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FOREWORD S009

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,
alabor 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.

Asourt Eva (Sue/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 Dou ova 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)

AsouTt Nicuoras (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 '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.
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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
4| 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 18 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 1o USE THIS BOooOk

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.



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.

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

KICKSTARTER BACKERS

CHAPTER 6: LLORE

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.

¢ Kay on Twitter @UncertainMem and
Twitch @uncertainmemory

O Tytus

| 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 | wouldn’t be here and because of that, |

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
Adam Crandall
Adam Dunigan
Adam Jury
Adam Makey
Adam Neisius
Adam Pearson
Adam Rossi
Adam Vincent
Adam Wendlowsky

Adrian Dickson

Adrian Draney

Agnieszka
Pogorzelska

Aidan

Aidan Bolduc
Alain Bourgeois
Alan Purdy
AlaskasStars
Alastair Bontein
Alec

Alec Horan
Alex

Alex

Alex Armstrong Alexander Crounk
Alex C Alexander Garrett

Alex Char-
bonneau

Alex Duden
Alex Ford

Alex Green

Alex McBirnie
Alex McNelis
Alex Rippberger

Alex Shrew
Herrington

Alex Wilson
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Alexander Key
Alexander Ward
Alexander Wilfinger
Alexandra Long
Alexei Glick
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Ali Heltzel

Alice
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Brogan Burke
Brooke

Bruce Allen
Lancaster Jr

Bruno Grimaldi
Bryan Montelongo
Bryce

Bryce Perry
BuraieX
BusinessOtter

C Daetwyler
Cailie Swillum
Caitlin Crowley
Caitlin Lineback
Caitlin Nicodemi
Caitlyn
Calamity’s Child
Caleb Sheehan
Caleb Thompson
Cameron Baldi
Cameron Keily

Cameron MacVean

Cami Grijalba
Cap Jo

Carey Coombs
Carey Williams
Carl Clare

Carl Theodore
B. Cordero

Carly Rutherford

Carmela Garcia
Gonzalez

Caro

Casey Alpiar
Casey Dilg
Casey Prohn
Cat Andrews
Catherine

Cathrine Noer
Hjorth

Cecil Maye
CesiumKitty

Chad

Chad

Chad Gross
Charles Prause llI
Charles Summerhill
Charly Knight
Chelsea

Chelsea Carreer
Chelsea Clifton
Cherie Alberski
Chessen Clook
Chris

Chris

Chris King

Chris Opinsky
Chris Striker

Chris Walker-Bush

Christian Chris-
tiansen

Christian Tena-
cious Cow



Christina Hanks
Christine Steadman
Christoffer Voll
Christopher
Christopher Brown
Christopher Bryant

Christopher David
Ainsworth

Christopher Ellis
Christopher Garland

Christopher John
Sans Boillot

Christos Kiriakakis
Cidolfus

Cindy C

Clint Doyle
Cody

Cody

Cody Doss
Cody Holland
Cole Dieterle
Colin DeMatteis
Colton Petry
Colton Rowe

Commodore
Erickson

Connor Webster
Coolwolf15
Corey de Danann

Corinne Kimball

Corinne Taylor
Craig Hindle
Cristov Russell
Crystal
Cthulhu Kid
DJ-Artyom
DSH

Dadalos

Dallin Higgs
Dan Hess

Dan McCrackin
Dana Boychuk
Dana Maya

Dana Nawol-
ski Janik

Dana Tenerife
Dane Harwick
Dane Patrick
Daniel

Daniel Beeching
Daniel Cook
Daniel Elsom
Daniel Fox
Daniel Gaston
Daniel Ondre
Daniel R Curtis
Daniel Valkenhoff
Danielle Carr

Danielle Thuen

Danika M

Dante Parker
Darcey Wunker
Darin

Darin DuMez
DarinVT

Darklord
Darqueste Grimoire
Darrono

Darwin Arriaza
Dave Clark

David Alex Nguyen
David Carter Carter
David Clarkson
David Domalain
David King

David Lamberson
David Murphy
David Penner
David Summers
David Wallace
David Yip

David Ysasi

Dawn English
Dean

Deberah

Denice Naquin
Derek Munn
Derek Otis

Derek Vendt
Devin Seifert
Devon Brown
Devon Manners
Dianna Laver
Didi Goodwin
Digi

DijiDori
DominicO

Donald Stevenson

Doug Dhomal Raas
Doug Baldwin

Douglas Best
Whitley 11l

Dracina
Duncan

Duncan Brad-
shaw-Smith

Dylan McCollum
Dylan Wieland

E David Miller

E. S. Dickenson
Eddie

Eddie Freeman
Effie Matteson
Efrain Duran
Elaina

Elaine Griffin
Elin Wojciechowski

Elise Shelfmau-
vehogwartsjag-
uarblarg Cann

Eliza Thor

Elizabeth DeBoeser
Elizabeth Dewell
Elizabeth Evans-Gist
Elizabeth Mace
Giosia

Elizabeth Munson
Elizabeth Parmeter
Eliska Svobodova
Ellen Wick

Ellu Ngoko

Eloisa Marie
Rodriguez

Elona Taylor
Hart Thielen

Elora DeGreef
Elrieltinuviel
Ely E

Elyse Ritter

Em Calfo
Emeel Morga
Emil

Emily

Emily Brantz
Emily Conyers
Emily Jackson
Emily James
Emily Rose Romano
Emily Tachibana
Emily Watts
Emma

Emory

Eric Baker
Eric C. Snow
Eric Fouquet
Eric Heupel
Eric Holt

Eric Ramirez
Eric Szypulski
Eric Toczek
Eric Turgman
Erica Bramlett
Erik

Erik Shell
Erika Whaley
Erin

Erin

Erin Madson
Erin Marshall
Erin Meadows
Erin Stoll
Esi3tails
Esther

Evan Nelson
Evelyn Lee
Evie Clapp
Evon Tan

Ewan
Richards
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Exalted Funeral
Falon Deimler

Farrell Dibart

Fernando Sandoval

Finley McLaren
Finn Jensen
Foivos Stergiou
Forrest

Foster E
Foxwood Games
Francois Mersch

Frank Mottokro-
sh Reding

Frank Molnar Ill

Gabriel Garcia
Moreno

Gaia Golan

Garrett Rasmussen
Gary McBride
GeekyBugbear
Geoffrey Hamlyn
Georg Mir

George

George Gates
Georgia Cook

Gian Carlo A.
Manuel

Gianni Barbera
Ginette Colon
Gio Maslog
Giovanna
Goncalo

Grace Ann Griffin
Grady Bowser
Graham Cheshir
Grant Reamey
Graysen

Grayson Galli-
frey Kempster

Gregory

Gresham

Fleitz

Greta
GriffinFire
Grunnet
Grégoire André

Guastavino

Guest 11556620525

Guest 1179163638

Guest 15616991340

Guest 173789955

Guest 1797246558

Guest 2068572077

Guy Edward Larke
Gwen Howarth
HTTPaladin
Hadryan

Hana Davisson
Hana Lee

Hanna Andersson
Hannah Bailey

Hannah Bishop

Hannah Clara Mills

Hannah Nelson
Harrison Swift
Harry

Hayden S
Heather Nixon
Hector Heaviside
Helen

Helen Cheevers
Helen Lobel
Holly

Holly Dingwall
Honey Staufer
Hugh Gallagher
I.T. Reitzes

lan Bailey

lan Borchardt

lan Foo

lan Lambert
lan Magee
lan McFarlin
lan Rugg

lan Wright
Icaro Santos
IntolerantLeft
Isa

Isabel

Ishirna

lzzy

J K Rasmussen
J Paul Keller

JEREMY D.
KLEINHANS

JM Navarro

Jace Ridley

Jack Elphinstone
Jackson Adams
Jackson Jelenic
Jacob A

Jacob Carruthers
Jacob Crowley
Jacob Dawson
Jacob Dugan
Jacob Goldberg
Jacob R

Jada A.

