden Hallways
6th-level Conjuration

Casting Time: 1 Minute
Range: Touch
Components: V, S, M (oils worth 500 gp)
Duration: Until Dispelled
Classes: Druid, Witch

You can create a network of portals that you 
can traverse the world with. You must cast 
this spell on an arch-shaped structure or a 
doorway, when you do, you open a portal 
that lasts for 1 minute. This portal goes to 
a doorway of your choosing that is on the 
same plane and that you have cast this spell 
on before.   

Your marked doorways last until dispelled. 
Even while the portals are not active, these 
doorways are easily seen, as they have a 
unique mark that designates it part of your 
network. If the doorway is destroyed, it is 
removed from your selectable locations.  
 
At Higher Levels. If you cast this spell at 9th 
level, you can choose locations on different 
planes.

Hidden Tripline
3rd-level Conjuration

Casting Time: 1 Minute (ritual)
Range: Touch
Components: S, M (a foot of twine)
Duration: 8 Hours
Classes: Bard, Cleric, Druid, Paladin, Ranger, 
Sorcerer, Warlock, Witch, Wizard

As you cast this spell touch a point on the 
ground and select an additional point up to 
10 feet away. This creates an invisible cable 
between the two points at ankle height. For 
the duration of the spell, any creature pass-
ing across the line must make a Dexterity 
saving throw. On a failure, the creature falls 
prone. On a success, the spell has no effect on 
the creature and they are immune until the 
spell ends. A creature that can see invisibility 
or is flying is immune to the spell’s effect.

Ice Field
3rd-level Conjuration

Casting Time: 1 Action
Range: 90 Feet
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Druid, Ranger, Witch

Slick ice covers the ground in a 20-foot 
square centered on a point within range and 
turns it into difficult terrain for the duration.

When the ice appears, each creature 
standing in its area must succeed on a Dex-
terity saving throw or fall prone. A creature 
that enters the area or begins its turn there 
must also succeed on a Dexterity saving 
throw or fall prone.

Additionally, you can use a bonus action to 
cause a 5-foot wide by 10-foot tall spike of ice 
to erupt from any point in the area of effect. 
If a creature is standing in the same space as 
an ice spike when it is created, they take 1d12 
piercing damage and are pushed back 5 feet. 
These spikes remain in place for the duration 
of the spell.

Ilia’s Achromatic Orbs
7th-level Evocation

Casting Time: 1 Action
Range: Self (90-foot Cone)
Components: V, S
Duration: Instantaneous
Classes: Cleric, Witch

Hundreds of small swirling black, white, 
and clear orbs shoot from your hand. Each 
orb has a different power and purpose. Each 
creature in a 90-foot cone must make a Dex-
terity saving throw. For each creature who 
fails their save, roll a d4 to determine which 
effect that creature suffers:

◊◊ White: The target takes 4d12 radiant dam-
age, and the next attack roll made against 
this target before the end of your next turn 
has advantage.
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◊◊ Black: The target takes 4d12 necrotic dam-
age, additionally the target can not benefit 
from magical healing until the end of its 
turn.

◊◊ Clear: The target takes 4d12 force damage 
and is pushed back 10 feet.

◊◊ Special. The target is struck by two orbs. 
Roll twice more, rerolling any 4s.

Ilia’s Achromatic Wall
9th-level Abjuration

Casting Time: 1 Action
Range: 60 Feet
Components: V, S
Duration: Until Dispelled
Classes: Cleric, Witch

A dull, black and white plane of energy and 
force is created at a point you choose within 
range. The wall appears in any orientation 
you choose and does not have to be placed on 
the ground or a wall. The wall can be made 
up to 90 feet long, 30 feet high, and 1/2 inch 
thick. Alternatively, you can shape the wall 
into a sphere up to 30 feet in diameter cen-
tered on a point you choose within range.

The wall remains in place for the dura-
tion. If you position the wall so that it passes 
through a space occupied by a creature, the 
creature is pushed to one side of the wall 
(your choice which side). The wall reduces 
bright light to dim light out to a range of 100 
feet and dim light to darkness for an addi-
tional 100 feet. You and creatures you desig-
nate at the time you cast the spell can pass 
through and remain near the wall without 
harm. Anything viewed through the wall ap-
pears in black and white instead of color. 

The wall has 3 stages that must each be 
dealt with individually if a creature is trying 
to pass through or destroy the wall. Once 
a stage is destroyed, it remains so for 1d4 
rounds and then returns.

The first stage is the clear encasing of 
force that protects the wall. While this stage 
exists nothing can physically pass through 
the wall. It is immune to all damage and can’t 
be dispelled by dispel magic. A disintegrate 
spell destroys the stage instantly. The wall 

also extends into the Ethereal Plane, block-
ing ethereal travel through the wall. Addi-
tionally, while this stage remains, the wall is 
immune to the effects of an antimagic field.

If a creature attempts to pass through the 
wall after the first stage is destroyed they 
take 10d12 radiant damage and must make a 
Wisdom saving throw. On a failed save, the 
creature can not benefit from healing from 
any source for 3d8 hours. If a spell that can 
return a creature to life (revivify, raise dead, 
reincarnate, resurrection, or true resurrec-
tion) is cast upon the wall, the second stage 
is destroyed.

If a creature attempts to pass through 
the wall after the second stage is destroyed 
they take 10d12 necrotic damage and must 
make a Constitution saving throw. On a 
failed save they have the poisoned condition 
for 24 hours or until a greater restoration or 
remove curse is used. If 50 points of healing 
are administered to the wall, this stage fails 
and the wall is dispelled.

Ilia’s Monochromatic Ray
1st-level Evocation

Casting Time: 1 Action
Range: 120 Feet
Components: V, S, M (a crystal cylinder 
worth at least 50 gp)
Duration: Instantaneous
Classes: Cleric, Paladin, Witch

You shoot a ray of energy at a creature that 
you can see within range. You choose radi-
ant, necrotic, or force for the type of ray, and 
then make a ranged spell attack against the 
target. If the attack hits, the creature takes 
4d6 damage of the type you chose.  
 
At Higher Levels. When you cast this spell 
using a spell slot of 2nd level or higher, the 
damage increases by 1d6 for each slot level 
above 1st.
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Ill Omens
7th-level Enchantment

Casting Time: 1 Hour (ritual)
Range: Unlimited (Same Plane)
Components: V, S, M (a doll and high-quality 
oils costing 500gp)
Duration: Until Dispelled
Classes: Druid, Cleric, Warlock, Witch

As you cast this spell, shadows weave in and 
out of the fabric of the doll as the oils seep 
into it. Upon completion of the spell, the doll 
vanishes and appears anywhere on the same 
plane of existence as you. This location must 
be known to you. The spell lasts until the doll 
is dispelled. The doll moves and hides from 
detection in a 100-foot radius during the 
duration of the spell. A sense of dread and 
twisting shadows blanket a 1-mile radius of 
where you sent the doll. If the doll leaves the 
100-foot radius the doll randomly reappears 
in the 100-foot radius after 1 hour. 

If the doll is fully submerged in holy water 
or consecrated the doll becomes lifeless 
again and the spell ends. While the doll is 
active, every time a creature attempts to take 
a short or long rest in a 1-mile radius they 
must make a Wisdom saving throw against 
your spell save DC. On a fail-
ure, they are tormented by 
visions of the doll and of you 
and thus are unable to gain 
the benefits of a rest. On a 
success, they are immune 
to the spell’s effect for 24 
hours. 

The doll is a Tiny Con-
struct, has 5 hit points, 
AC of 14, has a +10 to 
stealth, and a speed of 
20 feet. If the doll drops 
to 0 hit points, the doll 
regenerates in the 100-
foot radius in 24 hours.

Incantation of Bone
3rd-level Necromancy

Casting Time: 1 Action (ritual)
Range: Touch
Components: V, M (a corpse of a Small, Medi-
um, or Large creature)
Duration: Until Dispelled
Classes: Cleric, Warlock, Witch, Wizard

Upon touching the corpse of a creature of 
appropriate size, its flesh and bones rip from 
the carcass to form a cage. When you cast 
this spell you can choose yourself or a target 
creature within 30 feet. If the creature is 
unwilling they can make a Dexterity saving 
throw to avoid the cage from forming around 
them. On a failure, a creature is considered 
grappled. A creature grappled in this way 
has resistance to non-magical damage, has 
a minimum AC of 17, and gains 15 temporary 
hit points as the bone cage forms around 
them.

As an action, you can command the cage 
to tighten, causing the creature currently in 
the cage to make a Strength saving throw. On 
a failure they are restrained; on a success, 
they resist the tightening of the cage. 

If a creature is restrained within the 
cage you can use an action to fully tighten 
the cage. A creature within must make a 
Strength saving throw; on a failure they are 

incapacitated until the spell ends. On a suc-
cess, the cage fails to tighten further.  

As an action, you can dispel the spell. 
If the creature within the cage loses 
their temporary hit points, the spell 
ends. 
A cage can only contain a single crea-
ture of the same size or smaller as the 
corpse from which it is made. 
  
At Higher Levels. for each spell slot 
above 3rd level, the cage grants an 
additional 10 temporary hit points and 
its minimum AC increases by 1.
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Incantation of Exhaustion
4th-level Necromancy

Casting Time: 1 Action
Range: 120 Feet
Components: V
Duration: Instantaneous
Classes: Druid, Warlock, Witch

With a few words, you drain a target of their 
energy. The target must make a Constitution 
saving throw, gaining 1 level of exhaustion on 
a failure. On a success, the spell has no effect. 
 
At Higher Levels. You can target an addition-
al creature for each slot level above 4th level.

Infectious Message
4th-level Enchantment

Casting Time: 1 Action (ritual)
Range: 90 Feet
Components: V, M (A worm)
Duration: 1 Week
Classes: Bard, Witch, Wizard

You send a short message of twenty-five 
words or less to a creature that you can see. 
Every hour while they are conscious they 
hear your voice relaying the message in their 
head. Any creature that an affected creature 
comes into physical contact with must make 
a Wisdom saving throw, on a failure they also 
become affected by this spell, hearing the 
same message every hour in your voice. This 
spell does not affect the creature’s ability to 
sleep or meditate. If the initial target crea-
ture dies, the effect on the original creature 
is dispelled, or a week passes, the spell ends 
for every creature affected.

Insult to Injury
2nd-level Enchantment

Casting Time: 1 Reaction, when a creature 
within 60 feet drops to 0 hit points
Range: 60 Feet
Components: V
Duration: Instantaneous
Classes: Bard, Warlock, Witch

When a creature within range drops to 0 hit 
points you can use your reaction to sling an 
enchanted insult to their failure. The crea-
ture takes 1 point of psychic damage.

Jamey’s Reanimated 
Prosthetic

3rd-level Necromancy

Casting Time: 1 Minute (ritual)
Range: 30 Feet
Components: V, S, M (a corpse)
Duration: Until Dispelled
Classes: Cleric, Warlock, Witch, Wizard

This spell creates several undead servants or 
animates a detached limb. Choose a corpse of 
a Medium or Small creature within range and 
choose if you want servants or a prosthetic. 

If you choose servants then the limbs and 
organs of the creature reanimate and burst 
from the body creating a Medium swarm of 
undead viscera imbued with unnatural life. 
This swarm can occupy another creature’s 
space and vice versa, can move through any 
opening large enough for a Tiny creature, 
can’t regain hit points, or gain temporary hit 
points. The swarm has the following ability 
scores and modifiers: Str 12(+1), Dex 14 (+2), 
Con 11, Int 3 (-4), Wis 6(-2), Cha 4 (-3). The 
swarm is immune to poison damage, being 
charmed, exhaustion, poisoned, paralyzed, 
petrified, frightened, prone, restrained, or 
stunned. The swarm has resistance to any 
attack that targets a single creature. When 
attacking, the swarm uses the caster’s spell 
attack to hit and deals 1d8 necrotic dam-
age on a hit. Once reduced to 0 hit points, 
the swarm explodes dealing 2d10 force 

This problem begins to outline the 

issues with uncertainty: the mere 

possibility that your ship could be 

either on the causeway, torn apart, or 

in the harbor, neatly together, means 

that neither of them is your ship, or 

perhaps both of them are at the same 

time.
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damage to each creature within 10 feet and 
is dispelled. The swarm does not need to eat, 
sleep, or drink to survive. If you cast this 
spell again, the previous swarm is reduced to 
0 hit points. 

You can control the swarm using a bonus 
action to issue simple commands while with-
in 60 feet which the swarm will complete to 
the best of its ability. 

Alternatively, you can reanimate a single 
limb of a creature the same size and creature 
type as another target creature that is miss-
ing a corresponding limb (a beast to beast or 
humanoid to humanoid). The limb fuses to 
the target creature dealing 2d4 necrotic dam-
age. Once the limb is fused, it functions as if 
the limb was the natural limb, any natural 
weapons that the new limb has can be used 
by the creature it is fused to. Every 24 hours 
that the limb is attached, the creature it is 
fused to must make a Constitution saving 
throw with a DC 10 or else the limb falls off 
dealing 2d4 necrotic damage. If the limb is 
dispelled it falls off without doing damage.

Junia’s Hex of the Horsemen
6th-level Conjuration

Casting Time: 1 Action
Range: Self
Components: S, M (a pestle)
Duration: Instantaneous
Classes: Druid, Warlock, Witch

As you cast this spell you summon 3 spectral 
horsemen and point in what direction each 
of them should ride out. Each horseman has 
a range of a line 15-feet wide and 100-feet 
long, each creature in range takes damage 
corresponding to which horseman they are 
affected by. You can choose 3 different lines 
or choose all 3 horsemen to follow the same 
path. Any creature affected by a horseman 
must make a Dexterity saving throw, or take 
the damage associated with that horseman. 
A creature takes no damage on a successful 
save.

The White Horseman of Dawn deals 3d8 
radiant damage to each creature, the Red 
Horseman of the Sun deals 3d8 fire damage 
to each creature, and the Black Horseman of 
Midnight deals 3d8 necrotic damage to each 
creature.

K’errahn’s Brine
3rd-level Transmutation

Casting Time: 1 Minute
Range: Touch
Components: V, S, M (saltwater)
Duration: Concentration, up to 1 hour
Classes: Druid, Ranger, Witch

When you cast this spell you turn a 10-foot 
by 10-foot cube of water into a deadly liq-
uid that drains the lifeforce from any living 
creature that passes through it. When you 
transform the liquid, each creature in it must 
make a Constitution saving throw. A creature 
takes 3d8 necrotic damage on a failed save, 
or half as much damage on a successful one. 
A creature must also make this saving throw 
when it enters the spell’s area for the first 
time or ends its turn there. Any water taken 
out of the affected area is no longer affected 
by the spell.

Alternatively, you can use this spell to 
transform the water inside of a crystal vial 
worth 25 gp. When you do, the vial takes on 
the appearance of a healing potion and if 
drank, the creature must make a Constitu-
tion saving throw. On a failure, they take 8d6 
necrotic damage, half as much on a success. 
Additionally, the spell doesn’t need concen-
tration and the duration lasts 7 days. If the 
vial is thrown on a creature, make a ranged 
spell attack against a creature. On a success, 
the target takes 2d8 necrotic damage.

Due to the fact that 

a single object 

can not exist in 

two locations at 

one time, we have to 

assume that neither 

is your ship.
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K’errahn’s Gaze
3rd-level Divination

Casting Time: 1 Action
Range: 60 Feet
Components: S
Duration: Instantaneous
Classes: Druid, Warlock, Witch

As you cast this spell you focus your gaze 
upon a target creature within range. You can 
immediately learn: 

◊◊ Whether the creature has any damage 
immunities, resistances, or vulnerabilities 
and what they are.

◊◊ What the creature’s ability scores and 
saves are.

◊◊ What the creature’s current and maxi-
mum hit points.

Additionally, the creature must make 
a Wisdom saving throw. On a failure, the 
creature is frighted of you for a minute. The 
frightened creature can repeat the saving 
throw at the end of each of its turns, ending 
the effect on itself on a success.