Jae Pryse

Jaime Wurth
Jake

Jamal L Wilkins
James

James Alex Kunka

James Cameron
Mccloy

James Crane
James Jordan
James Robbins

James Tomazos

James Whitehurst
James Woodman
Jamey Belin
Jamie Hughes
Jamie Schmidt
Jan Brofka-Berends
Janina Joves
Janine Muller
Jared Rutter
Jarod Trainham
Jasmin Hills
Jason

Jason Arons
Jason Butz

Jason Conlon
Jason Gabel
Jason Guest
Jason Moran
Jason Renslow
Jasper Patch
Javier A Verdin
Javier Lopez Slone
Jay Schammert
Jean Downing
Jean-Benoit Harvey
Jeanne Frenken
Jeff Blackshear
Jeff Holland

Jeff Robinson
Jeffrey Hendriks
Jeffrey Reed

Jen Kitchen
Jenna Dente
Jennifer Prickett
Jeremy

Jeremy Esch
Jeremy Sterling
Jeremy White

Jerrod Rose Jr.

Jes

Jess

Jess

Jess Bridges
Jess Dempsey

Jess Elizabeth
Moran

Jess Stewart
Jesse Alvarez
Jesse Anderson
Jesse Matonak
Jesse Metcalf
Jessica M
Jessy

Jill Poisson

Jillian Taylor-Dolan

Jim Dawn
Jim DelRosso
Jimmy Nunns
Jinny

Jn Hiesfelter

Jo.Spurrier@
gmail.com

Joakim Almgren
Joe Perry
Joel Maunula

Joey Gnomedic
Barranco

Joey Wiley
John

John Crothers
John Crowley
John Diffley
John Fricker
John Hobbs Il
John LaPoint
John Nguyen
Jon

Jon Farrell

Jon Sawatsky



Jonathan Beeler
Jonathan Brown
Jonathan Goff
Jonathan Leggo
Jonathan Nielsen
Jonathan Talerico
Jonathan Upshur
Jono Mammel
Jordan

Jordan Kemp
Jordan Kruger
Jordan P.

Jordan Shiveley

Jordi Rabionet
Hernandez

Joseph

Joseph Bechtold
Joseph Catrone
Joseph Nordman

Joseph Pa-
traszewski

Joseph Wells
Josephine Magee
Josephine Mitchell
Josh H.

Josh Lyons

Josh Mawdsley
Josh Medore

Josh del Villar
Joshua Morales
Joshua Ray Spieker
Joshua Reynolds
Joshua_Varela
Jovar

Joao Pedro Oliveira
DeAlmeida

Juergen barters
Julia Bjorklund
Julia Dondero

Julia Gallo

Julie H.

Junia

Justin

Justin Amigleo
Justin Scott
Justin Wayne
Justine

Justine Cameron
J'Amy

Kace

Kaelee Plante
Kaeleigh Post
Kailie Bill

Kaleb

Kalvin Gearhart
Kamish Bhai
Kara Rangel
Karene

Kat

Kate Huggins
Katherine Martin
Katherine Stapp
Kathleen Quayle
Katie Archbold
Katie Hammill
Katie Jones
Katie Martin
Katie Truchon
Katja

Kayla

Kayla Green
Kayla McMurtry

Kaylee Nikole
Varner

Kaytee Pappas
Keely

Keith E. Hartman
Kelly McKew
Kelsie Marice

Ken Reinertson

Kendal Stormbo-
rn Robinson

Kenneth Patric Starr
Kenneth Sargent
Kenny

Kenny

Kenny Yong
Kent Taylor

Keri Parmeter
Kevin

Kevin

Kevin Barnes
Kevin Cherry
Kevin Couto
Kevin Creamer
Kevin Hall

Kevin Merrill
Kevin Moore
Kevin Nikelski
Kevin OBrien
Kevin Owens
Kevin Rheault
Kevin Vidrine
King Rollo
Kintarotpc

Kira Carter
Kiraah

Kirk Nicholls
Kirstine Langers
Kisa Griffin
KnKplayDnD
Knottlt

Kody Christoffer
Koen van Engelen
Konnar

Kory Beatty
Kory Urban

Kris

Kristen Winslow

Kristin Bastion

Kristina Guerrero
Kristina Malekow
Kristina Overaitis
Krystal Matthews
Kyle

Kyle MacDonald
Kyle Mcphee

Kylie (aka Babbles
or Dabbles)

Kyllindros
KymerionVesh
Kyra Schwartz
LS

Lacey Wickline
Lance McMillan
Lara Loureiro
Laura

Laura

Laura Moore
Laura Woodruff
Laurel Ellis
Lauren Buxton
Lauren Neuman
Lauren Raiman
Lec

Lee Perry

Lee Yeong Chee
Leigh Cain

Leila Ascariz Novo
Leonard Lee
Lesley W

Leslie

Leslie J Faison
Lexi Mcclain
Liam Butler

Linda Marie
Pedersen

Lindsay
Lindsay Austen

Lindsay Garside

Linktoreality
Lionel stone
Lisa Jonsson
Lisa Koser

Liva Saebye

Liz Apple
Logan Back
Logan lynskey
Loli Channing
Sam & Hayley Hart
Loren Frerichs
Lorena

Louis Millington
LuAnn Venden

Lucas Fuzz-
bang Kuntz

Lucas Heinsheimer
Lucas Henderson
Lucas Keune
Lucia Versprille
Lucian Kahn
Luver

Lyx Fuge

MG

MA Roxas
Maddy Nerdin
Madisen

Maggie Morgans
Magnelia

Mahdi Rahman
Maia

Malcolm Wilson
Man Yellow

Marc Burkom
Marc Schubert
Marco

Marco Girondi
Marco Kolde

Marek Sz-
watkiewicz
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Margaret
Margaret Paul
Maria Baron
Maribelle
Marie Lupia
Marina Romero
Mark

Mark J. Yanik
Mark Potter
Marley D

Marn Manders
Marsh Hock

Marte Lakken
Myrvold

Martin Bus-
chmann Rustan

Mathuin ['Ma-
Hoon']

Matt

Matt Caulder
Matt Corley
Matt Doncon
Matt Drwenski
Matt Gamble
Matt Persons
Matt Prater
Matt Rumsey
Matt Soucy
Matt Trombley
Matt Williams
Matthew
Matthew Anaya
Matthew Chase
Matthew Cmiel
Matthew Golub
Matthew Hain

Matthew J
Weidman

Matthew Jameison
Matthew Jones

Matthew Kau

Matthew Pressman

Matthew Rowlan
Matthew Wiese
Matthias Mertens
Max Glasner

Max Hysmith
Maxfield Howes
Maxstroid
McKenzie Wilkes
Megan Donecker
Megan Jessup
Megan Lister
Megan S.
MegginCody
Meitreya Mayako

Melanie L
McLuskey

Mele
MeleeMagthere
Mendel

Merja Jokinen
Michael

Michael

Michael Bonar
Michael Bowman

Michael Eric
Schaner

Michael G
Michael Hansen
Michael Jacobson
Michael Jones
Michael Merchant
Michael Miller
Michael Pritchard
Michael Staines
Michael Thomas
Michael Tree
Michael Tucker
Michael Tyler Kerr

Michelle Alster

Miguel
Warlock
Patreon

Mike F.

Mike Harvey
Mike Kenyon
Mike Mancini
Mike Mathewson
Mikhail Bell-Oetting
Minakie

Minalien

Mira Strengell
Molly Loewen
Molly Muilenburg
Moonyen Sunyen
Morgan

Morgan

Morgan Diehl
Morgan Gate-Leven
Morgan Metcalf
Morgan Sitler
Mouse

MrPlucky
MrPrimate
Muriadim

Mychal

Myssy Landy
Hoffower

N3rdM3tal

Naomi
Hutchin

Natalie

Natalie Barber
Nate Boucher
Nathan

Nathan Bynum
Nathan Everson
Nathan Gross
Nathan K.

Nathan Pallotta
Nathan Stemmler
Nathaniel de Leon
Nedivar

Neelam

Neil

Nethescurial
Nicholas Bruce
Nicholas Johnson
Nicholas Martinez
Nicholas Nowark
Nick Miethe

Nick Zakhar
Nicolas DiFurio
Nicole

Nicole P.

Nicole Tompos

Nicole Trainor
Nicolle Sosongco
Nike Johnston
Niki Pell

Nikki

Nikki

Nikolas Makasis
Nikoline Kaiberg
Niv Levy

Noiras

Nolan Smart
Nom

Nomad
Nordenheim
Nova O’Brien
Noél Chrisman
Oddtwang
Oliver

Olivia Montoya
Olivia Yelovatz
Olof Fristrom
Omar Khan
Omega Jones

Orcansee
Game Works

Orla ni Dhuill



Ornithopterx
Owen St.Gelais
Paige

Pamela Shigeoka
Pandia

Patrick P.

Patrick Shepard
Paul

Paul FaceBonz
Ormsby

Paul Johnson

Paul Landis
Paul Phillips
Pauli

Payton Risch
Pepper

Peter Fawcett
Peter Hosey
Peter Mazzeo
Peter Phelps
Phil Kenyon
Philip Rogers
Philip Wesley
Phillip Lemons

Piper Mack-
enzie Ryan

Porter Williams
Purpose-Porpoise
R. Morgan Slade

RAVEN FISCH-
ER-RIVERA

Rachel

Rachel

Rachel Edwards
Rachel Fink
Raduca Grigorescu
Raf Bressel

Raiddy

Raina Havens

Randi Trevan

Randy
Randy Weis
Ravais

Rebecca
Chamberlin

Rebekah Samuel
Remy

Rene Kremer
Renzo Gambone
Ressurgency
Rewd

Rhel

Ria Farmer

Rian Rail

Rich Horner
Rich Steeves
Richard Bale
Richard Dixon
Richard Poffley
Richard Sorden
Richard Welker
Roakana Games
Rob James

Rob Matteson
RobScumaci
Robert

Robert Huss
Robert McNeal
Robert Moltrup
Robert Tarr
Robert West
Robert von Estorff
Robin Hoelzemann
Rolf Heinemann
Rosie Morris
Rune

Russell Ventimeglia
Ryan

Ryan

Ryan

Ryan Benham
Ryan Fast
Ryan Sundberg

Ryan William
Frederick

S. Trimble

SP

Sabel
SaberCrystal
Saga Mackenzie
Sal Creber

Sam

Sam Bainton
Sam Brockelbank
Sam Clements
Sam Eaton

Sam Underwood
Samantha
Samantha Darcy
Samantha McGahan

Samantha
Zukerman

Samuel Kim
Samuel Roussel
Samwest

Sarah Fraser
Sarah Jacobs
Sarah Lynn
Sarly Wood
Sascha

Scott

Scott Davenport
Scott J. Dahlgren
Scott Walock

Sean Christopher
Charles Richer

Sean Daugherty
Sean Duffy
Sean Jones

Sean Owen

Sebastian Galvez
Selena Pappas
Semia

Sennoux

Serena Kaye

Seth Mitchell
Seven

Shaan Heng-Devan

Shafer Chris-
tian Brown

Shannon
Shannon Collins
Shannon McGuire
Shannon O’Brien
Shannon O’Driscoll
Shaun Beckett
Shaun McMillan
Shawn

Shawn Crawford
Shawn Fennessey
Shawn Stendevad
Shiny Logarius
Shizuochan
SianMcQ

Sierra

Silverwing Prime
Simmy Sims
Simona Gunther
Sir_Edward_Prize
Skander Ballard
Skylar Amanda
Software Bloke
Sophia

Sophia

Sophia Grey
Sophie King
Sophie Macmillan
Stacie Nugent
Stacy Banks

Stefan

Steph

Stephane Auger
Stephane Gelgoot
Stephanie Betschart
Stephanie Poole
Stephanie Rainey
Stephen

Stephen Edwards
Stephen Pratt
Stephen Shoemaker
Stevan Serafimov
Steve

Steve Bracco
Steven Krajnyak
Steven Norris

Su

Susan

Susan Craley

Susan Thompson
Susanne Johansson
Sybil

Sydney

Sydney Brown
Sydney Wiseman
Szymon

T

TR

Taara

Taelor Dougherty
Talon Pardun

Tamarack The
Werewolf Survivor

Tamarah

Tara Palmer
Tara Redinger
Taran Winnie
Tash Alexander
Tasha Dohnt
Taylor Espy

Taylor Kline
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Tegan Jephcott
Temujinzen

Terry Adams

The Broadswords
The Fast Hero
The Lost Hikers
The Rangdo of Arg
TheCataclyst
Theo Josephs
Thomas

Thomas

Thomas Campbell
Thomas Craig

Thomas David
Fenney-Mather

Thomas Duncan
Thomas Payne
Thomas Smith
Thymbraeus
Tim Dubbelman
Timothy Alcorn
Timothy Dziewit

Timothy McCown
Reynolds

Toby

Todd

Tom B

Tom Burdak
Tom Wright
Tommy

Tony Horne
TotemForSale
TothJM

Tre McCarthy
Trevor Blackmore
Trevor Dwire

Trevor Lee
Muschamp

Trey Morton

Treye D'Eramo

Tricia

Trina Clau-
sen-Adams
Trip Space-Parasite
Trivia

Tyler Corbin
Tyler Hildebran
Tyler Mascia
Tytus Zink

Val

Valeri

Valyzons

Velka

Veronica
Vesala

Victoria
Victoria Hyde
Vincent Herzer
Vlad Giulvezan
Voidseer

Voyd

W Jacob Knecht Jr.