K’errahn’s Toll
1st-level Evocation

Casting Time: 1 Action
Range: Self
Components: V, S, M (the caster’s blood)
Duration: Instantaneous
Classes: Warlock, Witch

As you cast this spell spears, tentacles, ropes, 
chains, or anything else (your choice) strike 
out from your body at any number of targets 
within a 30-feet sphere centered on you. 
Take an amount of necrotic damage equal to 
the number of targets that you chose. Make a 
ranged spell attack for each target. On a hit, 
the target takes 2d4 necrotic damage. 
 
At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, each 
target takes an additional 1d4 of necrotic 
damage for each slot level above 2nd.

Kjell’s False Prophecies
7th-level Divination

Casting Time: 1 Action
Range: 90 Feet
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Druid, Warlock, Witch, Wizard

When you cast this spell you are able to take 
partial control of a creature’s fate and nar-
rate a new reality. At the start of each of the 
target creature’s turns, they must make a 
Wisdom saving throw or be affected by the 
spell until the end of their turn. While a crea-
ture is affected by this spell you can choose 
one of the following effects to happen:

◊◊ Each time the target creature rolls a die 
you roll a d20, on a 5 or less you can replace 
whatever they rolled with a roll of your 
choosing.

◊◊ Be transported to a hostile plane until the 
end of their turn, taking 4d6 damage of a 
type of your choosing.

◊◊ Move 10 feet in a direction of your choos-
ing or drop prone.

◊◊ Flood their mind with possible futures 
giving them the stunned condition until the 
start of their next turn. 

If a creature succeeds on 3 saving throws 
during the duration of this spell, the spell 
ends. These saving throws do not need to be 
consecutive. Whenever a creature fails their 
saving throw for this spell, you can choose a 
different effect for that turn.

This simple situation is what 

shatters the golem belonging 

to ​your ship. Now, it is just a 

ship, not The Ship of You.
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Liberation from Flesh
5th-level Necromancy

Casting Time: 1 Action
Range: Touch
Components: V, S, M (bone wrapped in leath-
er)
Duration: Concentration, up to 1 minute
Classes: Cleric, Warlock, Witch, Wizard

You animate and command the skeleton of a 
living humanoid to attempt to violently tear 
free from its body. When you cast this spell, 
the target must make a Constitution saving 
throw. On a failure, the target takes 2d12 ne-
crotic damage; on a success, the spell ends. 

At the start of each of the targets turns 
they make a Constitution saving throw, on a 
failure they take 5d6 slashing damage, half as 
much on a successful save. 

A humanoid killed by this spell rises at the 
start of your next turn as a skeleton that is 
permanently under your command, fol-
lowing your verbal orders to the best of its 
ability.

Limb of the Betrayer
4th-level Enchantment

Casting Time: 1 Action
Range: 60 Feet
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Bard, Sorcerer, Warlock, Witch, 
Wizard

You attempt to beguile a humanoid that you 
can see within range. It must succeed on a 
Wisdom saving throw or you take control 
of a limb attached to that creature for the 
duration. If you or creatures that are friendly 
to you are fighting it, it has advantage on the 
saving throw.

For the spell’s duration, you have a tele-
pathic link to one of their limbs as long as 
you are the same plane. You can use this 
telepathic link to issue commands to the 
creature’s limb, which it does its best to obey. 

You can specify a simple or general course 
of action depending on the limb affected, 

such as Choke yourself or Drop your weap-
on if controlling an arm or Go Limp or Kick 
yourself if controlling a leg. If the order and 
doesn’t receive further direction from you, it 
returns to the control of the creature.

You can use your action to take total and 
precise control of the limb. Until the end 
of your next turn, the limb takes only the 
actions you choose and doesn’t do anything 
that you don’t allow it to do. During this time 
you can also cause the creature to use a re-
action, but this requires you to use your own 
reaction as well. Any actions that are taken 
use the creature’s stats. 

Each time the target takes damage, it 
makes a new Wisdom saving throw against 
the spell. If the saving throw succeeds, the 
spell ends. 
  
At Higher Levels. When you cast this spell 
using a 6th-level spell slot, the duration is 
concentration, up to 10 minutes. When you 
use a 7th-level spell slot, the duration is 
concentration, up to 1 hour. When you use a 
spell slot of 8th level or higher, the duration 
is concentration, up to 8 hours.

Mantle of the Damned
7th-level Necromancy

Casting Time: 1 Action
Range: 60 Feet
Components: V, M (a ghoul’s finger)
Duration: Instantaneous
Classes: Cleric, Warlock, Witch, Wizard

As you cast this spell any creature within 30 
feet of a point you designate within range 
must succeed on a Constitution saving throw 
or take 5d10 necrotic damage, half as much 
on a successful save. Additionally, its hit 
point maximum is reduced by an amount 
equal to the damage taken. A creature who 
has their hit point maximum reduced to 0 
dies.

Any creature killed by this spell is raised 
as a specter under the caster’s control. They 
remain under the caster’s control until they 
finish a long rest.
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Mark
Cantrip Enchantment

Casting Time: 1 Action
Range: Touch
Components: V, S
Duration: Until Dispelled
Classes: Bard, Sorcerer, Warlock, Witch, 
Wizard

As you touch a creature, object, or desig-
nate a space, softly glowing symbols of your 
choosing appear. These symbols can be a per-
sonal rune or sigil, up to six words, or a small 
simple image. After 1 minute the symbols 
become invisible. 

Anything that allows a creature to see 
invisibility also allows the creature to see the 
symbols. If the spell detect magic is cast, the 
runes become visible to all creatures within 
30 feet during detect magic’s duration.

If the symbols are placed on a living being, 
the spell is dispelled in a week. 
 
Leveling. At 5th level, the symbols remain on 
a living being for a month, at 11th, a year, and 
at 17th until dispelled.

Mass Rot
5th-level Necromancy

Casting Time: 1 Action
Range: 60 Feet
Components: V, S
Duration: Instantaneous
Classes: Cleric, Druid, Warlock, Witch

A sickly green blob of energy shoots from 
your open palm to a point you choose within 
range and then impacts into a mist of rotting 
bile. Each creature within a sphere with a 
15-foot radius that is centered on the target-
ed point must make a Constitution saving 
throw.

A target caught within the radius takes 
5d10 necrotic damage on a failed save, or 
half as much damage on a successful one. 
The mist is unimpeded by obstacles. If a 
plant creature or a magical plant is affected 
by the spell, it makes the saving throw with 

disadvantage, and the spell deals maximum 
damage to it. A nonmagical plant that isn’t a 
creature doesn’t make a saving through and 
instead withers and dies.

Additionally, if a target fails their save, any 
food that they are carrying is rendered inedi-
ble unless it is in a magical container.  
 
At Higher Levels. When you cast this spell 
using a spell slot of 6th level or higher, the 
damage increases by 1d10 for each slot level 
above 5th.

Mass Unmaking
8th-level Transmutation

Casting Time: 1 Action
Range: Self
Components: V, S, M (a vial of acid)
Duration: Concentration, up to 1 minute
Classes: Druid, Witch, Wizard

You radiate an aura of sickly green energy in 
a radius of 30 feet. Any creature apart from 
yourself must make a Constitution saving 
throw, on a failure the very composition of 
their being starts to change into a jelly-like 
black ichor, on a success the creature is not 
affected by the spell. 

While the target remains within 30 feet 
of you they take 1d10+10 acid damage at the 
start of each of their turns and must make 
an additional Constitution saving throw. On 
a failure the creature becomes paralyzed 
from racking pain throughout their body as 
portions of their flesh fall away from itself, 
on a success, they resist the paralyzing effect 
for the turn.  

If damage from this spell reduces the tar-
get to 0 hit points, it is liquidated. A liquidat-
ed creature is reduced to a puddle of black 
sticky goo that forms into a black pudding in 
1d4 turns. The black pudding is controlled by 
the GM and will attack any creature it sees. 

A creature killed by this spell can be re-
stored to life only by means of a true resur-
rection or a wish spell. 

If a creature leaves the aura or passes their 
initial save they are unaffected by the spell 
for the remainder of its duration, even if 
they move back into the aura.
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Matosway’s Beastial Revival
2nd-level Conjuration

Casting Time: 1 Action
Range: 60 Feet
Components: V, S, M (a piece of the creature 
you wish to summon)
Duration: Concentration, up to 1 hour
Classes: Druid, Ranger, Witch

When you cast this spell you hold up a body 
part of a beast or monstrosity that has a 
CR of 1 or less and it flies to a point you 
designate within range. After reaching the 
destination a creature is summoned corre-
sponding to the body part used. When you 
summon it and on each of your turns there-
after, you can issue a verbal command to it. 
It follows your commands to the best of its 
ability and if no command is issued the crea-
ture will attack any creature attacking you.

If the summoned creature is reduced to 
0 hit points, you lose concentration, or it is 
dispelled, the creature vanishes and the body 
part used is destroyed. If the duration of the 
spell runs out the creature vanishes but the 
material component is not consumed. 
 
At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, the 
challenge rating increases by 1 for each slot 
level above 2nd.

Medea’s Crown
2nd-level Enchantment

Casting Time: 1 Action (ritual)
Range: Touch
Components: S
Duration: Until Dispelled
Classes: Warlock, Witch

When you cast this spell touch an object 
weighing less than 5 pounds. The next crea-
ture to touch the object must make a Dexter-
ity saving throw. On a failure, the item fuses 
to the creature dealing 2d6 fire damage. On a 
success, the creature avoids the item fusing 
to them and the spell ends. At the end of 

each of the affected creature’s turn, they 

take an additional 2d6 fire damage. A crea-
ture can use its action to rip the item off of 
its skin ending the spell.

Medea’s Insanity
4th-level Enchantment

Casting Time: 1 Action
Range: 90 Feet
Components: V, S, M (a honey badger paw)
Duration: Concentration, up to 1 minute
Classes: Bard, Warlock, Witch

As you cast this spell, point to a location 
within range. Each creature within 30 feet 
of that point must make a Wisdom saving 
throw. On a failure, the creature is charmed 
and they must either use its reaction to 
attack a creature within 5 feet or take 3d6 
psychic damage. On a success, they are not 
affected by this spell.  Creatures immune to 
being charmed aren’t affected by this spell.

For the duration, any charmed creature 
must use their reaction at the start of their 
turn to attack a creature within 5 feet or 
take 3d6 psychic damage. At the end of each 
charmed creature’s turn, they may make a 
Wisdom saving throw. On a success, they are 
no longer affected by the spell. 

Medea’s Slumber
2nd-level Enchantment

Casting Time: 1 Action
Range: 30 Feet
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Bard, Druid, Warlock, Witch

As you cast this spell, point to a target 
creature forcing it to make a Wisdom saving 
throw. On a failure, the creature falls un-
conscious. On a success, the spell ends. The 
unconscious creature can repeat the saving 
throw at the end of each of its turns, ending 
the effect on itself on a success. Additionally, 
the spell ends if the sleeper takes damage 
or someone uses an action to wake them. 
Undead and creatures immune to being 
charmed aren’t affected by this spell. 
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At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, you 
can target one additional creature for each 
slot level above 2nd.

Mellifera’s Wound Delaying
2nd-level Transmutation

Casting Time: 1 Action
Range: Self
Components: V
Duration: Concentration, up to 1 minute
Classes: Druid, Ranger, Witch

As you cast this spell you utter a magical 
phrase and can force all damage that you 
would take for the duration of this spell to be 
delayed until later. While the spell is active if 
you would take damage from any source you 
can use your reaction to delay it by marking 
down the amount of damage you would have 
taken with the damage type. At the end of 
the spell’s duration or if you lose concentra-
tion you take all of the recorded damage with 
its corresponding damage types instantly.

Miracle of Sustainment
4th-level Transmutation

Casting Time: 10 Minutes (ritual)
Range: Self
Components: V, S, M (a ration, consumed)
Duration: 24 Hours
Classes: Bard, Cleric, Druid, Paladin, Ranger, 
Witch

As you cast this spell the ration fades into 
nothingness. For the duration, any creature 
within 60 feet of you does not need to eat or 
drink water to survive.

Nature’s Hidden Shelter
3rd-level Transmutation

Casting Time: 1 Minute (ritual)
Range: 30 Feet
Components: V, S
Duration: 8 Hours
Classes: Druid, Ranger, Witch

Upon casting this spell, the very essence of 
the environment that you are in comes alive 
and forms a shelter for you at a point within 
range. This shelter has a 10-foot radius, is 
immobile, and remains for the duration. Nine 
creatures of Medium size or smaller can fit 
inside the shelter with you. If a Large crea-
ture or more than 10 creatures try to enter 
the shelter the spell ends and the shelter falls 
apart. Creatures inside the shelter can move 
freely and any creature friendly to you can 
exit and re-enter the shelter freely. 

The atmosphere inside the shelter is com-
fortable and dry, regardless of the weather 
outside. Any light inside of the shelter is 
reduced when observed by outside observ-
ers, bright light becomes dim light, dim light 
becomes no light. If no light can be observed 
from the outside of the shelter an Investi-
gation(Intelligence) check must be made to 
find the shelter, the DC for this check is equal 
to your spell save DC + 10. If light can be 
observed on the outside of your shelter the 
DC is equal to your spell save DC. Any noise 
made within the shelter can not be heard 
from outside the shelter, but those within 
the shelter can hear sounds normally from 
inside and outside the shelter.

To take it even further and to make it more 

closely tied to the soul, consider this: 

After the ship ordeal, you feel like you need to just go to bed, 

taking a long rest, and just deal with this whole situation in 

the morning.
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Newt’s Accelerated 
Decomposition

Cantrip Transmutation

Casting Time: 1 Action
Range: Touch
Components: S
Duration: Concentration, up to 1 hour
Classes: Cleric, Druid, Warlock, Witch

As you touch a creature that has less than its 
maximum hit point, worms and fungi spon-
taneously grow and sprout from its wounds. 
The creature must make a Constitution sav-
ing throw, and on a failure, take 2d4 necrotic 
damage. On a success, the spell ends.   
At the start of each of an affected creature’s 
turns, they must make an additional Consti-
tution saving throw and on a failure taking 
an additional 1d4 necrotic damage. If the 
creature succeeds its saving throw, is more 
than 5 feet away from the caster at the start 
of their turn, or you lose concentration, the 
spell ends.

Alternatively, if you cast this spell on a 
corpse of a creature or hold concentration on 
a creature killed by this spell for the rest of 
the duration, the corpse is nearly completely 
decomposed by the spell leaving bones, a few 
colorful flowers, mushrooms, and a host of 
worms. The creature can be restored to life 
only by means of a reincarnate, resurrection, 
true resurrection, or wish spell.

Leveling. Both of this spell’s damage increas-
es by 1d4 when you reach 5th level (3d4 and 
2d4), 11th level (4d4 and 3d6), and 17th level 
(5d4 and 4d6).

Nothrim’s Notorious 
Glitter Bomb

3rd-level Evocation

Casting Time: 1 Action
Range: 15 Feet
Components: S, M (a pinch of dust)
Duration: Concentration, up to 1 minute
Classes: Bard, Sorcerer, Witch, Wizard

As you cast this spell the dust in your hand 
shoots out towards the target creature’s eyes. 
The targeted creature must make a Constitu-
tion saving throw, on a failure they become 
blinded for the duration and the next attack 
against the creature is made at advantage. 
On a success, the spell has no effect. At the 
end of the target creature’s turn, they can 
make an additional Constitution saving 
throw, on a success, the spell ends. Addition-
ally, a lesser restoration or remove curse can 
end the spell.

Orator’s Aid
1st-level Conjuration

Casting Time: 1 Action (ritual)
Range: 15 Feet
Components: V, M (paper and a quill)
Duration: 1 Hour
Classes: Bard, Cleric, Paladin, Sorcerer, War-
lock, Witch, Wizard

This spell creates a mindless servant, a small 
creature made of shadowy material that 
takes the quill and paper that you give it 
and writes down anything that is said. This 
servant is summoned into existence in an 
unoccupied space that you can see within 
range and remains where you place it for the 
duration.

This does not have to be on the ground. 
When you cast this spell, specify a language. 
Anything that is verbally said that a passive 
perception of 12 can hear is recorded upon 
the parchment that you give the creature. 
The creature translates everything said into 
the language that you specified as directly as 
possible. This creature can not decode secret 

Knowing that your neighbor has 

access to seemingly god like powers, 

you lock your windows that night.
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messages. The creature will denote who says 
what based on if you know the names of the 
creatures speaking. If you do not know the 
name of the speaking creature, it is recorded 
with a question mark. 