Walker Clay
Wayne DuChateau
WeShadows
Wendy Smith
Wesley McNair
Whitt

Wilfredo Gagaza
Will Fife

Will Wagner
William Dunbar
William Flynn
William Halpern
William Pender

Wolfgang
Engelbrecht

XD Miniatures
Xanthe Maddocks

Xanthuss Marduk

XionNK
Yaameen

Ying Xu
ZONETrigger
Zach

Zach Crites
Zach Hall

Zach Hunt
Zach Norton
Zach Overstreet
Zachari Dahran
Zachary Carter
Zachary McMillan
Zack Davis
Zackary Smith
Zaftig Gomez
Zane

Zappa

Zeke Reineccius
Zero Caige
Zhul

Zoe

Zoe Sey-
mour-Turner

Zombified
ZoraFay
afensch26
astera
atorins1

austinbounsavy@
gmail.com

bean
beaverkoin
catherine
chonkchilla
darkwolf
elizabeth brown
emilytheslayer
gunnah

jigglefactor

jonnyhooks
joshua palmer
katre

kirsten mentzer
luckykid11

mad doctor
mark cherico
maxoutdragon
mercury_hat
myshade1973
naoji toikawa
nathanael west
nicholas davis
paulsilver
pisapiza
potroast

ramzie

ranlam

royalef

russell bedford
scott delaney
stargrabberb
stormydawn
sumptesh
toomuchlettuce
toonestoons
trilobitelizard
vinnyofthedead
yuutosenshi
Zach

Zach Crites
Zach Hall

Zach Hunt
Zach Norton
Zach Overstreet
Zachari Dahran
Zachary Carter
Zachary McMillan

Zack Davis

Zackary Smith
Zaftig Gomez
Zane

Zappa

Zeke Reineccius
Zero Caige

Zhul

Zoe

Zoe Sey-
mour-Turner

Zombified
ZONETrigger

ZoraFay
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CHAPTER ~ TWO

“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
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i| here are many things that

|| set a Witch apart from other
spellcasters, but their connec-
tion with their Otherworldly
Companions along with the

d| 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...

de Reason

I was abandoned by my community
and forced to the road after making

1 predictions that came to pass. I took
the only path left open to me with my
Companion at my side.

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.

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.

I had a family member that I was very
close to. When they passed on I was

4 devastated. Years later they’ve re-
turned with knowledge from beyond
the veil.

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

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.
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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.

de  Whispers

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

My companion is my reflection and
to commune I fill a bowl with water

2 and stare into it until the image starts
moving.
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:.

While some dream of dancing sheep, I
envision a lavish dinner party where
my companion and I are the only

4 guests. We talk over fine dining and
strong drink. I always wake up with
a smile on my face and sometimes a
small hangover.

The cat that sits on my shoulder
knows many languages and is an

5 eloquent speaker. They just usually
whisper in my ear quietly so that only
I can hear.

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

de  Relationship Outlook

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

Your Companion is the opposite of
you in every way and lets you know

2 it. Communications are almost always
hostile in some way, but when you do
work together it is in perfect cohesion.

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.

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

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

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.

dé  Curio Origin

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

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

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

Even before you met your Com-
panion, you spent a lot of time in a

4 kitchen. You enjoy inscribing snacks,
meals, pots, and pans with the effects
of your Curios.

You take trophies from your foes after
you’ve killed them. From these you

5 assign powers that are fitting. In a
way, you feel you grow stronger by
absorbing some part of them.

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

VOKOL 2470 7 070 VY 20V TOAT ML 7 ATTSLOT TV2 ALY2LTAPON

7AL07AT POMM JOTTLANOTT VY <V TVA AOTTOA ATS / A 790 TVA L0 7 19

>S40 AVOTLAQL AOss TLAAS

R REHSE T A



R REHRE IO

WitcH LEVELING TABLE

Level Proficiency Bonus Features Curios
1st +2 Manifestation Magic, Otherworldly Companion, Witch’s Script 2
ond +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
oth +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 EQuIPMENT
” (a) a quarterstaff or (b) a sickle
Hit PoIiNTs (a) a component pouch or (b) an arcane focus
Hit Dice: 1d6 per witch level (a) a scholar’s pack or (b) an explorer’s pack
Hit Points at 1st Level: 6 + your Constitution A spellbook
modifier Alternatively, you can ignore the equipment
Hit Points At Higher Levels. 1de6 (or 4) + your provided by your class and background, and
Constitution modifier per witch level after start with 4d4 x 10 gp to spend on equip-
1st ment.
PROFICIENCIES MANIFESTATION MAGIC

Armor: None

Weapons: Daggers, sickles, darts, slings, YOUR SPELLBOOK

quarterstaffs, short bow At 1st level, you have a spellbook containing

Tools: None four 1st-level witch spells of your choice.
Saving Throws: Intelligence, Wisdom Your spellbook is the repository of the witch
Skills: Choose two from Arcana, History, spells you know.

Insight, Medicine, Nature, Religion, or The spells that you add to your witch’s

Survival spellbook as you gain levels reflect the



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 armaor.
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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. Iltems
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

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.

LeArRNING SPELLS OF 18T 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.
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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.
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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
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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.
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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 eth, 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
1level 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



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.

PraNAR 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-

<Ly sidered a creature of that type.
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CURIO M ANIFESTATIONS

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.

i Mythic: You can place a single 9th level spell
¢ from your spellbook inside the Curio.

CuURrIO 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.

CuURIO 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.
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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 or 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 or EArRTH

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
i 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

i Curio and you gain a burrow speed equal to
: your movement.

Curio or 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

i 1mile 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

i you have resistance to fire damage.

i 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.




DIf 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 or 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
i 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
i 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
i 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.
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Curio oF FLIGHT

Passive

: Basic: You can jump double your normal

i 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.

i Mythic: You gain a fly speed of 60 feet.

CuURrI10O OF MIRRORS

Active

. Basic: You create 1 duplicate.

¢ Uncommon: You create 3 duplicates.
Empowered: You create 5 duplicates.
i 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:

¢ 1or 2 duplicates: roll ad4. On a1 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 de, 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.
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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

i ethereal plane for up to 1 hour or until you

i use this ability again. Your movement is dou-
i 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 1dé 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 orF 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.

i Mythic: You gain truesight out to 60 feet.

i Additionally, you roll sight based perception
: at advantage.

CURI10 OF PRESERVATION

Passive

: Basic: You cannot be magically aged.

i Uncommon: You cannot be magically aged
and you have advantage on death saving

i throws.



: 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 or 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

i and any creatures within 30 feet can’t be tar-
¢ geted by any divination magic or perceived

¢ through magical scrying sensors when hid-

i 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.

i Mythic: While not wearing armor your base
i AC becomes 13 + your Dexterity modifier +

: your Intelligence modifier.

Curio or 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

i recharge the Curio before using that spell

i again. You can use the other spell inside the

i 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

i 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

. sth-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
i other spells inside the Curio if they have not

. been cast.
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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
i 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,
. sth-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
i Curio. This spell can be cast twice before the

i 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

i more than 4 hours, your pace quickens with-
: out any negative effects and you are able to

. find the most unlikely of shortcuts.

PEVATLDT VY 70VIK0L 2479 940F 2400 0LVD O

: Youand 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 or 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

i version of this Curio and you can walk on

i 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

i twice your move speed.
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Dacred Decrets

CHAPTER ~ THREE

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

—The Apostate, Evlyn
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8| 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

B | 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 1O 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.

Bounp 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.



SECRETS OF DREAMS 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:.

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 REALM WALKER
before moving on to the creature with At 14th level, you
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.

can perform a
special ritual that
takes an hour and
teleports you

to the location

of any sleeping

Dream EATER creature, provid-

At 6th level, you’ve gain the ability to ter- ed that you have

rorize your sleeping enemies while they are a small portion of
vulnerable. You may use a bonus action to their body (hair,

touch a sleeping creature or any portion of a blood sample, a

sleeping creature’s body that is on the same tooth). The target

plane as you (like a tooth or bundle of hair), creature must be on

you can deliver a message of up to ten words the same plane of ex-
and the target must make a Wisdom saving istence. You can.take up
throw agaist your spell save DC. On a failure, to 8 creatures with you.
the target gains no benefit from that rest. Once you use this ability,
In addition, they take 3d10 psychic damage. you must-tak'e a sh'ort rest
This damage does not wake a sleeping crea- before using it again.
ture.

You can you this ability a number of times
equal to your Wisdom modifier (with a mini-

LVY72<aATOVLA L7 OV2
mum of 1) per long rest. :
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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: FrASH 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,



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

CuarMING 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

your spell save DC or fall prone.
a success.
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 ‘)og_/\- '
their magic into edible goods letting those N Dug'
who consume them gain or suffer the effects 2 5 A
of them. qt g
AT 4
q :
NATURALLY SKILLED S gE
D D -
At 2nd level, you gain a Tool Proficiency with 4_\\.\2 ~ v
Cook’s utensils. VA ?Q,D- ‘ L/}.Q
\‘z IID' ' 5 a
CuriousLy CONSUMABLE S ‘\4_\/ )
. S gk
At 2nd level, when you make a Curio from an N ‘;ﬁ-
ki

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.
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ARCANE WONDER: OBSESSIVE
CONSUMPTION

SECRETS OF THE FORGE

Wi REHNE IO

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

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.

CuUrIOUS 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

i damage type.

: Empowered: In addition to the effects of the
i 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.




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 de 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-
i 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
i damage for this attack as well.

Curious SHIELD

Passive

: Basic: While wielding this shield and you can
i 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-
i 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

i 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.

37

w1 R T O



Wi REHRE IO

Additionally, you do not need to use your Ar-
cane Wonder ability to maintain their effects.

ForwM 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:
O HP: 15
O Movement: 30 feet
¢ AC: 10 + your proficiency bonus
¢ Attack: + your proficiency bonus to hit
¢ 1d10 + your proficiency slashing damage
O Str: 6
0 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
8o, 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.



¢ 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:

0 HP: 10

¢ Movement: 10 feet
O AC: 8

O 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
anumber 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 of1/8 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.

i Mythic: Must be modeled on a beast with a

: CRof1orless 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.

ConNsTRUCT 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.

TaAKE 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.

OLp 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



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-

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.

geoning and Piercing damage.

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

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.
Curi0US RESTORATION

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

WiLp 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.

SicHT 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
anumber 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



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
anumber 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.

ARrcCANE WoONDER: 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.

ETeErRNAL 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 1deé 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.



PHOENIX’S SOUL OracLE’s FONT

At 14th level, you take on a hybrid form and When you take this archetype you gain the
gain the ability to summon flaming wings as prophecies of Seasons and the Fool. Addition-
a bonus action. While you have your wings ally you gain four additional prophecies of
activated you gain the following abilities: your choice from the list of available proph-
0 You gain a flight speed of 120 feet. ecies. As'you level, you’ll gain more available
prophecies.

¢ You emanate bright light out to 60 feet

. Starting at 1, assign a number to each
and dim out to 120 feet. 5 5

known prophecy in ascending order. When

0 Any creature that starts its turn within 20 you make a Prophecy Roll, the number

feet of you takes fire damage equal to half shown represents the active prophecy.

your witch level. Your Prophecy Roll starts as a de, at 6th

¢ Anything flammable within 30 feet of you level it becomes a d8, at 10th level it becomes
that isn’t being carried ignites when you a d1o, and at 16th level it becomes a d12.

use this ability and at the end of each of While a creature has an active prophecy
your turns. it has both the negative and positive effects
0 As an action you can create a 60 foot cone from that prophecy. Additionally, the crea-
of flame. Any creature caught inside the ture can choo§e burn a prophecy as a free
takes 5d6 fire damage on a failed save and is actlon activating the b_urn effect from the
knocked prone, or half as much damage on active prophecy. Burning the prophecy ends

a successful one. 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.

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

i : ARCANE WONDER: DESTINY SHIFT
of rounds your wings have been activated

nothing happens. If the total is less than or At 2nd level, as a bonus action you can target

equal to the number of rounds you’ve spent a creature within 30 feet and make a Prophe-

with your wings activated, this ability ends cy Roll. That creature gains the effects of that

and you drop to 0 hit points and are dying. prophecy for the next minute or until they
You can use a bonus action to end this burn it.

ability. Once you use this ability you must

take a long rest before using it again. FATE’S GLIMPSE

At 2nd level, you can spend 10 minutes
SECRETS OF PROPHECY 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,

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 make an additional Prophecy Roll. The target

P creature is affected by this ability until ei-
divination as a tool as useful as any sword or .
book 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
L6807 4 798YS ¥34La¥  your Curios.
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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.
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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.
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AVAILABLE PROPHECIES

Name of
prophecy

Fool

Seasons

Sage

Soothsayer

Noble

Burn Effect

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.

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.

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.

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

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.

Positive

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 gain
resistance to fire and
cold damage.