For every 10 minutes that the creature is 
recording what is being said, you must sup-
ply it another piece of parchment, alterna-
tively, if there is a stack of parchment within 
5 feet it will take from that supply. 

You can use this servant to record spells 
into a spellbook if a spell is cast within 30 
feet of the creature. You must still supply the 
special inks (the gold associated with copy-
ing spells) which are consumed by the spell. 
It still requires 2 hours per spell level of the 
spell cast. 
 
At Higher Levels. For each spell slot above 
1st level that this spell is cast the duration of 
this spell doubles.

Phantom Carriage
5th-level Illusion

Casting Time: 1 Action (ritual)
Range: 30 Feet
Components: V, S, M (a horse bit)
Duration: Concentration, up to 8 hours
Classes: Witch, Wizard

An odd carriage-like vehicle appears on 
the ground in an unoccupied space of your 
choice within range, the area must be at least 
15-foot by 10-foot. You decide the carriage’s 
appearance, but it has an enclosed cabin for 
6 medium-sized creatures and a bench that 
fits 2 medium-sized creatures. In front of the 
carriage are 6 horse-like creatures that pull 
the vehicle with ghostly chains.

For the Duration, as long as you are on the 
same plane you can control the carriage with 
a telepathic link. The carriage has a speed of 
100 feet and can travel 10 miles in an hour, 
or 13 miles at a fast pace. When the spell 
ends, the carriage gradually fades, giving the 
passengers 1 minute to dismount. The spell 
ends if you use an action to dismiss it or if 
the carriage takes any damage.

Plague of Silence
7th-level Enchantment

Casting Time: 1 Hour (ritual)
Range: Touch
Components: S, M (a small decorated metal 
box worth 500 gp)
Duration: Until Dispelled
Classes: Witch

When you cast this spell you enchant a 
specially prepared metal box that you touch. 
When this box is first opened, anyone within 
5 miles must make a Wisdom saving throw. 
On a failure, they lose the ability to speak for 
the spell duration. On a success, they are im-
mune to the effects of the spell for 24 hours. 
Any spell that requires verbal components is 
impossible to cast for a creature so affected.

Each week the radius of the spell in-
creases by 5 miles and the box opens again, 
attempting to take more voices. If the box is 
destroyed, the enchantment is dispelled and 
the spell ends. The box has an AC of 10 and 
5 hit points. An affected creature innately 
knows the direction of the box holding their 
voice.

Planar Terraformation
9th-level Conjuration

Casting Time: 1 Hour (ritual)
Range: Unlimited
Components: V, S, M (a spear made of crystal 
attuned to a plane worth 20000 gp)
Duration: Until Dispelled
Classes: Cleric, Druid, Warlock, Witch, Wiz-
ard

Upon casting this spell the spear appears on 
a different plane of existence. You can specify 
a target destination on this plane in general 
terms, at the GM’s discretion. You must be 
familiar with the location you choose. When 
the spear appears on the target plane, it em-
beds itself into the ground and opens a portal 
that can fit Medium or smaller creatures be-
tween where you are standing and the spear. 
Additionally, within a mile around the 
spear counts as both the target plane 
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and the plane you cast the spell for purposes 
of determining what creatures are native to 
this location. A creature counts as being on 
its home plane within this radius if it is origi-
nally from either target planes. 

Every week, the radius of this spell dou-
bles and the portal increases in size to fit 
creatures 1 size category larger. If the spear 
is destroyed, the spell ends. The spear has 10 
hit points and an AC of 5.

Quake
Cantrip Evocation

Casting Time: 1 Action
Range: 60 Feet
Components: V, M (a pinch of dirt)
Duration: 1 Round
Classes: Druid, Sorcerer, Warlock, Witch

You cause the earth to ripple and shake 
making a 5 foot by 5 foot part of the ground 
within range difficult terrain until the start 
of your next turn.  

Additionally, if a creature was standing on 
that ground they take 1d4 bludgeoning dam-
age and they must make a Dexterity saving 
throw or have their movement speed re-
duced by 10 until the start of their next turn.  
 
Leveling. This spell’s damage increases by 
1d4 when you reach 5th level (2d4), 11th level 
(3d6), and 17th level (4d6). Additionally, at 
5th, 11th, and 17th level you can target an 
additional section of 5-foot by 5-foot ground 
within range.

Ravicious’s Stone of 
Ardent Slumber

5th-level Transmutation

Casting Time: Special
Range: Touch
Components: M (5 rare gems worth of a total 
of 1000 gp and one large flat stone)
Duration: Until Dispelled
Classes: Druid, Witch

When you cast this spell the gems and stone 
are bound to each other and runes start etch-
ing themselves into the stone. This process 
takes five hours, and at the end of each hour, 
you must make an ability check using your 
spellcasting ability with a DC of 13. After five 
successes, the gems inlay themselves into 
the stone providing space for five different 
creatures to place their hands upon the five 
shimmering silver gems. If you fail any of the 
ability checks while making the stone, the 
material components are wasted, and the 
stone turns to dust.

After the stone is made and while holding 
it, this spell can be cast without the mate-
rial components and with a casting time of 
1 action. When you do this, the stone gains 
a single charge. The stone can hold up to 5 
charges. 

To use the stone, you and up to four ad-
ditional creatures can grasp onto the stone 
during a short rest. For each creature using 
the stone, a single charge is used, and each 
creature must make a Constitution saving 
throw with a DC of 13. Creatures that suc-
ceed receive the benefit of a long rest instead 
of a short rest. 

Those who fail, fall unconscious for 8 
hours or until either a remove curse or great-
er restoration is used to remove the effects 
of the spell. If a creature rolls a natural 1 on 
their Constitution saving throw, they drop 
to 0 hit points and must make death sav-
ing throws as the stone drains their energy. 
Creatures who die in this way can only be 
brought back with a wish spell.

If the stone is destroyed or lost, you must 
craft a new stone.

Because,
 su

re,
 tha

t'l
l 

hel
p against

 a 

tri
ckst

er 
god.

Unsurprisingly, you are awoken 
in the middle of the night by the 

trickster god, finger poised 
inches from your nose.
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Relinquishment
5th-level Abjuration

Casting Time: 1 Bonus Action
Range: Touch
Components: V, S, M (a broken chain)
Duration: Instantaneous
Classes: Bard, Cleric, Druid, Paladin, Witch, 
Wizard

Upon touching a target creature, you re-
move the charmed condition from them. If a 
spell was cast that requires the target to be 
charmed for the spell to function that spell 
ends as well. 

Additionally, creatures affected by this 
spell are immune to the charm effect for 1 
minute.

Repeat
Cantrip Transmutation

Casting Time: 1 Action
Range: Touch
Components: V, S
Duration: Until Dispelled
Classes: Bard, Cleric, Druid, Sorcerer, War-
lock, Witch, Wizard

You can touch an object under 1 pound and 
perform a simple action, like a ladle stir-
ring soup, lifting and dropping a pebble, or 
tapping a window. Whatever action you make 
the object perform, it will continue making 
that motion until dispelled or you end the 
spell as a free action. You can have 1 object 
enchanted in this way at a time.
Leveling. At 5th, 11th, and 17th level the total 
number of enchanted objects increases by 1.
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Restrictive Flesh
4th-level Necromancy

Casting Time: 1 Action
Range: 30 Feet
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Druid, Warlock, Witch, Wizard

You attempt to turn one creature’s own flesh 
against them. If the target’s body is made of 
flesh, the creature must make a Constitution 
saving throw. On a failed save, it is restrained 
as its flesh begins to grow and callus quick-
ly. On a successful save, the creature isn’t 
affected.

A creature restrained by this spell must 
make another Constitution saving throw at 
the end of each of its turns. If it successfully 
saves against this spell, the spell ends. If it 
fails its saves three times, the creature is par-
alyzed and can no longer make saves against 
the spell. 

If you maintain your concentration on 
this spell for the entire possible duration, the 
creature remains paralyzed until the effect is 
removed with a lesser restoration or a great-
er restoration.

Rot
2nd-level Necromancy

Casting Time: 1 Action
Range: 30 Feet
Components: V, S
Duration: Instantaneous
Classes: Cleric, Druid, Ranger, Warlock, 
Witch, Wizard

Make a ranged spell attack against a creature 
you can see and in range. On a successful 
hit, the target takes 4d6 necrotic damage as 
the skin of the target withers and falls away. 
If you target a plant creature or a magical 
plant, you make the spell attack at advan-
tage, and the spell deals maximum damage 
to it. 

A nonmagical plant that isn’t a creature 
doesn’t make a saving through and instead 
withers and dies. 

Additionally, if the target is carrying 
any nonmagical food, on a hit, the food is 
rendered inedible unless it is in a magical 
container.  
 
At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, the 
damage increases by 2d6 for each slot level 
above 2nd.

Sap
Cantrip Necromancy

Casting Time: 1 Action
Range: Touch
Components: V, S, M (a leach)
Duration: Instantaneous
Classes: Cleric, Druid, Warlock, Witch

You touch a creature and drain any passing 
vitality from it. Target creature must make a 
Constitution saving throw or lose half of its 
temporary hitpoints.  
 
Leveling. At 5th level, the creature also takes 
1d8 necrotic damage, at 11th 2d8 necrotic 
damage, and at 17th 3d8.

Scidion’s Treachery
4th-level Transmutation

Casting Time: 1 Reaction, when you are dealt 
damage
Range: 60 Feet
Components: V, S, M (a piece of preserved 
mimic)
Duration: Instantaneous
Classes: Bard, Sorcerer, Warlock, Witch, 
Wizard

When a melee or ranged attack that would 
only target a single creature would deal 
damage to you, you can target the creature 
and cause their weapon to twist and turn, 
attacking them with the same ferocity they 
attacked with. The target creature must 
make a Dexterity saving throw, on a success 
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they drop their weapon and take no damage. 
On a failure, they take the same amount of 
damage that was dealt. 

If the target creature attacks with a nat-
ural weapon they are considered grappled 
until the start of their next turn and they 
automatically fail their save.

Scribe
Cantrip Conjuration

Casting Time: 1 Action
Range: Touch
Components: M (a piece of paper)
Duration: Concentration, up to 1 hour
Classes: Bard, Cleric, Witch, Wizard

When you touch the piece of paper or parch-
ment everything you say is written on it 
during the duration. For every 10 minutes 
of the spell, you must touch another piece 
of paper or parchment as the previous sheet 
fills up. If you fail to do this, the spell ends.

Second Sigil of Endless Flesh
1st-level Necromancy

Casting Time: 1 Reaction, when you hit a 
creature with the spell first sigil of endless 
flesh
Range: Self
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Warlock, Witch, Wizard

When your flesh whip strikes a target you 
can use further magic to further animate it. 
The creature hit must make a Dexterity sav-
ing throw. On a failure, the limb plunges into 
their body dealing 2d6 piercing damage and 
the creature is restrained. On a success, the 
spell has no effect. 

At the start of each of the affected crea-
ture’s turns for the duration, they can make a 
Strength saving throw to attempt to remove 
the offending limb. If the creature succeeds, 
the spell ends.

If you are concentrating on the spell first 
sigil of endless flesh when you cast this spell 
you are counted as concentrating on both 
spells at once.
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Second Sigil of Flame
2nd-level Illusion

Casting Time: 1 Action
Range: Self
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Cleric, Druid, Witch, Wizard

As you mark the air in front of you with 
twisting smoke and flame you scribe the 
second sigil of flame. Each creature within 
15 feet of you must make a Wisdom saving 
throw. If a creature fails, they are frightened 
of you for 1 minute as smoke from the sigil 
twists into nightmarish images. On a suc-
cess, the creature is not frightened of you. 
A frighted creature may make an additional 
Wisdom saving throw at the start of each 
of its turns and on a success, the fear effect 
ends. 

If you are concentrating on the spell first 
sigil of flame when you cast this spell you 
are counted as concentrating on both spells 
at once. Additionally, each creature caught 
within 15 feet takes fire damage equal to the 
number of rounds you have been concen-
trating on first sigil of flame as the smoky 
images burst into flame.  
 
At Higher Levels. When you cast this spell 
using a spell slot of 3rd level or higher, you 
deal an additional point of fire damage for 
each slot level above 2nd per round spent 
concentrating on the spell first sigil of flame.

Seed of Lies
2nd-level Enchantment

Casting Time: 1 Action
Range: 60 Feet
Components: V, S
Duration: 10 minutes
Classes: Bard, Cleric, Warlock, Witch, Wizard

This spell compels deception within a target. 
The target creature must make a Charisma 
saving throw, on a failure the creature can’t 
speak a deliberate truth for the duration. An 

affected creature is aware of the spell and 

can thus avoid answering questions to which 
it would normally respond with the truth. 
Such a creature can be evasive in its answers 
but must remain within the boundaries of a 
lie.

If the creature would become under the 
effect of zone of truth the target is immune 
to the effects of that spell. In addition, the 
caster of the zone of truth is not made aware 
that the target of seed of lies is immune

Serafin’s Spectral Shield
4th-level Conjuration

Casting Time: 1 Action
Range: 60 Feet
Components: V, S
Duration: Instantaneous
Classes: Cleric, Paladin, Sorcerer, Warlock, 
Witch, Wizard

As you cast this spell point to a location you 
can see, and, as an invisible 2 dimensional 
10-foot by 10-foot spectral shield sudden-
ly appears, pick a direction. Any damage 
that would be dealt from the direction that 
you chose is dealt back to the source of the 
damage. If that source is a creature, it must 
make a Dexterity saving throw. On a failure, 
it takes all the damage, and on a success it 
takes half damage. If the damage would’ve 
affected 1 or more other creatures, those 
creatures only take half of the damage they 
would have. As a bonus action, you can move 
the shield up to 15 feet or change the direc-
tion of the shield. 

Any damage dealt from a direction not 
chosen but still passes through the shield’s 
square is unaffected by the spell. If a creature 
can see invisibility, they see the shield as a 
silver mist that forms a perfect square.

The trickster god says, 'Here is the 

deal, I'm going to touch your nose and 

replace all of your memories with 

the exact same memories with powers 

beyond mortal magic to cure', and 

then the trickster god touches 

your nose and disappears in a 

puff of smoke.
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Sinewy Sled
3rd-level Necromancy

Casting Time: 1 Minute (ritual)
Range: Touch
Components: V, S, M (a splinter of wood from 
a wagon wheel)
Duration: 24 Hours
Classes: Sorcerer, Warlock, Witch, Wizard

This spell creates a sled made from undead 
flesh. Choose a Small, Medium, or Large 
corpse within range. Your spell imbues the 
target with a foul mimicry of life, raising it as 
an undead creature as the sinew, flesh, and 
bones rearrange and form a solid platform 
with hundreds of miniature legs. 

The sled can fit 2 Medium-sized creatures 
and carry up to 500 pounds. It has AC 10 and 
1 hit point. Once on each of your turns as a 
bonus action, you can mentally command 
the sled to move. The sled has a move speed 
of 20 feet, a climb speed of 10 feet, and a 
swim speed of 15 feet. 

Once you give the command, the sled per-
forms the task to the best of its ability until it 
completes the task, then waits for your next 
command. You can only command the sled 
while within 60 feet of it. The sled is under 
your control for 24 hours, after which it stops 
obeying any command you’ve given it. To 
maintain the control of the sled for anoth-
er 24 hours, you must cast this spell on the 
sled again before the current 24-hour period 
ends. This use of the spell reasserts your 
control over the sled you have animated with 
this spell, rather than animating a new one. 
The spell ends if you use an action to dismiss 
it or if the sled takes any damage. When the 
spell ends, the viscera of the sled spreads 
over a 5-foot area. 

If you cast this spell on a Large corpse 
the sled can carry 1000 pounds, on a Small 
corpse it only carries 250 pounds.

Sling
Cantrip Transmutation

Casting Time: 1 Bonus Action
Range: Touch
Components: S
Duration: 1 Round
Classes: Bard, Sorcerer, Witch, Wizard

You touch an object weighing 1 pound or less. 
Until the start of your next turn, you can use 
your reaction to fling the item at a target 
within 20 feet. When you do make a ranged 
spell attack against the target creature. On a 
hit, the target takes 1d6 piercing damage. 
 
Leveling. at 5th level the damage increases 
to 2d6, at 11th level 3d6, and at 17th level the 
damage increases to 4d6.

Specters’ History
7th-level Divination

Casting Time: 1 Action (ritual)
Range: 30 Feet
Components: V
Duration: 10 Minutes
Classes: Bard, Cleric, Witch, Wizard

Upon speaking a specific time and day, the 
events that happened in a 100-foot sphere 
centered at a point of your choosing are 
re-enacted by ethereal ghostly specters. 
During the duration of the spell, you can 
walk around the scene as it plays out, pause, 
and rewind to any point that you have 
viewed already. When you cast this spell, it 
only shows events that happened from the 
moment you specified to 10 minutes past 
that moment. 

Details are clear enough to portray what 
is happening, but not detailed enough you to 
read fine writing or make out minor features 
on creatures within the scene.

Are you the same person?
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Sunder
2nd-level Evocation

Casting Time: 1 Action
Range: 30 Feet
Components: V, S, M (a piece of iron)
Duration: Instantaneous
Classes: Bard, Paladin, Ranger, Sorcerer, 
Witch, Wizard

A sudden and violent crack of force origi-
nates from the target. Make a ranged spell 
attack against a target creature or object that 
you can see. On a success, the target takes 
3d10 force damage. If the target is made of 
an inorganic material such as stone, crystal, 
or metal you have advantage on your spell 
attack. If you target an item that is being 
carried or worn by a creature, the item has 
half-cover against your spell attack.

Third Sigil of Endless Flesh
4th-level Conjuration

Casting Time: 1 Action
Range: 30 Feet
Components: V, S
Duration: Concentration, up to 1 minute
Classes: Druid, Warlock, Witch, Wizard

As you cast this spell you conjure spectral 
flesh-eating insects and direct them to those 
with recent open wounds. Any creature 
within range that has been injured since the 
end of your last turn must make a Constitu-
tion saving throw. On a failure, their wounds 
are infested for the duration taking 3d6 
necrotic damage at the start of each of the 
creature’s turns. On a success, the creature is 
not affected by this spell. 

An infected creature can make an addi-
tional Constitution saving throw at the end 
of each of their turns. On a success, they are 
no longer affected by the spell. 

If you are concentrating on the spells 
first sigil of endless flesh and second sigil of 
endless flesh when you cast this spell you 
are counted as concentrating on all three 

spells at once. Additionally, if a creature 
is restrained and was hurt by first sigil 

of endless flesh and second sigil of endless 
flesh, the creature takes 5d6 necrotic damage 
from being infested instead of 3d6.

Third Sigil of Flame
5th-level Conjuration

Casting Time: 1 Action
Range: 30 Feet
Components: V, S, M (a piece of volcanic 
rock)
Duration: Instantaneous
Classes: Cleric, Druid, Witch, Wizard

As you place the third sigil of flame you 
summon 1d8 magma mephits that appear in 
unoccupied spaces that you can see within 
range. Any magma mephits summoned by 
this spell disappear when they drop to 0 hit 
points.

The summoned creatures are hostile to 
you and your companions. Roll initiative for 
the summoned creatures as a group, which 
has its own turns. They attack any nearby 
creatures.

If you are concentrating on the spells first 
sigil of flame and second sigil of flame when 
you cast this spell you end concentration on 
both. The summoned magma mephits are 
friendly to you and your companions and 
can be directed as a free action. Additional-
ly, each creature that has the fear condition 
caused by the second sigil of flame becomes 
vulnerable to fire damage for 1 minute. After 
1d6 rounds, the magma mephits become hos-
tile to you and your companions.

Wouldn't it be funny if 

a trickster god visited 

you tonight? Maybe 

reading this paper is an 

invitation for one.
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Tracker’s Peril
3rd-level Abjuration

Casting Time: 1 Action (ritual)
Range: Touch
Components: S, M (a vial of poison costing 
100gp)
Duration: Concentration, up to 8 hours
Classes: Bard, Druid, Ranger, Witch

As you pour the poison into one of your 
footprints you, any vehicles, and any com-
panion within 30 feet of you have protected 
tracks. Any creature that attempts to track 
you with mundane or magical means must 
make an Intelligence saving throw or take 
2d10 psychic damage. On a successful save, 
the creature takes half as much damage. If a 
creature would take damage from this spell, 
you are instantly aware of how far away the 
creature is and how fast they are moving. 

If a creature continues to track you or 
your companions after taking damage, they 
must make an additional Intelligence sav-
ing throw every 10 minutes spent tracking. 
Taking an additional 2d10 psychic damage on 
a failure.

Twisted Tongue
1st-level Enchantment

Casting Time: 1 Action
Range: 30 Feet
Components: S, M (a cat’s tongue)
Duration: Concentration, up to 1 hour
Classes: Bard, Warlock, Witch, Wizard

A creature that you can see within range 
must make an Intelligence saving throw. On 
a failure, the target loses the ability to speak, 
read, and understand a single language of 
your choice for the duration. If a creature has 
more than one language, they can still com-
municate in their other known languages. If 
the creature lacks any other languages, they 
are unable to communicate verbally apart 
from simple grunts. These simple grunts 
are not enough for the verbal component of 
spells. You must know which language the 
target can speak before designating the lan-
guage chosen, though you need not under-
stand this language yourself. 
  
At Higher Levels. For each spell slot above 
1st level, you can choose an additional lan-
guage to remove for the duration.
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Umbra Knife
Cantrip Illusion

Casting Time: 1 Bonus Action
Range: Self
Components: S
Duration: 1 Round
Classes: Sorcerer, Warlock, Witch, Wizard

You create a magic dagger out of the shad-
ows around you. It counts as a simple melee 
weapon that you’re proficient with. It deals 
1d4 psychic damage, and has the finesse, 
light, and thrown properties (range 20/60). 
Any knives created in this way disappear at 
the start of your next turn. 
 
Leveling. The spell’s damage die increases by 
one at level 5 (2d4), 11 (3d4), and 17 (4d4).

Unmaking
6th-level Transmutation

Casting Time: 1 Action
Range: Touch
Components: V, S, M (a vial of acid that costs 
25 gp)
Duration: Concentration, up to 1 minute
Classes: Bard, Druid, Sorcerer, Warlock, 
Witch, Wizard

As you touch a target, they must make a Con-
stitution saving throw. On a failure, the very 
composition of their body starts to change 
into a jelly-like black ichor, on a success 
the spell ends. While you maintain physical 
contact with the target, they take 1d10+20 
acid damage at the start of their turn and 
must make an additional Constitution saving 
throw. On a failure, the target becomes par-
alyzed from racking pain throughout their 
body as portions of their flesh fall away from 
itself. On a success, they resist the paralyzing 
effect.

If damage from this spell reduces the tar-
get to 0 hit points, it is liquidated. A liquidat-
ed creature is reduced to a puddle of black 
sticky goo that forms into a black pudding in 
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1d4 turns. The black pudding is controlled by 
the GM and will attack any creature it sees. A 
creature killed by this spell can be restored 
to life only by means of a true resurrection or 
a wish spell.

The spell ends if the target moves outside 
of your reach, you lose concentration, or you 
are unable to physically touch them. 
 
At Higher Levels. for each spell slot above 
6th-level, you do an additional 10 points of 
acid damage at the start of each of the tar-
get’s turns.

Vivisection
4th-level Conjuration

Casting Time: 1 Action
Range: Touch
Components: S, M (a piece of obsidian)
Duration: Concentration, up to 1 minute
Classes: Druid, Ranger, Sorcerer, Warlock, 
Witch, Wizard

As you touch a living creature, thin shards 
of obsidian materialize and shoot towards 
the target. The target must make a Dexterity 
saving throw, on a success the spell ends. On 
a failure, the shards start removing the flesh 
from a creature in swaths, and at the start of 
each of the target’s turns, they must make a 
Constitution saving throw. On a failure, they 
take 5d8 points of slashing damage, half as 
much on a successful save.

If the target drops to 0 hit points from 
damage dealt by this spell that target is re-
duced to 1 hit point instead. The spell ends if 
the creature drops to 1 hit point, if the crea-
ture falls unconscious, the creature is 10 or 
more feet away from you at the start of their 
turn, or the creature is no longer living.  
 
At Higher Levels. The damage increases by 
1d8 for each slot level above 4th.

Wall of Flesh
6th-level Necromancy

Casting Time: 1 Action
Range: 120 Feet
Components: V, S, M (a severed hand)
Duration: Concentration, up to 10 minutes
Classes: Sorcerer, Warlock, Witch, Wizard

You create a wall of undulating, moaning, 
tangled bodies that try and pull in any near-
by creatures. The wall appears within range 
on a solid surface and lasts for the duration. 
You can choose to make the wall up to 60 feet 
long, 10 feet high, and 5 feet thick. The wall 
blocks line of sight.

If a creature is in the path of the wall, ends 
its turn, or starts its turn within 5 feet of the 
wall the target must make a Strength saving 
throw. On a failed save the target is engulfed 
by the wall taking 4d10 bludgeoning damage. 
Additionally, an engulfed creature is re-
strained, blinded, and has total cover against 
attacks and other effects outside of the Wall. 
On a success, the creature is pushed 5 feet 
away from the wall.

Any creature that starts its turn engulfed 
by the wall must make a Constitution saving 
throw. On a failure, the creature takes 5d10 
necrotic damage as they start becoming part 
of the wall. On a success, they take half as 
much damage.

A creature can break free from the wall by 
using their action to make a Strength saving 
throw. On a success, they appear on their 
choice of either side of the wall.  
 
At Higher Levels. When you cast this spell 
using a spell slot of 7th level or higher, both 
types of damage increase by 1d10 
for each slot level above 6th.
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Weird Reconstitution
1st-level Evocation

Casting Time: 1 Action
Range: 60 Feet
Components: V, S
Duration: Instantaneous
Classes: Warlock, Witch, Wizard

You attempt to force a target creature’s body 
back together by flooding it with raw arcane 
power. The targeted creature must make a 
Constitution saving throw. On a failure, their 
body doesn’t fight the surge of magic and 
the target regains 2d10 hit points. On a suc-
cess, the creature’s body fights against the 
attempted healing, the creature takes 2d10 
points of force damage.  
 
At Higher Levels. When you cast this spell 
using a spell slot of 2nd level or higher, the 
damage and healing increases by 1d10 for 
each slot level above 1st.

Witch’s Tooth
2nd-level Transmutation

Casting Time: 1 Action
Range: 60 Feet
Components: S, M (a tooth or fang)
Duration: Concentration, up to 1 minute
Classes: Bard, Druid, Sorcerer, Warlock, 
Witch, Wizard

A creature that you can see is cursed to lose 
their teeth, only to have them quickly regrow 
and fall out again repeatedly. The target 
must succeed on a Constitution saving throw 
or have disadvantage on bite attacks and be 
unable to speak clearly. Casting a spell that 
includes a verbal component is impossible 
for the target during the duration. When the 
spell ends the target’s teeth all regrow.

Wolfe’s Venom Geyser
2nd-level Evocation

Casting Time: 1 Action
Range: 90 Feet
Components: V, S, M (an emerald worth 
50gp)
Duration: Instantaneous
Classes: Druid, Sorcerer, Witch, Wizard

As you cast this spell a torrent of acidic liquid 
erupts from the ground in a stream 5-feet 
wide and 10-feet tall from a point you can 
see within range. Any creature in the spaces 
affected must make a Strength saving throw. 
On a failure, the affected creature is thrown 
upwards 15-feet. If the creature hits an object 
or another creature, both take 1d6 bludgeon-
ing damage. On a success, the target creature 
doesn’t move. Additionally, any creature in 
the spaces affected by this spell takes 2d6 
acid damage.   
 
At Higher Levels. For each spell level above 
2nd level, increase the height of the geyser 
by 10 feet and width of the geyser by 5 feet. 
Additionally, each spell level increases the 
height a creature is thrown upwards by 10 
feet.
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Yllairies Help
1st-level Conjuration

Casting Time: 1 Action (ritual)
Range: Self
Components: V, S
Duration: Concentration, up to 1 hour
Classes: Bard, Cleric, Druid, Ranger, Witch, 
Wizard

For the duration of this spell nearly transpar-
ent shadowy forms swirl around your body. 
As an action you can point to an item that 
weighs less than 5 pounds and the shadows 
will grasp and hold the item within your 
reach until you either use an action to drop 
the item or until the spell ends. You can have 
up to 5 items suspended around you. While 
this spell is active you can have an additional 
item interaction each round if it is an item 
that you are holding with the spell.  
 
At Higher Levels. For each spell slot above 
1st, you can hold 2 additional items with this 
spell.

Zone of Delaying
2nd-level Abjuration

Casting Time: 1 Action
Range: 60 Feet
Components: S
Duration: Concentration, up to 1 minute
Classes: Witch, Wizard

When you cast this spell, pick a point within 
range. As you do, a barely visible sphere with 
a radius of 15-feet appears. For the duration, 
any spell or ranged attack originating from 
a creature within the sphere rapidly crawls 
to a halt after being loose. Additionally, any 
ranged attack or spell that targets a creature 
within the sphere instantly slows upon en-
tering the sphere. The GM should take note 
of all affected attacks and spells and their 
targets for the duration of the spell.  

When the spell ends, all effects that were 
affected by this spell instantly speed up con-
tinuing on their original path. The attack or 

spell targets the original location regardless 
of whether the original target is there or has 
moved. If a new creature is in the targeted 
space, they become the target of the original 
spell or attack.

Spell By Level

Spell Spell Level
Death’s Call Cantrip

Death’s Grasp Cantrip

First Sigil of Endless Flesh Cantrip

First Sigil of Flame Cantrip

Mark Cantrip

Newt’s Accelerated 
Decomposition

Cantrip

Quake Cantrip

Repeat Cantrip

Sap Cantrip

Scribe Cantrip

Sling Cantrip

Umbra Knife Cantrip

Buckle 1st

Chameleon Casting 1st

Cloud's Sight 1st

Cuspate Caltrop 1st

Forget Me Knot 1st

Gambler’s Eye 1st

Glide 1st

Ilia's Monochromatic Ray 1st

K’errahn’s Toll 1st

Orator’s Aid 1st

Second Sigil of Endless 
Flesh

1st

Twisted Tongue 1st

Weird Reconstitution 1st

Yllairies Help 1st

Annarista's Sight 2nd

Francisco's Lament 2nd
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Spell Spell Level
Hemohail 2nd

Insult to Injury 2nd

Matosway’s Beastial Revival 2nd

Medea’s Crown 2nd

Medea’s Slumber 2nd

Mellifera’s Wound Delaying 2nd

Rot 2nd

Second Sigil of Flame 2nd

Seed of Lies 2nd

Sunder 2nd

Witch’s Tooth 2nd

Wolfe's Venom Geyser 2nd

Zone of Delaying 2nd

Annarista's Tether 3rd

Bonespear 3rd

Corpse Trap 3rd

Curse of the Unlucky 3rd

Diminutive Movement 3rd

Draconick's Aura of 
Transference

3rd

Forgetting 3rd

Gastral Decay 3rd

Gut’s Instinct 3rd

Hidden Tripline 3rd

Ice Field 3rd

Incantation of Bone 3rd

Jamey's Reanimated 
Prosthetic

3rd

K’errahn’s Brine 3rd

K’errahn’s Gaze 3rd

Nature’s Hidden Shelter 3rd

Nothrim's Notorious Glitter 
Bomb

3rd

Sinewy Sled 3rd

Tracker’s Peril 3rd

Arcane Siege 4th

Fate’s Thread 4th

Fire Eater’s Blessing 4th

Incantation of Exhaustion 4th

Infectious Message 4th

Spell Spell Level
Limb of the Betrayer 4th

Medea’s Insanity 4th

Miracle of Sustainment 4th

Restrictive Flesh 4th

Scidion’s Treachery 4th

Serafin's Spectral Shield 4th

Third Sigil of Endless Flesh 4th

Vivisection 4th

Annarista's Ghostly Visage 5th

Cruel Fate 5th

Ferryman’s End 5th

Liberation from Flesh 5th

Mass Rot 5th

Phantom Carriage 5th

Ravicious's Stone of Ardent 
Slumber

5th

Relinquishment 5th

Third Sigil of Flame 5th

Curse of Consumption 6th

Hidden Hallways 6th

Junia’s Hex of the Horsemen 6th

Unmaking 6th

Wall of Flesh 6th

Appendage of the Betrayer 7th

Closed Loop 7th

Fourth Sigil of Endless Flesh 7th

Ilia's Achromatic Orbs 7th

Ill Omens 7th

Kjell’s False Prophecies 7th

Mantle of the Damned 7th

Plague of Silence 7th

Specters' History 7th

Consuming Fog 8th

Dani's Enchanting 
Orchestrion

8th

Mass Unmaking 8th

Expunction 9th

Ilia's Achromatic Wall 9th

Planar Terraformation 9th



Lore
C h a p t e r  ~  S i x

“Be wary of any organization that freely pro-
vides its services. Often, the hidden payment 
is greater than what you’d of given willingly.”