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

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

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

Negative d20

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

While this prophecy

is active you take

twice as much dam- -
age from radiant and
necrotic sources.

While this prophecy

is active you have
disadvantage on Abil- 1
ity Checks that use

the skill Athletics.

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

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.
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AVAILABLE PROPHECIES

Name of
prophecy

Ruler

Acolyte

Lovers

Chariot

Burn Effect

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).

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

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.

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

Positive

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 you have
advantage on Ability
Checks that use the
skill Religion.

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

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

Negative

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.

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.

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

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

d2o
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AVAILABLE PROPHECIES

Name of
prophecy

Passion

Hermit

Fates

Oath

Hanged
One

Phoenix

Burn Effect

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.

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.

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 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.

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

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

Positive

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

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.

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 have
advantage on ability
checks that use the
skill Insight.

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

Negative

While this prophecy
is active whenever
you roll a1on ad2o0,
your next roll is at
disadvantage.

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.

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.

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

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

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

Name of
prophecy

Artisan

Charlatan

Catastro-
phe

Stars

Moon

Sun

Judgement

Burn Effect

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.

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.

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

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.

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.

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

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

Positive

While this prophecy
is active you know
the Cantrip mending.

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

While this prophe-

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

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

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

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 friendly
creatures within 10
feet of you have ad-
vantage on any action
that you have taken
in the last round.

Negative

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

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.

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

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

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.

While this prophe-

cy is active you can
not gain the benefits
from darkvision from
any source.

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

Prophecy Rider-Waite Thoth
THROWING THE BONES
Fool The Fool The Fool
To use this method, assign an object to S The Magici The M
represent the target and an object for each age ¢ Magician ¢ Magus
known prophecy. When you make a Proph- The High The
. . Soothsayer . .
ecy Roll gather all the objects in your hands Priestess Priestess
and throw them on the table. Whichever The
object is closest to the object that represents Noble The Empress Empress
the target is the active prophecy. Alterna-
. . . The
tively, draw a circle and a spot in the center Ruler The Emperor e
instead of assigning an object for the target.
The prophecy closest to the center of the Acolyte The The
circle is the active prophecy. Hierophant Hierophant
Lovers The Lovers The Lovers
HO DNLOT2O AVRTROLT >N SATANLON ALIANLRY Chariot The Chariot The Chariot
VO 0<72 VL 0KV LT 7ANOS27>A0 VVL Passion Strength Lust
2<0 IVAQ LOT7IVE VY 727240FY Vag Vas Hermit The Hermit The Hermit
MO T7NAVLLANTA SLOTAVA: Wheel of
; = Fates F Fortune
ortune
Oath Justice Adjustment
TAROT Hanged One The Hanged The Hanged
Man Man
When you make a Prophecy Roll you can .
use a Tarot deck instead. The following table Phoenix Death Death
compares the prophecies to the Major Arca- Artisan Temperance Art
nas from two c.hfferent Tarot decks. As you Charlatan The Devil The Devil
learn prophecies add cards to a small deck
and when you make a Prophecy Roll flip Catastrophe  The Tower The Tower
over the top card and it becomes the active Stars The Star The Star
hecy, then, shuffle th d back i
prophecy, then, shuffle the card back into o T T
the deck. You could also use playing cards in
this manner, assigning a card to each known Sun The Sun The Sun
prophecy. Judgement Judgement The Zon
Seasons The World Th(?
Universe
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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.



¢ 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.

Hac’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.

Hrrrineg 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.

Herrine 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

i as a bonus action with this arm. The arm

i 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

i ofits 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.

3

w1 R T O



Wi REHNE IO

54

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-

i 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

i the effects of the basic tier,

. while you have this Curio on
i 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

i 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 2de days, regaining

¢ 1Hit Point. The new body appears within 5

i 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.



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
i 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 6de6 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

i 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 o 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.
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SACRED SECRETS OVERVIEW

Secrets Name 2nd-level 6th-level 10th-level 14th-level
Secrets of Domina- AW: Command- @t G One to Rule Bound Minds
tion ing Utterance Them
Secrets of Dreams AW: Bewitch- Dream Eater Sleep Like the Realm Walker
ing Slumber Dead
Secrets of Frost AW: Flash Glacial Skin Cry stalllng Winter’s Soul
Freeze Construction
Naturally
Secrets of the Feast Skilled, Curi- Charming Cook AW: Obses§1ve Prf)m the Riv-
ously Consum- Consumption er’s Mouth
able
Natural Smiths,
Secrets of the Forge AW: Imbued Weld Empoysied P it
Metallurgy Forge
Metallurgy
Secrets of Goleman- AW: Sponta- Curious Help- Tinkerer’s Construct Dis-
neous Anima- . .
cy . ers Companion ruption
tion
) ; Strength
Secrets of the Grove L AR Take Root through Wis- 0Old Wood
Friend d
om
Natural Healer, )
Secrets of Healing AW: Reconsti- Curious Resto- Not Your Time Cont.rol of the
. ration Healing Hand
tution
Wild Tongue, : > :
Secrets of Many Sight of the AW: Nature’s Implore the Humbling
Ti Army wild Form
iny
Secrets of the Phoe- AW: Echoing Fire in the Eternal Fire Phoenix’s Soul
nix Flame Veins
Oracle’s Font,
AW: Destiny Inspired Read- . Hand on the
Secrets of Prophecy Shift, Fate’s ing Long Sight Scales
Glimpse
Secrets of the _ AW: Undetect- Mosquito )
Swamp Amphibious able Cloud Hag’s Eye
Grave Familiar, =~ AW: Charming Secrets of o L8
Secrets of the Tomb Helping Hand Campse Unlife Lich’s Path
Trained for Bv Book and
Secrets of the Wraith ~ 'War, AW: In- Tainted Blade S\)/rv ord Wraith’s Wail

spire Dread
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Additional
Gptions

CHAPTER ~ THREE
/2 49 7 7S VY ALMNLOT OMNOLS 7L0Fa0
AT OVLTPLOS 4O 2490 A0N0L277402S
2472 7AAVOT VVL OVSAVLT72LVE: (VO
AT 00 TOO 9LV 90 TLO LY 00 TLO VYV “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.”
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—The Apostate, Evlyn
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8| 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 thoughtsas 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.



EYES OoF ALL prised at the beginning of combat and

aren’t incapacitated, you can act normally
At 10th level, you have grown extremely on your first turn.

comfortable looking out from all the differ-
ent eyes and sensors of your being. You gain FRACTURED SELF

the following abilities: )
At 14th level, you are constantly in a state of

0 You see in all directions, and you have flux as your form is more swarm than solid.
advantage on Wisdom (Perception) checks Because of this you can’t be blinded, deaf-
that rely on sight. ened, frightened, or poisoned. Additionally,
0 You have advantage on Dexterity sav- you gain resistance to nonmagical bludgeon-
ing throws against effects that you can ing, piercing, and slashing damage. Once per
see, such as traps or spells.If you are sur- short rest, you can cast alter se/fwithout

using a spell slot by commanding your form
to shift into a new appearance.