—The Apostate, Evlyn

You are left with a few choices: first, you believe the 

trickster god that the memories are the same but they were 

replaced; second, you think the trickster god lied to you 

and just booped your nose to cause an existential crisis; 

or, third, the trickster god lied and replaced your memories 

with new and false memories.

And a third situation is this, 'boop' 

just replaced your memories right 

now. Like, as you read that first word. 

I had placed some magical whatever 

into it and 'poof' new memories, or 

are they the old ones but 
replaced, or are they left 
untouched at all? You have 
no way to know, isn't this 

fun?
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W
itches are often drawn to 
each other for support and 
knowledge-creating small 
but trusted covens that can 
be called upon if the situation 
requires. For larger organi-

zations, witches will tend to be wary due 
to how the many arcane communities have 
treated witches in the past.

	 Any spellcaster at some point might 
look to join a larger organization for edu-
cation or access to rare and powerful com-
ponents. Organizations also provide oppor-
tunities for GMs to give adventure hooks 
or quests that would help the organization 
towards their primary goal. Of the organiza-
tions that are provided below, each of them 
has one primary goal and two secondary 
goals that their members might work to-
wards.

	 Before using one of these organizations 
in a player’s backstory, make sure to check 
with the GM who is running the campaign, 
as it is up to them to make the final call as to 
whether or not these may be used. 

Arcane Church

Often thought to be a myth used to scare 
off young spellcasters from the more nefar-
ious uses of Necromancy and Enchantment 
magic, the Arcane Church is very much a 
real entity. This organization is not a place 
of worship, but rather, a place of learning for 
those who consider the arcane arts to be the 
true power behind the multiverse.

	 Members who join see themselves as 
higher beings, believing all those who cannot 
use arcane magic inferior to them and should 
be subservient. Members often utilize magic 
to enforce that. The physical location of the 
Arcane Church is a closely held secret that is 
rarely disclosed. 

Membership

To be a member of this organization, one 
must first locate the Arcane Church by their 
own means. Once they do, they must demon-
strate the ability to cast 6th level spells 
before the main gates open. Once admitted 

inside they can join the organization for 

10,000 gp and a vial of their blood or 
some other physical part of them for later 
divination. Once a member, there are no ad-
ditional costs except performing an organi-
zation sanctioned action once a year without 
question. 

Benefits

Members of this organization have access to 
the massive stores of knowledge the orga-
nization has. In this library, any spell can be 
found with an Intelligence (Investigation) 
check equal to 8 + twice the spell’s level. Any-
thing found in the library must stay in the 
library and if someone is found to break this 
rule they will be imprisoned as per the im-
prisonment spell for a number of years equal 
to the gold piece value of the stolen object..

Leadership

There is a standing council of eight spellcast-
ers who have stayed in power for longer than 
anyone even remembers. They are all immor-
tal through one way or another and are all 
able to cast 9th level spells. Any action that 
a member wishes to take that would involve 
the Arcane Church as a whole organization 
must get a majority vote from the council. 
Additionally, the council also dispatches or-
ders to members to accomplish their goals. 
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Headquarters

The Arcane Church has a unique existence 
in the multiverse, it exists in the same spot 
on every single plane at the same time while 
also being located in its own demi-plane. Ju-
nior members use this fact to claim that the 
Church is the very center of the Multiverse, 
but the truth of the matter is far simpler, so 
many acts of time and spatial manipulation 
have taken place inside the Church’s campus 
that the multiverse has placed it in a dimen-
sional fistula like a cosmic scar.

Primary Goal

To take control of interplanar travel/commu-
nication. 

Secondary Goals

◊◊ Destabilize religious orders.
◊◊ Institute magical orders to funnel mem-

bers to the church and not let rogue agents 
act with impunity.

Known Leaders

Arannis Nailo

Human, Wizard

Core Personality:
Calm, Cold, To the Point

Arannis is the newest member of the coun-
cil as the previous leader had an unfortu-
nate encounter with several unspeakable 
interplanar horrors in a demiplane warded 
against planar travel. Arannis always com-
ments on just how odd and particular an 
accident that was, and while he is glad to 
have his considerable skill recognized he will 
always say how he misses his former teacher. 
He is a master of Conjuration and specializes 
in teleportation and planar travel and those 
who get in his way usually find themselves in 
one of his many personal demiplanes before 
they finish drawing their weapons. 

Much of his younger years are lost to his-
tory but it’s known that Arannis is a native of 
Anuel and because of that, he has a soft spot 
in his warped heart for anyone that has his 
homeland’s best interest in mind.     

Roland Ainsworth

[Unknown], [Unknown]

Core Personality:
Arrogant, Uncaring, Inquisitive

Roland is their name and that is about as 
much as is known of Roland Ainsworth. They 
use mind-controlled creatures as puppets 
to see and act in the world, enslaving their 
bodies with enchantments and necromancy. 
Even when the council meets, Roland uses 
a student who happened to be in the wrong 
place at the wrong time to attend in proxy. 
They only care for their own network of pup-
pets, collecting, information, and protecting 
their true identity. Anyone who happens 
to learn too much about Roland often finds 
their memories broken and scattered. 

Veera Raith

Human, Witch

Core Personality:
Curious, Unassuming, Ambitious

Veera learned her magic in a time before the 
great mages of yore crafted the spells that 
are used today. In that time magic was wild 
and free and not tethered to the schools 
of magic used today. She studied under a 
powerful coven of hedge witches, but as she 
aged, her path took her through the dark 
places of the worlds, learning from anyone 
and anything willing to teach. Over time, her 
knowledge of the occult allowed her to weave 
her spells with the curses of wyrd magic. She 
continues to practice her magic and seeking 
new knowledge to accumulate as much pow-
er as she possibly can with the hope of pro-
tecting herself from the likes of the Blooded 
Lotus and others who would do her harm. 
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Blooded Lotus

The Blooded Lotus is both an organization 
and a religious cult worshiping a god that 
they consider is the only true deity in the 
multiverse while claiming that all other gods 
are pretenders stealing their god’s power. 
Additionally, they see magic as a primal sin 
and even its minor use is an affront to the 
natural world. Any spellcaster that seeks to 
be part of this group is treated as a tool in-
stead of a person, those spellcasters who still 
join the order, are usually the most fervent 
of believers and see themselves as ushering a 
better age for all and being the sacrifice that 
lets that happen. 

Blooded Lotus members are easy to spot. 
as part of the initiation, they have the order’s 
symbol carved onto their body. Being a mem-
ber is also considered a crime in most King-
doms and is usually punishable by death.

Witches who join this organization usually 
do so because they’ve seen the evil that mag-
ic can bring and seek to use their own power 
to remove it from the world. Alternatively, 
there are a few members who have joined 
because they had nowhere else to turn after 
being pursued endlessly by governments or 
wizarding organizations.

Membership

There is no membership fee or cost to join 
the organization. The initiate has only to 
bring a living spell caster to a Blooded Lotus 
meeting, kill them in front of the leadership 
and accept the mark. If they do so, they are 
considered members for life.

Benefits

Members in good standing have access to 
the resources and support of the organi-
zation, including but not limited to: acts of 
terror in population centers, assassinations, 
assistance locating magical artifacts, and 
anything else that furthers the organization’s 
goals. Of course, any action of the Blooded 
Lotus must be approved by at least 1 of the 
senior leadership.

Leadership

The Blooded Lotus is comprised of cells lead 
by a single leader. Twice a year these cell 
leaders gather to plan the organization’s 
actions going forward and what actions to 
sanction. There are 3 cells that currently 
operate.

Headquarters

Any individual cell is its own Headquarters, 
often meeting in back rooms or in the dead 
of night. There are no physical locations be-
yond meeting places and dead drops. 

Primary Goal

To remove magic from the world.

Secondary Goals

◊◊ Establish new cells in foreign locations. 
◊◊ Infiltrate high levels of government.

You know what's funny? I'm sure that you felt like the trickster god 

booping a person on the nose in their sleep made more sense that my 

last gray box that said it happened when you read the word. Both 

are equally as ridiculous and yet you discounted just reading the 

word as an empty threat...
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Known Leaders

Minister Yeveren

Human(Part-Celestial), Witch

Core Personality:
Kind, Polite, Persuasive 

Minister Yeveren always understood his 
place in life and is a true believer in his cause. 
When people first met Yeveren they see a 
gentle-spoken man but soon people real-
ize just how persuasive Yeveren can be. He 
spends time to understand the people under 
his command, their zeal, beliefs, and even 
their grievances against Yeveren himself. 
Yeveren seeks to build the following of the 
Blooded Lotus by bringing countless more 
under its banner always giving those found 
guilty of sin a chance at redemption and 
repentance.

Malachi Faychild

Vampiric Dark Elf, Rogue

Core Personality:
Charismatic, Observant, Vengeful

Malachi is an unconventional leader in the 
Blooded Lotus, as their very mission stands 
against the dark magic that keeps Malachi 
alive in his state of undeath. In combat, he 
uses bespoke weaponry modeled after his 
own curse so that they drain the life out of 
their victims. Malachi is a true believer in the 
cause as he associates the untimely death of 
his sister Morgana to the Arcane Church and 
the unchecked encouragement to delve into 
forgotten magic regardless of the personal 
cost. Because of this loss, Malachi seeks to 
undo the Arcane Church and all magic, to 
end the blight that has taken so many lives. 
Be it by the organization as a whole or his 
blade, he’ll see the Arcane Church fall.

Ermine Gaus

Dwarf, Barbarian

Core Personality:
Impatient, Industrious, Inventive

Ermine prefers the company of their work 
over people and spends nearly all of their 
time in their workshop immersed in a myri-
ad of projects. When Ermine isn’t working on 
their inventions they are hunting those who 
abuse magic. Because they carry the look 
of an exhausted unkempt laborer they are 
often ignored, letting them have easy access 
to secure locations. Targets of Ermine never 
see the incoming blade of the silently raging 
dwarf and realize all too late that Ermine 
is immune to their mind-altering magic. 
Members who work under Ermine are often 
tasked with finding rare materials as well as 
with hunting mages.

Due to the fact that because 

you have no way to verify this 

information, all have the same 

likelihood of being true.

Either you are still you, which means 
that you are greater than the sum of your 

memories, or you are no longer you because 
there exists a chance that you are not you.
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The Codex

Not much is known about this organization 
or those who run it, but what is clear is that 
there is a plan and every action set in motion 
is done to advance that plan. Members of this 
organization are drawn to the promises of 
a better future out from under the bootheel 
of the powers that be. Recruitment is done 
by word of mouth and missions are assigned 
in ways that ensure the members know it is 
from The Codex. 

This can be by finding a secret compart-
ment on a family heirloom with orders for 
a future event that wasn’t there before or 
finding orders with a member’s name writ-
ten upon them locked in a vault that has 
been sealed since the Schism. Whatever the 
way, it is clear that a greater plan exists and 
The Codex may have the use of time manipu-
lation that they say they do. 

Membership

Membership is as easy as doing what the in-
structions say for you to do. While a number 
of people will eventually get a notice from 
The Codex, few complete the tasks present-
ed. Those who reliably complete these tasks 
will receive more and more notices from the 
Organization and the task of recording daily 
events and stashing those records in hidden 
and safe locations. Many think these seem-
ingly mundane information stashes are how 
The Codex pieces together what is happening 
in any given time.

Benefits

Members of The Codex don’t receive many 
tangible benefits apart from knowing they 
are helping to bring about a greater vision of 
the future. Important members to the orga-
nization or those who show talent in record-
ing events might find wills of dead wealthy 
individuals who happened to include their 
names or finding a parchment that just hap-
pens to have the location of buried treasure. 

Leadership

The 3 leaders of the Codex in this timeline 
operate with the help of a device that tele-
pathically communicates with those who are 
attuned to it. These three for one reason or 
another were chosen by the device to be it’s 
voice. 

Headquarters

The Codex does not have any kind of head-
quarters but instead, its leadership frequent-
ly gather to decipher the messages from The 
Codex.

Primary Goal

To make sure the events predicted by The 
Codex come to pass exactly how they were 
foretold to.

Secondary Goals

◊◊ Record as much as possible about the 
current state of the world.

◊◊ Destroy any artifact that deals in the ma-
nipulation of time apart from The Codex.

Known Leaders

Augustus Fuldor

Dwarf, Sorcerer

Core Personality:
Charismatic, Hearty, Wistful

Augustus is best defined by his grim focus in 
forming reality to match the Codex’s vision. 
He mourns those who are not yet dead as 
he understands the wheels of time offer 
no harbor and will eventually come for all 
things. While he prefers to use the Codex’s 
knowledge to avoid conflict, he’ll use his 
innate magic to will things back into place 
and when pushed, he’ll hold cherished ones 
hostage in demiplanes until obstinate vari-
ables comply. Few know how Augustus first 
came into contact with the Codex or even if 
Augustus is from this moment of time. Those 
who work with Augustus know that he is a 
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true believer and speculate what he could 
have been shown by the artifact to create 
such an effective zealot.  

Caliphithe

Gorgon, Witch

Core Personality:
Ambitious, Determined, Seductive

Like all of the agents of the Codex, Caliphi-
the seeks to align the present to a future 
illustrated by the artifact. Her skin and 
scales are adorned with mundane and 
arcane tattoos that shift and move like the 
vipers that adorn her head. There are few 
who have seen Caliphithe and not become 
stone reminders of the aging agent’s pow-
ers. When it comes to divination, Caliphi-
the is an expert without equal and when 
paired with the knowledge of the artifact 
this talent is multiplied tenfold. Even those 
who forsake the future promised by the 
Codex hesitate to forsake Caliphithe as the 
Witch seems to know their betrayal before 
their first meeting. She rarely keeps compa-
ny, but those who have the privilege to walk 
beside her wouldn’t trade the experience for 
the world. 

Ejayerelle Ars Eytherin

Elf, Fighter/Warlock

Core Personality:
Explosive, Irritable, Unpredictable

Ejayerelle is considered to have lost his mind 
to the Void many years back, he consorts 
with his sword and scrawls complex glyphs 
into the books he keeps strapped to his back. 
An empty socket is all that is left of his left 
eye which is almost more piercing than the 
bloodshot amber right eye. With a smirk of 
knowing that makes the skin crawl Ejayerelle 
moves with speed uncharacteristic of his 
emaciated frame. With an outfit of black and 
brown, he looks to be a wanderer who has 
long forgotten the comforts of civilization. 
Whether it is the immaculate blade, or the 
well-worn plate covering his shield arm, peo-
ple know not to interfere with Ejayerelle’s 

tasks for fear of consequences. While his eye 
was taken, his sight was amplified. A sight 
that sees the world as the artifact does, a 
sight that has made Ejayerelle a true believer 
in the cause and has no qualms with doing 
what must be done. 