OccCuLTIST
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
Avesorszos to follow in the footsteps of Wizards and
seek to use these powers to sling spells or

749 SVa

LK o . . .
@ augment themselves mid-fight. The Occultist
0LL20Lp 540 seeks a deeper meaning to the threads bind-
AOALAA 240 VLAY ing all of creation. They sacrifice immediate

reward for a fuller understanding of magic,
and they know that with patience comes
VAL AL72ve vy s¢o unbridled power.

Occultists seek esoteric knowledge above
all else, learning all that they can to continue
©744724ve sva 720 to expand and improve their abilities uti-
lizing circles of power and complex rituals.
They know that the most potent gnosis is
O7A 4 47 L2 held by outsiders and thus practice endlessly

onosss<sos, Lo Mmaster the skills necessary to trap and

" interrogate beings of power.
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BonNus 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.
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OccurtisT'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.

AN QVLT2 L0 VR
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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 circleis 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.
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RuUNES 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

Kxow tHAT MAcic 18 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.

REeALIZE 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 RooTt

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.
/0 Y722 20 vas

OAtH SPELLS AOALSATOOT: 00 749 949
Paladin Level Spells VY®aF £07a 2<£0%-

srd detect magic, shield

5th hold person, silence

oth dispel magic, counter spell
banishment, freedom of

13th
movement

i dominate person,

teleportation circle
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CHANNEL Di1vINITY

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

SuprPRESS 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.

RemMove 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.
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¢ Your melee attacks gain bonus radiant
damage:

»

»

»

»

»

+1d6 for Common items.
+2d6 for Uncommon items.
+3de for Rare items.

+4dé for Very Rare items.
+5d6 for Legendary items.
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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.
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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
anumber of times equal to your Intelligence
modifier per long rest.

Ley LiINE 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
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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.

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 o.

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.

+ 1 REHE IO

HEMATOMANCER

Wizard Tradition
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For some, merely drawing on ambient arcane A
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,
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as in the wrong hands it could bring untold
devastation.

EsseENcE 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 1de6 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



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.
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Broop 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.

65

+ 1 REHRE T O



+ 1 REHE IO

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.

BorRROWED 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.
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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.

TuE 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.

¢ SKkill proficiencies: Athletics, Deception

0 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.
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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.

SucCESTED 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.

PERsSONALITY TRAITS

ds

IDEALS
de

Trait

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

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.

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.

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

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

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

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

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.

Ideal

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

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

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)

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)

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)

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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Bonbps
de

Fraws
de

Bond

I have someone who depends on me
staying alive.

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.

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.

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.

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

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

Flaw

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

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

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

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.

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

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.

¢ 8kill proficiencies: Insight, Persuasion

¢ Languages: Two of your choice

¢ Equipment: A quarterstaff, a Signet Ring,
abook 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 M ANAGEMENT

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.
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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?

PERrRsoNALITY TRAITS

ds Trait

I won’t speak about what happened
on the day my village was attacked.

1 It’s still too painful a memory. I don’t
know why I was the sole survivor, and
the question haunts me.

I never trusted that child. There was
always a glint of madness in their
eyes and when they turned the town

2 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.

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

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

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

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

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.

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
de

Bonps
de

Ideal

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

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

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

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

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

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

Bond

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

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

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

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

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

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

1 It’s my way or the highway, listen to
your betters.
I don’t look kindly on those who are

5 younger than me. Regardless of what
they’ve done, they just lack the years
of experience for me to care.
There is always time to take a rest.

3 B
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.
I can’t help making condescending

5 remarks about anything I don’t un-
derstand.
I refuse to try any food or practice

6 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.

¢ 8Kkill 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.
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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.

SuUGGESTED 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.

PERrsoNALITY TRAITS

ds Trait

I saw a mage turn my companion to
ash with a few words and the flick of a

1 wand. Any magic cast in my presence
intuitively makes my hand reach for
my sword.

Regardless of the hard training and
long hours, my organization was

2 never able to beat the joy from me. At
this point, I don’t think anything can
dampen my spirits.

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

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



ds

IpEALS
de

Trait

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

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.

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.

Rehabilitation is the answer, not

the stake. More good could come of
debating philosophy of magic than by
making pyres in every other town.

Ideal

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

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

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

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)

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

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

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

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

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.

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

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

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

Flaw

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

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

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

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

I am a fanatic for my organization.

I'd sacrifice many to take down a sin-
gle evil magic user.
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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.
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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.
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WitcH TONGUE

Prerequisite: Intelligence 13 or Wisdom 13
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¢ Increase your Intelligence or Wisdom by
1, to a maximum of 20.

¢ You learn to see, read, and write in F2LO L7 240 AVTD VYALVAT AOALAA
Witch’s Script. To those untrained, the

.. .. .. PLLYATK O0<LAK 990 TLOTOHD 2V 940
script is invisible, only showing itself when : : SE YT s e
perceived by detect magic or by someone OVLAN T7OA > 0<LAK 240 OVLAA 7007
who also knows it. AT7 TV PV ATLY LD 47 BV AKTOTO 5<TD
¢ You learn the cantrip mark and can cast it ) ’
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ot will TOLNOTLLYO YARATAOO2T7AAT 70A
SOLAT0002A S

HSLAO SLOLNLONT 7N ST7L02 A 70

DALTONO V2LOLT SOLAOS2LVO VVL 77 ARCANE FEINT

Prerequisite: Intelligence 13

AVOT 77 9405 740 TUTALOAS 9729VVLOT
LT 7 YNLNNY AONTLNTOLNG TLNLATL OV
LT7ANOs OV . .
A7 A0 IOV VL TSSOTLTONG 2472 A0 0 Increase your Charisma by 1, to a maxi-

YO 7STALOA TY2QL FLLDS (VD VOAS mum of 20.
¢ Through practicing altering minor parts
of the foundation of spell you’ve learned
VY QLYOr (VOOAOLS OV2 7] 2792VVY to mask the spells you cast as different
spells. Whenever you cast a spell, you can
TAd 2T92VVT 0THO0A BT 240 TOLIVE use your reaction to make the spell appear
IES VST M IV 2 98T MULYS to be a separate spell that you can cast. The
LONOLALET 2<ONs spell still retains all of the effects of the
original spell but is indecipherable from the
replacement spell through mundane and
magical means.

TAGY TVOOL YLL24 YA TP TS 727F0
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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 7 ~>-7->?\?7 7L Lgy AZART-Y IR ‘

how to cast that don’t have material com- 7ATA09 75 sy g ><;vv AN SVAS
ponents that cost gp. For the spells chosen, 5V Avo T ITTVES 240 TyLALe
choose either to negate the verbal, somat- 7902 vvs og O TVAO LoToy

ic, or material component for those spells. YYLXNZLoY o <O N<LAA ¢ vy
Whenever you cast those spells, you can LVAOs ToTen se2y 7 YO0A0LoA

negate the component that you chose.