Sila

Tiefling, Witch

Core Personality:
Fanatical, Reserved, Self-Serving

The pearl white skin and prominent horns of 
Sila cause many to turn and look even with 
the muted tones of her clothing. Before the 
Codex Sila had nothing and was on the edge 
of death, now she thrives and her faith in the 
future designed is unwavering. Besides the 
Codex, Sila cares only for herself and what 
her elevated position in the Order has given 
her access to. She has a personality that 
breeds fanaticism building a cult of personal-
ity, and attracting all types to orbit her social 
sphere. The Codex owes many of its followers 
to the growing following of Sila, loyalty bred 
from obsession.
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Family Nocturn

There is hiding in plain sight and then there 
is the Family Nocturn. Everyone knows what 
the group does, and everyone knows their 
symbol. However, nobody has been able to 
connect them directly to any wrongdoing. 

The Family Nocturn is a crime syndicate 
that obeys a strict code: Never steal from 
someone who has nothing to lose and never 
take a contract on a life for someone no one 
would miss. 

Anyone can join the family but they must 
first find faith in loss, remorse, and absence. 
The organization prides itself on educating 
those who have much on what it is like to 
have little. This can be wealth, prestige, or 
even an abundance of love. To the Family 
Nocturn, all thriving is a barrier to being a 
better person. Of course, the Family focuses 
this education on those who others have paid 
large ‘tuition fees’ to take the targets down a 
notch. 

Membership

To become a member of the Family Nocturn 
you must pay to have yourself educated. This 
fee is paid by performing jobs for the Family 
after initiation. Initiation involves the orga-
nization placing multiple contracts onto you 

until you fit the criteria of Nothing left to 
lose, and someone no one will miss, only 

then will they accept you as a full member. 
Once you seek out this education, it does not 
stop until it is completed. 

Benefits

Once a member has been initiated, they are 
allowed to resume whatever life they wish 
as they now have a true understanding of 
absence and loss. This means that they are 
paid a portion of any education they assist 
in. These contracts are handled by brokers 
who serve as public faces of the organization. 
Additionally, in cities that have a guild house 
for the organization, any member can stay 
free of charge and have full access to any 
guild amenities while there.

If a member finds themselves in trouble 
with any legal affairs while performing an 
organization sanctioned action, their chapter 
will do whatever it can for them. 

Leadership

There are multiple chapters of the Family 
Nocturn, each having their own individu-
al bylaws of what their members can and 
cannot do to educate, but if one chapter can’t 
complete a task it is common for them to 
contact another chapter’s broker as a loop-
hole to their own bylaws. These broker’s 
function as the heads of chapters with the 
founding members shrouded in mystery. 
Some say that there was never a founding 
family, and a demon started the organization 
to feed. As far as most know, there are three 
Brokers operating currently.

Headquarters

While each chapter house is different, there 
will always be food, a place to sleep, and ac-
cess to a store of weapons, poisons, and forg-
ing equipment. The more opulent of chap-
ters have been known to be host to taverns, 
brothels, and even arcane libraries.

Don't you remember that you 

aren't supposed to be reading 

these?
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Primary Goal

To educate those who have too much in what 
it is like to have nothing.

Secondary Goals

◊◊ Complete contracts to their fullest.
◊◊ Recruit more to the Family Nocturn.

Known Leaders

Maekenz Graneel

Changeling, Wizard (Hematomancer)

Core Personality:
Passionate, Vindictive, Watchful

Known to most as Madam Mae she runs a 
chapter underneath one of the more pop-
ular taverns in the New World, The Cloud-
top. When she leaves her headquarters she 
magically alters her appearance to look 
unassuming, changing into a young elven 
woman with fair skin, braided long crimson 
hair, and bright green eyes. Madam Mae has 
taken many forms throughout the years 
and even the oldest members of the chapter 
don’t know her true face. The Cloudtop itself 
provides a menagerie of options for anyone 
with the coin to afford it. Underneath Cloud-
top, the chapter provides fine weapons, food, 
drinks, and unscrupulous entertainment 
to its members. Both the chapter and her 
business are managed with a firm hand and 
those who work with Maekenz quickly learn 
to never trust anyone, as there is always a 
chance that they’re actually talking to one of 
the many faces of the chapter leader, looking 
for those who have loose lips and lack loyalty.

Nedivar

Raven Beastfolk, Monk

Core Personality:
Quiet, Fierce, Religious 

Nedivar mostly keeps to himself and when 
he does talk, it is in as few words as possible. 
His chapter is based out of a monastery and 
those who work under him usually perform 
both guild duties and religious obligations. 
Nedivar wears his hooded robes at all times 
and uses them to hide his face. While a mas-
ter in hand to hand combat, Nedivar seeks 
peaceful solutions before anything else. His 
chapter sees many members join when they 
take vows of poverty and forsake worldly 
pleasures.

Terminus Vayne

Dark Elf, Witch/Monk

Core Personality:
Intimidating, Mystic, Reserved

Those who first meet Terminus presume 
that he is part of a religious order with his 
simple attire and cue haircut, that is until 
they notice the softly glowing arcane tat-
toos covering his body. The chapter house of 
Terminus is unique among the guild as it is 
a loose collection of buildings and locations. 
Each building is assuming by itself but holds 
all the resources needed for the chapter to 
run. For Terminus’s chapter, there are few 
restrictions to what is allowed or encouraged 
for educations.

All of this shows just how fragile 
these constructions of objects and 
people, these golems actually are. 
The mere possibility that the truth 
could be multiple options at the 
same time can be a bit maddening.

But seriously, are you not taking 

these side messages seriously? Do you 

not think that I have the ability to 

change your enfleshed self? To augment 

you by the mere act of reading this paper. 

To slowly turn you into a monster at the edge of the 

campfire's light.
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Heralds of the 
Broken Land

The Heralds are a group of extremists 
who seek to keep wildlands wild. After 
the Schism wiped out nearly all sapient 
life in the Anuelian continent, the re-
gion was seen as ripe for resettlement. 
The Heralds are actively against old 
and/or new governments forming in 
these lands and they see the Schism 
as a needed purge, not as a travesty. 

Members of the Heralds usually 
form self-sufficient communities 
that are hidden away from the 
world. Occasionally members will 
form bands to sabotage efforts to ‘tame’ 
these lands. Regardless of what community 
you hail from originally, a Herald is welcome 
in any other Herald community. To outsiders 
though, interactions with the Heralds often 
turn deadly. 

Membership

If one has a peaceful interaction with the 
Heralds, then membership is easy to acquire. 
The difficulty is that interactions are rare-
ly peaceful for those not born in a Herald 
community. To earn the Heralds’ trust one 
must first prove that they ascribe to the 
same ideologies. Proving this often requires 
performing tasks for the Heralds. 

Once an individual becomes a member of 
the Heralds, they are given an amulet that is 
specific to the community they joined. 

Benefits

Members of the Heralds gain access to the 
location of other communities throughout 
the wilds. Additionally, they are allowed to 
visit and stay in these hidden areas as long 
as they provide labor or help. Additionally, if 
a member assists on a raid, they get to keep 
what they can carry.

Leadership

There are some members of the Heralds who 
are labeled as Guardians. These Guardians 
are extremely powerful and respected among 
all Herald communities, if a Guardian leads 
a raid or plans to create a new community, 
no Herald would consider opposing them. 
Not all guardians are members of the civ-
ilized species. A few dragons or awakened 
monsters have been known to fill the ranks. 
There are five Guardians that protect the 
wilds currently.

Headquarters

The Herald’s communities themselves serve 
as the Headquarters for this organization. 
When it comes to the Guardians, each has 
their own private groves that few know 
about. Access to these groves are only given 
to fellow Guardians or during times of great 
turmoil. 

Primary Goal

Prevent the formation of kingdoms in the 
wildlands.What does this all 

mean in connection to 
constructing golems and 
our very souls?
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Secondary Goals

◊◊ Be self-sustaining in the environments 
they live in.

◊◊ Disrupt any military or paramilitary op-
erating within Herald lands. 

Known Leaders

Calamatia Equisitales Onoclea

Faun, Druid

Core Personality:
Adventurous, Curious, Wise

Calamatia grew up deep in the untamed 
wilds far from any civilization. She was al-
ways curious though about the mortals that 
would occasionally skirt the boundaries of 
the ancient wood. As she aged, she traveled 
and explored the regions that she had been 
told were far too dangerous for one of her 
kind, keeping an open mind and a peaceful 
heart. 

During her travels, she even fell in love 
with a human woman but soon tragedy 
struck. Her love and her home were put to ax 
and flame by the ‘civilized’ folk and she real-
ized that they were willing to kill even their 
own kind, let alone those who didn’t live 
like them. In a struggle to protect the outer 
woods, she lost an arm but through a close 
connection with wild magic, she is unham-
pered by the loss. 

She is older now but retains a youthful 
glint in her eyes as her soul is still filled with 
vibrant energy. In her age she’s grown strong 
and wise knowing now when to strike and 
when to break bread, she still hopes for a 
peaceful coexistence but knows that the pos-
sibility becomes fainter the farther mortals 
expand.

Elriel

Halfling, Druid

Core Personality:
Cryptic, Paranoid, Well-Read

Elriel first delved deep into the wilds when 
their dreams bore messages of dread and 
despair. Over time, they spent longer and 
longer in the deep as they began to see their 
former countrymen as plotters and schem-
ers instead of friends and allies. When they 
stopped dreaming all together they knew 
it was time to retreat into isolation so they 
could research in peace. They constructed 
a hidden library filled with all the secrets of 
the wild and notes regarding every conspir-
acy Elriel knows of and thinks they know of. 
While they refuse to leave their sanctuary 
they use the beasts of the woods to gather 
information from the outside world. 

Phaedra

Human, Barbarian

Core Personality:
Commanding, Unpredictable, Vicious

Phaedra came to the new lands in the hold of 
a slaver’s ship, from there she organized the 
prisoners and dispatched with the masters. 
In the fight, the ship caught ablaze forcing 
the newly freed folk to swim in shark-infest-
ed waters onto a land which few have ever 
walked. 

For Phaedra, this became the start of 
endless adventure. Through the years she 
explored the deep wilds relishing in the 
natural order of this world. As the new lands 
slowly were recolonized Phaedra grew fear-
ful that the evils that had brought her to this 
land would now infest it. She vowed to fight 
against the endless tide to protect this new 
land and ensure that all those that lived here 
would remain free. 

If using medical procedures or magic to change the way one looks became an easy thing to do and it became commonplace, how would one know that people remain the same between these procedures?
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Vale Bleakbones

Half-Elf, Witch

Core Personality:
Calm, Enchanting, Meticulous

Vale is a healer of such ability that few can 
claim to match her skill in both natural and 
mundane healing or magical techniques. 
Her short and lean frame is adorned with 
the grisly sight of the visible bones in her 
left forearm, an old wound where the flesh 
and muscle were burned away. The arm 
was saved through extensive magic but its 
presence is what gave Vale the name Bleak-
bones. Her calm demeanor, thick brown hair, 
muted green eyes, and a curiously intriguing 
face often make one forget that she is excep-
tionally good at healing, regardless of if the 
subject is living or not.  Xun Bailin

Cordycep Fungifolk, Witch

Core Personality:
Distant, Helpful, Isolationist

It is not known who or what is the witch 
in the being known as Xun. While a human 
body is clearly visible, clear lines of biolumi-
nescence swirl across the body. The use of 
the reflexive pronouns we, us, and ours add 
further confusion to their true nature of self. 
Along with Vale Bleakbones, Xun is a master 
healer living deep in the wilds and is able to 
make herbal tonics to cure nearly any ail-
ment or curse. These remedies are nearly al-
ways successful and free of charge for those 
who request them, but there is a hidden cost. 
Each cure carries a colony of Xun’s spores 
which eventually take root within the cured 
creatures, letting them be controlled at will 
and assimilated into the collective known as 
Xun.

How would one form meaningful 
relationships if there was no 
certainty that the person still 
matches the golem in your mind?

How are your thoughts 

changing? I'd jump in your 

thoughts, but I don't 

want to be 

invasive...

Do you feel like we have a 

relationship yet? Do you think 

you know me? Can I know you? 

Is this a two -way relationship 

or is it one sided? How is my 

golem affecting you?
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The Hushed Coven

The Hushed Coven is a collection 
of witches who practice divination 
through secrets and whispers. The 
organization believes that the words 
spoken by a person are guided by 
divine beings and the fewer people 
who know the whisper, the more 
powerful that whisper is for divin-
ing. Their members like to frequent 
busy places and listen to all of the 
snippets of conversations around 
them, collecting those whispers to 
use later. It can be hard to know who 
is a member of the organization as 
they don’t broadcast their involve-
ment. 

Membership

To join the organization a person 
must find the leader of the local coven 
and whisper to them a secret that no 
one else knows. This whisper is then 
divined, learning the future of the 
new member. The information of the 
whisper and the details of the divina-
tion are kept as a secret between the 
leader and the new member. 

Benefits

Members not only receive free training but 
have access to a vast amount of secretive 
information. The Hushed Coven never writes 
any secrets down and instead keep a detailed 
oral history and network. If no one in a local 
Coven knows an answer to a question they 
will know which Coven should be contacted. 

Leadership

While there is no overall leader for the entire 
organization, each coven has an elder mem-
ber that functions as the figurehead, but 
occasionally, age will be ignored in favor of 
talent in divination. The designated leader 
has the final say on new members and who 
can use the Coven’s resources.

Headquarters

A Coven will have a secluded place to divine 
in peace and to meet. This is usually located 
in towns and looks to be unassuming from 
the outside. 

Primary Goal

To collect secrets.

Secondary Goals

◊◊ To expand the network of Covens
◊◊ Recruit members that have access to re-

stricted locations

Can you? Would you? Would 

you ever open yourself 

up to a golem that wasn't 

tied to an enfleshed self? 

Will you open up to me?
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Salted Circle

The Salted Circle is formed of active and 
former adventurers who through one way 
or another found themselves in contact with 
others of equal skill and power. Through this 
community of battle-hardened and traveled 
individuals, the Salted Circle came to be. It 
is a place for young adventurers to train and 
take the Oath, to make the world a better 
place through the guiding hand of the Circle. 

Sometimes this hand is used to nurture a 
community or a settlement like a gardener 
does a flowerbed, carefully plucking weeds 
and leaving the crop. Other times a heavy 
handed approach is used, to rip up every-
thing and salt the land where it grew, as both 
a warning of the Circle’s power and to shape 
the world in their image. Some cheer and 
sing tales of the Circle’s heroics, many see 
it as a patronizing organization that strips 
agency from communities, and a few tell 
tales of horror from being at the end of the 
Circle’s sword.

Membership

The Salted Circle is very open about where 
it operates and how to join the organization. 
Even smaller towns will have a Circle repre-
sentative come through every few months 
looking for new recruits. For the first year, 
membership, gear, and training are free at 
the cost of receiving no pay from completed 
missions. After the first year, the guild places 
a 20% cut of all completed expeditions by 
members of the Circle or a 100gp fee, which-
ever is higher. 

Seasoned members are occasionally called 
upon to perform a special mission for the 
advancement of the Circle’s own agenda, 
there is little refusal of this calling as the 
punishment is revoked membership and for 
the former member to pay back their time in 
the Circle by means of hard labor. Those who 
complete these tasks are paid a king’s ran-
som for their loyalty and discretion on Circle 
activities.

Benefits

For the first year, each new recruit is outfit-
ted with new gear and receives structured 
training and instruction. This culminates 
with bands of new recruits being sent out 
on trial expeditions to monster dens the 
Circle keeps contained in the wild. Those 
that survive become full-fledged members 
of the Circle and can take contracts or go on 
independent expeditions. Additionally, full-
fledged members receive free training and 
gear supplied by the Circle is at a 50% cost 
reduction.

Leadership

The original 5 founding members of the Salt-
ed Circle have either moved on or perished 
along the way, but they placed a tradition 
that when one of the 5 leaders of the orga-
nization retires or perishes the remaining 
4 leaders uplift one of the members to a 
leadership position. Usually, they choose 
the member who has brought the most gold 
into the organization but occasionally, it is 
those who take on the most devious special 
contracts or those who are seen as most em-
bodying the organization.

Headquarters

Any major town or city will have a number of 
halls and taverns that are on the Circle’s pay-
roll. Any members will be able to room free 
of charge and only pay for food and drink. 
The main headquarters is in Phoenix’s Rest, 
a large compound with instructors who span 
the martial and magical arts.  The compound 
itself is walled in from the rest of the city and 
has enough food and water to withstand a 
siege for up to a year.

Primary Goal

Become the most powerful and influential 
military and political body in the new lands.

Secondary Goals

◊◊ Recruit more members
◊◊ Stockpile powerful artifacts, information, 

You can either know an object or 

where it is heading, an archer 

doesn't study an arrow once 

it's loose but rather has their vision set upon the 

target.
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spells, and wealth acquired on 
expeditions 

Known Leaders

Atonement (Toni)
Half-Elf, Warlock

Core Personality:
Boisterous, Lucky, Reliable

Atonement’s life has been marked by 
hardship and challenge. In her early 
years, she survived by doing whatever 
was necessary. It was after joining and ris-
ing quickly through the ranks of the Salted 
Circle that Atonement found their calling. A 
mentor trained Atonement of both body and 
mind, showing that there is always another 
way, and that survival, without emotion, isn’t 
survival at all. As a leader Atonement seeks 
to do right by the New World and improve 
life for all that live there. Out of the leaders, 
she is the most open with her intentions and 
is a true believer that anyone or anything is 
capable of doing good by the world if given 
the chance.  

Ficus Lamplighter

Halfling, Rogue

Core Personality:
Loyal, Practical, Smart-aleck

Ficus is a rogue and an accomplished student 
of magic who uses her skill to track and elim-
inate powerful wizards and magical beings 
who pose an existential threat to the many 
worlds. To deal with the deadly mages and 
creatures she encounters she makes deft use 
of an enchanted blinding arrow, Sunmote, 
and an enchanted tanzanite dagger. While 
she mostly keeps to herself, those who earn 
her trust and respect are kept dearly. Her 
companion, a skvader, Göran accompanies 
her everywhere. As a leader, she believes that 
students will find their own way but will oc-
casionally hand-select several promising new 
talents to assist on a mission.

Sylvil Roseis

Tiefling, Druid

Core Personality:
Flighty, Intense, Messy

At first glance, most would never assume 
Sylvil was one of the mighty leaders of the 
Salted Circle but a closer inspection reveals 
the frantic and wild nature just beneath the 
skin. Her close connection to nature lets her 
transform into mighty beasts that let Sylvil’s 
primal instincts kick in. Her lifelong com-
panion Zarzth, a quiet and stern native of the 
Astral Plane, is an unofficial member of the 
Salted Circle, only allowed to attend meet-
ings through his close connection with Sylvil. 
It is said that he is her ground and guide, 
helping the impulsive Tiefling improve her 
already considerable skill. He himself is a 
powerful sorcerer and adept at using ex-
traplanar energy as his own. Together they 
try and bring out the best in the members of 
the guild and also improve the lives of those 
struggling to find their place in the New 
World.

 Likewise, an appraiser is not intent where the gem is 
going with each pass between their fingers but rather is 

focused upon the object.
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Lord Armen Faeryl

Devil, Bard/Rogue

Core Personality:
Encouraging, Secretive, Well-Spoken

Lord Faeryl is the default face of the guild, he 
usually has the appearance of an elf of high 
birth with platinum blonde hair and sky blue 
eyes. There are few equals in negotiating 
to Faeryl and his ability to create favorable 
contracts for the guild. Those who are close 
to the suave and well-dressed lord are privy 
to the true identity of the Mouth of the Guild, 
a shapeshifting devil. His reasons for helping 
out the organization are unknown but his 
abilities are so well valued that the rest of the 
leadership would never dream of removing 
Lord Faeryl from the position, claiming that 
“All types come to the New World, who would 
we be if we judged them”.  

Ocsipedus Ocs Turnor

Dragonborn, Bard

Core Personality:
Adventurous, Heroic, Quixotic

Ocsipedus (Ocs) was drawn to stories of 
heroism and mighty deeds so much so that 
he swore to one day be the subject of such 
a tale. As he aged, he realized his talents as 
a bard and through his own adventuring 
eventually caught the attention of a group of 
adventures dedicated to stopping existential 
threats.  While the group itself was nearly 
destroyed after a mission went sideways, Ocs 
set out to find a way to rebuild the organiza-
tion and finance its mission. It was Ficus who 
introduced Ocs to the Salted Circle as their 
missions were closely aligned. Ocs quickly 
rose through the ranks becoming the obvi-
ous choice for a leadership position if one 
was to open. The moment came for Ocs as 
a former leader retired, making the drag-
onborn the newest of the five. While he still 
retains contact with his former organization 
it was decided that Ocs could do more in a 
leadership position than performing ground-

work. Still, Ocs uses this connection to 
learn of potential new recruits and to use 

the guild’s substantial resources to help his 
old friends when they are up against some-
thing out of their league.

Sanctum Vulpis

There will always be people on the run and 
for those with no other place to go their only 
option might be the Sanctum Vulpis. The or-
ganization is made up of a loose network of 
individual safehouses in hard to reach places. 
Anyone who can make it to a house is al-
lowed to make a pact, pledging to do no harm 
while within and to upkeep the house and 
the magic that protects those inside. Anyone 
or anything can make this pact, but once 
they step inside the safehouse they are not 
allowed to leave. The safehouses are neither 
good nor evil, they only exist to harbor those 
who have nowhere else to go. While inside, 
small parts of their life force are leeched into 
the house itself, waiting to be tapped by the 
Master of the House. 

Membership

To join the organization, you only have to 
find a safe house and make a pact to uphold 
the house for the rest of your life.

Benefits

Protection from the outside world is the 
primary benefit along with food and board. 
The only cost is that you can never leave and 
small parts of your life force are drained to 
power the house. 

Leadership

Each house has their own Master of the 
House and the people drawn to such a 
position come from all walks of life. Occa-
sionally a Hag will start a safe house and 
use the drained lifeforce to empower their 
spells. Paladins who Master a House might 
use them to imprison powerful artifacts and 
those pledged to the house defend against 
those seeking to do harm. The Master of the 
House can also include their own additions 
to the house pacts such as “no alcohol” or 
“no harming the people within the house”.
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Headquarters

Each house functions as an independent 
organization but all Masters of the House 
know of other houses nearby. 

Primary Goal

To provide a place for those who have no-
where else to go. 

Secondary Goals

◊◊ Protect their members
◊◊ Hide their safehouses

Known Leader

Wyatt Ferris

Human, Paladin/Sorcerer

Core Personality:
Calming, Encouraging, Wise

Master Ferris, the Master of Blackbirds seeks 
out people who are at wit’s end and on the 
brink and offers them a place within his safe-
house. He built the sanctuary to be a place 
of healing, a place to flee when the world is 
closing in. Ferris’s house is somewhat unique 
as those who take the pact can leave when 

they feel that they are ready to 
set out again, but until that 
moment the House of Mas-
ter Ferris is always willing to 
help support and heal. The 
accumulated power generat-
ed from the house is used to 
help cure both physical and 
mental wounds that would 

otherwise be incurable.

The Unseen

The Unseen is a loose organization of merce-
naries, sellswords, and outcasts who have all 
taken a pledge to do good in the world by help-
ing those without the means to help them-
selves. The Unseen is mostly made up of those 
who would classically be seen as monsters 
themselves, dark elves, tieflings, goblins, or 
anyone else that has been put to the sword on 
suspicion alone. While they pledge to do good 
by the world they still will take sometimes 
questionable jobs when in lean times.

Membership

Membership is often offered to those who 
are between a mob and a hard place. Join 
the organization and we will save you from 
certain death. To those who avoid such a di-
lemma the Unseen also occasionally gets new 
members from the towns they are contract-
ed out by. Kids see the warriors in action 
dedicate their lives to the cause. Because of 
this, Unseen camps usually have a decent 
number of trainees who occasionally go out 
on missions. Full-fledged membership is giv-
en once a trainee has proven themselves to 
the organization that they can handle them-
selves in combat and also that their goal is to 
do good in the world. 
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Benefits

For those who are of a ‘monstrous’ species, 
the main benefit is protection from persecu-
tion based on existing by wearing the mark 
of the Unseen. Additionally, when the orga-
nization is paid for a job, those who went on 
the mission get a cut. The organization also 
provides food, shelter, and training. It even 
provides apprentice opportunities to learn 
trades like masonry and blacksmithing.

Leadership

Each chapter of the Unseen has a leader or 
counsel who accepts contracts and tends to 
their members. These leaders will meet up 
to talk of greater campaigns or threats to the 
world and are directed by the founder of the 
organization J’sua. 

Headquarters

Each chapter has its own headquarters and 
the grand meeting place between the chap-
ters changes after each assembly. Usually, 
chapter houses are made in established 
businesses like taverns and brothels but also 
in old lairs of felled foes. Not only does this 
mean that the Unseen doesn’t have to make 
their own structures but it also prevents oth-
er monsters from moving into the recently 
emptied lair.

Primary Goal

Protect the weak and remove threats to the 
common people.

Secondary Goals

◊◊ Expand the organization so the protec-
tion for its members is recognized through-
out the land.

◊◊ Find a suitable location for a permanent 
fort, so that hopefuls have a place to jour-
ney to instead of having to be found. 

Known Leader

J’sua

Dark Elf, Fighter

Core Personality:
Charismatic, Strategic, Zealous

J’sua believes that to make a difference in the 
world he should gather those who have been 
tossed aside, and train them turning them on 
the real monsters lurking in the shadows. As 
a young adult, he saw evil committed by his 
own people and set out, forsaking those that 
he had shared a roof with. He had to restart 
his life and it took years for people to reach 
for his hand instead of their sword when he 
came into town. While he still personally 
recruits promising new members he spends 
much of his time looking for a home for his 
misfits.

The use of rigid golems and 

interacting with people using the 

assumptions drawn from those golems is 

the same thing as predicting where an 

object is heading.



Appendix 

“Don’t underestimate the usefulness of 
well-indexed spells. Too many witches and 
wizards have tripped on their robes becom-
ing some aberration’s kibble because they 
were too preoccupied flipping between 
chapters in their spellbook.”

—The Apostate, Evlyn

You can't closely interact with an 

object or person who you are just 

assuming is actually the exact same 

as the golem of them you constructed.
For relationships and meaningful 

connection to remain as part of 

our experience, we must shift our 

perspective to knowing where a person 

is, at that very moment, and interact 

with them as they are, allowing the 

possibility of rapid deconstruction 

of golems like a controlled burn in a 
forest.

This all has real world implications, as you 

can see th
e multitude of coming out stories for 

queer i
ndividuals that have rel

ationships end 

because 'the
 family has to mourn the d

eath of who
 

they thought th
e person was.' Those rel

ationships 

can't be rem
ade.
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W
hat are the best ways to create 
and improve the abilities of 
your witch? What Other-
worldly Companion suits you? 
How should you use your 
Curios? This chapter helps 

you work through these issues and find your 
witch’s place in the party as well as providing 
a quick reference to your many abilities and 
spells.

Your Companion and You

A Companion and a witch is a singular bond, 
once the bond is made it can’t be unmade 
and no witch has more than one Otherworld-
ly Companion, and no Otherworld Compan-
ion has a bond with more than a single witch. 
A player is able to dictate the nature of the 
relationship and the personality of the Com-
panion. In most cases, only the witch will be 
able to converse with their Companion but 
there are some types of Companions that are 
able to speak on their own behalf, like Com-
panionship of the Beast.

As a witch grows in power so does their 
bond with their Companion, the supernatu-
ral abilities that the witch eventually gains 
are a direct side effect of this relationship. 
The most powerful of witches have been 
known to be so affected by this relationship 
that they themselves become Otherworld-
ly beings, creating a demiplane for just the 
witch and their Companion. 

Choosing an Otherworldly 
Companion

The various options for Otherworld Compan-
ions all offer different benefits that include 
roleplaying opportunities and mechanical 
advantages. When making your witch you 
should read over the options carefully as 
unlike Curios, once you pick your Compan-
ion you are bound to them. [Because this is 
new content, GMs should be willing to offer 
some leniency if during play you realize the 
Companions benefits don’t work for your 
character concept.]

Companionship of the Beast

This option grants you the ability to sum-
mon a familiar that is more powerful than 
your standard familiar. Some of the main 
differences is the increased base Intelligence 
and that your familiar is able to understand 
and speak in every language that you know. 
This allows your familiar to interact with the 
party as a member and not just the spellcast-
er’s quirky pet. Additionally, the increased 
Intelligence means that your familiar is able 
to help you with your communal casting and 
improved ritual magic without having to 
involve your party members.

Companionship of the Elements

With this, you gain the ability to not just sur-
vive, but to thrive in a chosen environment. 
While inside your chosen area, you gain a 
number of special abilities that assist you 
and your party. If you are playing a campaign 
where you’ll be mostly in environments that 
aren’t the one you chose this Companionship 
won’t be as effective as others.

Companionship of the Flesh

Instead of carrying around countless objects 
to make into curios and multiple spellbooks 
containing all of your stored knowledge, you 
can instead magically tattoo everything onto 
yourself. Not only does this ensure that you’ll 
always be prepared but you can rest easy 
that it’ll take more than a common pickpock-
et to completely remove your mighty arcane 
powers. In addition, you gain a bonus to your 
Armor Class which should help you survive.

Companionship of the Spirit

This might be the best option for those who 
want cantrip utility. As long as you have the 
time to rest any cantrip in the game is open 
to you which gives an unparalleled amount 
of utility potential. Otherwise, choosing a 
combat cantrip can let you use your Curios 
for other benefits even if it means you’ll have 
only the single option when you run out of 
spells. 
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Creating your own Companion

If a player feels like none of the prewritten 
choices of different types of companions 
matches the character concept in mind, they 
should talk with their GM to outline a com-
panion that works for them. For balance, the 
preexisting options can be flavored, or if a 
GM feels confident in creating a wholly new 
option for their player they are free to do so.

Equipment

As a witch, you’ll already be carrying around 
the necessities for casting and adventuring 
but it is vital to not rely just on your curios. 
Having a sickle and a shortbow can make all 
the difference when you don’t have access 
to your source of power or are in a position 
where saving your spells is the better option. 
Many witches have had to turn tail and run 
when they find themselves in an anti-magic 
field and remember they left their mundane 
weapons at home because it clashed with 
their aesthetic. 

In addition to weapons, there is general 
adventuring gear that will greatly assist you 
and your party. While most packs come with 
bedrolls, it is highly suggested that you pur-
chase a tent during your adventuring career, 
the weather is a fickle thing and trying to 
study your spellbook in a downpour is an 
easy way to be the proud owner of a water-
logged spellbook. Additionally, once you have 
a bit of money, flasks of acid, alchemist’s fire, 
or holy water will pay for themselves when 
you find yourself in tricky situations. Some 
witches might find the need for an animal 
carrier for their familiar or strange creatures, 
a portable writing desk for field research, or 

maybe a whole arcane laboratory.

Selecting Curios

Starting out at 1st level you have access 
to two curios. As a witch, you don’t start 
with any cantrips (unless you took com-
panionship of the spirit) because of this, 
you might consider making a Curio of 
Cantrips so you have at least some com-
bat and utility ability that doesn’t have 
to recharge on a short rest. You might 

also consider making a Curio of Many Spells 
or a Curio of Repeated Spells. This would 
grant you two 1st level spells that would re-
charge on a short rest.

Alternatively, if you are confident that 
you will be able to take a short rest you 
could make two curios of Many Spells and 
have access to four 1st level spell slots. This 
would mean though that once you were out 
of spells you’d have to use mundane meth-
ods to attack and defend. On the defensive, 
a Curio of Protection gives you options for 
increasing your Armor Class while you are 
unarmored. 

It takes 10 minutes to create a curio. It 
is advised to keep at least one of your curi-
os holding a passive ability so that you can 
switch it out for another passive ability de-
pending on the types of encounters you are 
expecting.
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Choosing Spells

The spell list available to the witch is geared 
much more towards battlefield control and 
support instead of just combat. Because of 
this, you have access to a number of spells 
geared towards inflicting status conditions 
on enemy targets that will let your allies deal 
damage and stay alive. 

Low-Level Spells

The witch spell list is geared towards control 
and support with few spells that can deal 
significant damage. At lower levels, you will 
likely rely on cantrips. Unlike other classes 
that start out with a limited number of can-
trips known you know every witch cantrip 
but you must make a curio to cast them. 
Because of this, you can gear your cantrips to 
the situation, as long as you have at least 10 
minutes to make a new curio that is. 

For your 1st and 2nd level spells, the choice 
is more difficult. You might consider using 
another caster’s spells by taking chameleon 
casting, which lets you use your reaction to 
copy a spell that was cast by another crea-
ture. This can be used both offensively and 
defensively, as you can choose an enemy’s 
spell and fling the same one back at them, 
or you can copy an ally’s spell. For combat, 
spells like color spray, cuspate caltrop, en-
tangle, grease, hideous laughter, and sleep 
are all great for controlling the movement of 
enemy creatures on the battlefield, allowing 
your allies to have the advantage.

Once you get access to 2nd level spells, 
you have several damaging spells available 
to you like hemohail, rot, and shatter. How-
ever, you also continue to get access to spells 
that can benefit the party as a whole, such as 
invisibility or suggestion that can help you 
avoid a combat encounter altogether.

High-Level Spells

As you gain levels your spell list will expand 
to give you access to a host of utility spells. 
Additionally, you’ll have access to even more 
curios to help build out your available spells, 
but it is important to remember that you can 
only recharge a number of curios equal to 
your Intelligence modifier per rest so even if 
you fill every curio with spells, you’ll have to 
rest a lot more to keep them charged. Never 
underestimate your passive effect curios and 
letting your party members hold onto them. 
Why cast haste on the fighter when you 
can give a curio holding haste to the fighter 
instead. The name of the game for the witch 
is prep work. Do your research, find out what 
you’ll be fighting, and given enough time 
you’ll have no problem finding a solution to 
the problem. A witch by themselves is 
nothing compared to a witch 
with trusting allies and a bit 
of research.

Additionally, never forget 
your Arcane Wonder, the 
standard Sudden Manifes-
tation gives the ability to 
cast most low-level spells 
in your spellbook as a 
bonus action. It might be 
tempting to use it to get 
some extra damage in but 
keeping it in reserve for a 
potential escape is never a 
bad idea.

Witches Roles

Because of the unique way 
that a witch uses their mag-
ical power it is easy for them 
to change their specialization 
given enough time to prep. 
Generally speaking, there are 
a few roles that will be useful 
in any party and while a witch 
could fill all of them, some are 
better suited to the class than 
others.A litany of identities and 

defining categories that 
place people within boxes is forcing the construction of golems that are not necessarily tied to the person they are meant to represent.
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Blaster-Caster

The Blaster-Caster is a spell caster that spe-
cializes in dealing damage to as many crea-
tures as possible. This is one of the roles that 
a witch is least prepared to do well in. The 
lack of high damage dealing evocation spells 
makes it hard to be as effective as a sorcerer 
or a wizard. That being said, if a witch knows 
they’ll be able to take some downtime they 
can turn every single one of their curios into 
ones that can hold offensive spells letting 
them go toe to toe with about any other cast-
er. Once depleted of their spells though, the 
high-level curios will take days to recharge.

Support

The Support caster prevents damage or 
removes status effects from their team 
members, keeping them in the fight. A witch 
makes a good support caster but the lack of 
healing options means that they still have 
to rely on other sources to replenish lost hit 
points.

Control

The Control caster is one who changes the 
battlefield or restricts the enemy to weaken 
their effectiveness. This is where a witch 
excels. The vast majority of available spells 
are geared toward indirect combat and im-
pacting the battle by empowering their allies’ 
ability to deal with the threat.

Social

A Social caster is one who’s spell list is de-
signed to help in roleplay situations. While 
Charisma is not one of the witch’s primary 
attributes they have access to several passive 
curios than can help them adapt to social 
situations or boost other party members in 
social situations. In addition, having access 
to enchantment spells can force a social situ-
ation to the witch’s favor.

Research

The Research caster is one who’s spells and 
curios allow them to know what they are 
going into before they actually do. They are 
unmatched in making sure that when a fight 
happens, their allies have every advantage. 
Witches have access to a large number of 
divination spells which play very well into 
this play style. In addition, Curios of Privacy 
and Travel can be used to hide the party from 
prying eyes and ensure safe travel even in 
the most hostile of lands. 

Generalist

The Generalist is a mix of every role. Very 
few casters are only one role and have some 
spells from every role. Because of the witch’s 
Improved Ritual Casting, they can perform 
most roles in a limited extent even if they 
didn’t prepare the right curio or spell.

People 

must relate to one another in 

the moment, lest they live in 

this illusory world of neat 

categories and easily labeled 

boxes, isolated from true 

connection.

It is in many respects 
a comfortable world, 

a safe world, a world 
with clear monsters 

and heroes, but it is a 
world of golems as 

ephemeral as ghosts.

Any relationship that we form in a 

world that it becomes easier and easier 

to drastically shift our enfleshed self 

must be willing to persist past these 

drastic changes or be fated to stagger.
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OGL
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 com-
puter languages), potation, modification, correction, 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, procedures, 
processes and routines to the extent such content does 
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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; ar-
tifacts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, 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 reg-
istered 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 Contrib-
utor 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 Li-
cense 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, non-exclusive license with the exact terms of 
this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contrib-
uting 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 Prod-
uct Identity, including as an indication as to compatibili-

ty, except as expressly licensed in another, independent Agree-
ment 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 distrib-
uting 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 
Distribute.

11. Use of Contributor Credits: You may not market or advertise 
the Open Game Content using the name of any Contributor un-
less You have written permission from the Contributor 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 gov-
ernmental 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 sublicens-
es 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 1.0 Copyright 2000, Wizards of the 
Coast, Inc.

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 original material by E. Gary Gygax and Dave Arneson.
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A 
Witch’s Primer 

contains new game material 
and worldbuilding content 

for 5th edition. In this book, you’ll 
find the brand new Witch class with 
fourteen archetypes, five archetypes 
for the standard classes, three new 

backgrounds, feats, equipment, 102 new spells, 
and advice on how to place witches into your 

world. This supplement is designed to work 
inside the system and to expand the options 
for Game Masters and players. Before using 

anything from this book Players should 
ask their GMs about using any material. 
GMs can also use the new material from 

this book for designing nonplayer 
characters. Use what you want but 

most importantly, enjoy!


	Introduction
	Credits
	Foreword
	What is this Book
	How to use this Book
	Chapter 1: Introduction
	Chapter 2: The Witch
	Chapter 3: Sacred Secrets 
	Chapter 4: Additional Character Options
	Chapter 5: Spells
	Chapter 6: Lore
	Chapter 7: Miscellaneous


	The Witch
	I Became A Witch Because...
	We Whisper to Each Other By...
	Our Relationship Is...
	My Curios Are...


	Witch Leveling Table
	Basic Features
	Hit Points
	Proficiencies
	Equipment


	Manifestation Magic
	Your Spellbook
	Adding New Spells

	Replacing Your Spellbook
	Curio
	Preparing and Casting Spells
	Spellcasting Ability
	Improved Ritual Casting
	Learning Spells of 1st Level and Higher

	Otherworldly Companion
	Companionship of the Beast
	Companionship of the Elements
	Companionship of the Flesh
	Companionship of the Spirit

	Witch’s Script
	Sacred Secrets
	Arcane Wonder
	Sudden Manifestation

	Coven Casting
	Uncommon Manifestations
	Arcane Sense
	Empowered Manifestations
	Supernatural Insight
	Mythic Manifestations
	Planar Domain

	Curio Manifestations
	Curio of the Arcane
	Curio of Air
	Curio of the Beast
	Curio of Cantrips
	Curio of Earth
	Curio of Fire
	Curio of Flesh
	Curio of Flight
	Curio of Mirrors
	Curio of the Otherworld
	Curio of Perception
	Curio of Preservation
	Curio of Privacy
	Curio of Protection
	Curio of Many Spells
	Curio of Repeated Spells
	Curio of Sustenance
	Curio of Travel
	Curio of Water



	Sacred Secrets
	Secrets of Domination
	Arcane Wonder: Commanding Utterance
	Charming Gifts
	One to Rule Them
	Bound Minds


	Secrets of Dreams
	Arcane Wonder: Bewitching Slumber
	Dream Eater
	Sleep Like the Dead
	Realm Walker


	Secrets of Frost
	Arcane Wonder: Flash Freeze
	Glacial Skin
	Crystalline Construction
	Winter’s Soul


	Secrets of the Feast
	Naturally Skilled
	Curiously Consumable
	Charming Cook
	Arcane Wonder: Obsessive Consumption
	From the River’s Mouth


	Secrets of the Forge
	Natural Smiths 
	Arcane Wonder: Imbued Metallurgy 
	Curious Armor
	Curious Weaponry
	Curious Shield
	Weld
	Empowered Metallurgy 
	Form of the Forge


	Secrets of Golemancy
	Arcane Wonder: Spontaneous Animation
	Curious Helpers
	Tinkerer’s Companion
	Curious Companion
	Construct Disruption


	Secrets of the Grove
	Arcane Wonder: Nature’s Friend
	Take Root
	Strength through Wisdom
	Old Wood


	Secrets of Healing
	Natural Healer
	Arcane Wonder: Reconstitution
	Curious Restoration
	Curious Restoration
	Not Your Time
	Control of the Healing Hand


	Secrets of Many
	Wild Tongue
	Sight of the Tiny
	Arcane Wonder: Nature’s Army
	Implore the Wild
	Humbling Form


	Secrets of the Phoenix
	Arcane Wonder: Echoing Flame
	Fire in the Veins
	Eternal Fire
	Phoenix’s Soul


	Secrets of Prophecy 
	Oracle’s Font
	Arcane Wonder: Destiny Shift
	Fate’s Glimpse
	Inspired Reading
	Long Sight
	Hand on the Scales
	Available Prophecies
	Using Alternative Methods


	Secrets of the Swamp
	Amphibious
	Arcane Wonder: Undetectable
	Mosquito Cloud
	Hag’s Eye


	Secrets of the Tomb
	Grave Familiar
	Helping Hand
	Helping Hand Curio
	Arcane Wonder: Charming Corpse
	Secrets of Unlife
	Lich’s Path
	Curious Phylactery


	Secrets of the Wraith
	Trained for War
	Arcane Wonder: Inspire Dread
	Tainted Blade

	Tainted Blade Curio
	By Book and Sword
	Wraith’s Wail


	Sacred Secrets Overview

	Additional Options
	Further Archetypes
	Circle of the Vermiform
	Shape of Many
	Infestation 
	Eyes of All 
	Fractured Self 

	Occultist
	Bonus Proficiencies 
	Occultist’s Grimoire 
	Practiced Sigilmancy 
	Runes of Power 
	Fortified Soul 
	Master Ritualist

	Forsaker
	Tenets of the Forsaker 
	Oath Spells
	Channel Divinity 
	Shattering Conviction 
	Aura of the Forsaker 
	Mage’s Tribunal 

	Silencer
	Lethal Interruption 
	Ley Line Blocker 
	Spell Siphon 
	Spell Redirect 

	Hematomancer
	Essence Extraction 
	Sanguine Casting 
	Blood Puppetry 
	Borrowed Life 
	Improved Blood Puppetry 


	Backgrounds
	The Hunted
	Feature: Trust Your Gut
	Variant Hunted: The Deal
	Suggested Characteristics

	Village Elder
	Overview
	Feature: Leader of the Common Folk
	Variant: Astute Supply Management
	Suggested Characteristics

	Witch Hunter
	Overview
	Feature: Witch Hunter’s Right
	Variant: Traitor to the Craft
	Suggested Characteristics


	Additional Feats
	Master Ritual Casting
	Curious Initiate
	Witch Tongue
	Crafty Casting
	Arcane Feint

	Equipment
	Animal Carrier, Mundane 
	Animal Carrier, Dangerous
	Arcane Laboratory
	Monster Carrier
	Personal Library 
	Portable Writing Desk 
	Ritual Chamber
	Scenting Oil 
	Wand Holster 



	Spells
	Spell Descriptions
	Annarista’s Ghostly Visage
	Annarista’s Sight
	Annarista’s Tether
	Appendage of the Betrayer
	Arcane Siege
	Bonespear
	Buckle
	Chameleon Casting
	Closed Loop
	Cloud’s Sight
	Consuming Fog
	Corpse Trap
	Cruel Fate
	Curse of Consumption
	Curse of the Unlucky
	Cuspate Caltrop
	Dani’s Enchanting Orchestrion
	Death’s Call
	Death’s Grasp
	Diminutive Movement
	Draconick’s Aura of Transference
	Expunction
	Fate’s Thread
	Ferryman’s End
	Fire Eater’s Blessing
	First Sigil of Endless Flesh
	First Sigil of Flame
	Forget Me Knot
	Forgetting
	Forth Sigil of Endless Flesh
	Francisco’s Lament
	Gambler’s Eye
	Gastral Decay
	Glide
	Gut’s Instinct
	Hemohail
	Hidden Hallways
	Hidden Tripline
	Ice Field
	Ilia’s Achromatic Orbs
	Ilia’s Achromatic Wall
	Ilia’s Monochromatic Ray
	Ill Omens
	Incantation of Bone
	Incantation of Exhaustion
	Infectious Message
	Insult to Injury
	Jamey’s Reanimated Prothstetic
	Junia’s Hex of the Horsemen
	K’errahn’s Brine
	K’errahn’s Gaze
	K’errahn’s Toll
	Kjell’s False Prophecies
	Liberation from Flesh
	Limb of the Betrayer
	Mantle of the Damned
	Mark
	Mass Rot
	Mass Unmaking
	Matosway’s Beastial Revival
	Medea’s Crown
	Medea’s Insanity
	Medea’s Slumber
	Mellifera’s Wound Delaying
	Miracle of Sustainment
	Nature’s Hidden Shelter
	Newt’s Accelerated Decomposition
	Nothrim’s Notorious Glitter Bomb
	Orator’s Aid
	Phantom Carriage
	Plague of Silence
	Planar Terraformation
	Quake
	Ravicious’s Stone of Ardent Slumber
	Relinquishment
	Repeat
	Restrictive Flesh
	Rot
	Sap
	Scidion’s Treachery
	Scribe
	Second Sigil of Endless Flesh
	Second Sigil of Flame
	Seed of Lies
	Serafin’s Spectral Shield
	Sinewy Sled
	Sling
	Specters’ History
	Sunder
	Third Sigil of Endless Flesh
	Third Sigil of Flame
	Tracker’s Peril
	Twisted Tongue
	Umbra Knife
	Unmaking
	Vivisection
	Wall of Flesh
	Weird Reconstitution
	Witch’s Tooth
	Wolfe’s Venom Geyser
	Yllairies Help
	Zone of Delaying


	Spell By Level

	Lore
	Arcane Church
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leaders
	Arannis Nailo
	Roland Ainsworth
	Veera Raith


	Blooded Lotus
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leaders
	Minister Yeveren
	Malachi Faychild
	Ermine Gaus


	The Codex
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leaders
	Augustus Fuldor
	Caliphithe
	Ejayerelle Ars Eytherin
	Sila


	Family Nocturn
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leaders
	Maekenz Graneel
	Nedivar
	Terminus Vayne


	Heralds of the Broken Land
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leaders
	Calamatia Equisitales Onoclea
	Elriel
	Phaedra
	Vale Bleakbones
	Xun Bailin


	The Hushed Coven
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals

	Salted Circle
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leaders
	Atonement (Toni)
	Ficus Lamplighter
	Sylvil Roseis
	Lord Armen Faeryl
	Ocsipedus Ocs Turnor


	Sanctum Vulpis
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leader
	Wyatt Ferris


	The Unseen
	Membership
	Benefits
	Leadership
	Headquarters
	Primary Goal
	Secondary Goals
	Known Leader
	J’sua



	Appendix 
	Your Companion and You
	Choosing an Otherworldly Companion
	Companionship of the Beast
	Companionship of the Elements
	Companionship of the Flesh
	Companionship of the Spirit
	Creating your own Companion


	Equipment
	Selecting Curios
	Choosing Spells
	Low-Level Spells
	High-Level Spells

	Witches Roles
	Blaster-Caster
	Support
	Control
	Social
	Research
	Generalist


	Art Information
	The Order of Feedback
	Witch’s Script
	OGL
	Witch Character Sheet