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



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.

WAaAND 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
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Name Cost Weight

Animal Carrier, Mun-

dane 5 gp 11b.

Animal Carrier, Dan- 20 gp s Ib.

gerous

Portable Writing Desk 1gp 11b.

Scenting Oil 100 gp 1/21b.

Wand Holster 25 gp 2 Ib.
Speciarty ITEMS

Name Cost Weight

Arcane Labora-

R 1000 gp 1000 lb.

Monster Carrier 100 gp 5 1b.

Personal Library 250 gp 60 1b.

Ritual Chamber 750 gp 450 1b.

Wand Holster 25 gp 2 lb.
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CHAPTER ~ FIVE

“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
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8| 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-

i B| 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,

SPELLS By CLASS

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

BARD SPELLS

CaNTrIPS (LEVEL O)

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

=8

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 O)

Death’s Call
Death’s Grasp
First Sigil of Flame

Newt’s Accelerated
Decomposition

Repeat
Sap
Scribe

18T 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



Incantation of Bone

Jamey’s Reanimated
Prosthetic

41H 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
Il Omens
Mantle of the Damned

Specters’ History

9TH LEVEL

Ilia’s Achromatic Wall

Planar Terraformation

DRuUID SPELLS

Cantrips (LEVEL O)

Death’s Call
First Sigil of Flame

Newt’s Accelerated
Decomposition

Quake
Repeat

Sap

18T 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 8Sigil of Flame

6TH LEVEL

Curse of Consumption
Hidden Hallways
Junia’s Hex of the Horsemen

Unmaking

7TH LEVEL

Closed Loop
11l Omens

Kjell’s False Prophecies

8TH LEVEL

Mass Unmaking

9TH LEVEL

Planar Terraformation

PALADIN SPELLS

18T 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

4T1H LEVEL

Fire Eater’s Blessing
Miracle of Sustainment

Vivisection

5TH LEVEL

Ferryman’s End

SORCERER SPELLS

Cantrips (LEVEL O)

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 O)

Death’s Call

Death’s Grasp

First Sigil of Endless Flesh
Mark

Newt’s Accelerated
Decomposition

Quake
Repeat

Sap

Umbra Knife

18T 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



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

41H 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

11l Omens
Kjell’s False Prophecies

Mantle of the Damned

9TH LEVEL

Planar Terraformation

WitcH SPELLS

CaNTrIPS (LEVEL O)
Chill Touch

Death’s Call
Death’s Grasp

First Sigil of Endless Flesh

First Sigil of Flame

Newt’s Accelerated
Decomposition

Sap

Sling
Umbra Knife

Buckle

Chameleon Casting

Charm Person

Forget Me Knot
Gambler’s Eye
Glide

Grease

Jump,

K’errahn’s Toll
Orator’s Aid

Protection from Evil and

Twisted Tongue
Unseen Servant

Weird Reconstitution

Yllairies Help
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2ND LEVEL Sunder Major Image

Web Nature’s Hidden Shelter
Alter Self
. Witch’s Tooth Nondetection
Animal Messenger.
o Wolfe’s Venom Geyser Nothrim’s Notorious Glitter
Annarista’s Sight Bomb
A Lock Zone of Delaying °
Arcane Lock Phantom Steed
Arcanist’s Magic Aura 3RD LEVEL Protection from Energ
Blindness/Deafness Animate Dead Remove Curse
Continual Flame Annarista’s Tether Sinewy Sled
Darkness Bestow Curse Sleet Storm
Detect Thoughts Blink Slow
Folarge/Redues Bonespear stinking Cloud
Flame Blade Call Lightning Tongues
Francisco's Lament Clairvoyance Tracker’s Peril
Gentle Repose Conjure Animals Vampiric Touch
Gust.of Wind Corpse Trap Water Breathing
Hemohail Curse of the Unlucky
Hold Person 4TH LEVEL

................... Diminuti\/’e Movement

Dispel Magic ................

Invisibility Draconick’s Aura of Arcane Siege
Lesser Restoration Transference Banishment
Locate Object Fear Blight
Magic Mouth Fly Confusion
Matosway’s Beastial Revival Forgetting Control Water
Medea’s Crown Gaseous Form Dimension Door.
Medea’s Slumber Gastral Decay Dominate Beast
Mellifera’s Wound Delaying Gut’s Instinct Fabricate
Mirror. Image Haste Faithful Hound
Misty Step Hidden Tripline Fate’s Thread
Ray of Enfeeblement Hypnotic Pattern Fire Eater’s Blessing
Rope Trick Ice Field Fire Shield
Rot Incantation of Bone Greater Invisibility,
Second 8Sigil of Flame Jamey’s Reanimated Hallucinatory Terrain
See Invisibility Prosthetic Ice Storm
Seed of Lies Kerrahn’s Brine Incantation of Exhaustion
Shatter Kerrahn’s Gaze Infectious Message

Spider Climb Lightning Bolt Limb of the Betrayer

Suggestion ~ SSfemanaw Locate Creature



Medea’s Insanity
Miracle of Sustainment

Phantasmal Killer

Restrictive Flesh

Scidion’s Treachery
Serafin’s Spectral Shield
Third Sigil of Endless Flesh
Vivisection

Wall of Fire

5TH LEVEL

Annarista’s Ghostly Visage
Cloudkill

Cruel Fate

Dominate Person

Liberation from Flesh
Mass Rot
Mislead

Ravicious’s Stone of Ardent
Slumber

Relinquishment

Telekinesis

Third Sigil of Flame
Wall of Force

Hidden Hallways

Junia’s Hex of the Horsemen

Unmaking
Wall of Flesh
Wall of Ice

7TH LEVEL

Appendage of the Betrayer
Closed Loop

Etherealness

Fourth Sigil of Endless Flesh
Ilia’s Achromatic Orbs

111 Omens

Kjell’s False Prophecies
Mantle of the Damned
Plague of Silence

Plane Shift

Consuming Fog
Control Weather

Dani’s Enchanting
Orchestrion
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9TH LEVEL

Planar Terraformation

Power Word Kill

W1ZARD SPELLS

Cantrips (LEVEL O)

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

Third 8Sigil of Endless Flesh

Vivisection

5TH LEVEL

Annarista’s Ghostly Visage
Cruel Fate

Liberation from Flesh
Phantom Carriage
Relinquishment

Third 8Sigil 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

Death’s Grasp Transference Mantle of the Damned
First Sigil of Endless Flesh . —
Forgetting Specters’ History
First Sigil of Flame
Gastral Decay
Mark 8TH LEVEL
Hidden Tripline
Repeat Consuming Fo
P Incantation of Bone LIRS 208
Scribe , . Mass Unmaking
Jamey’s Reanimated
Sling Prosthetic
) 9TH LEVEL
Umbra Knife Nothrim’s Notorious Glitter
Bomb Planar Terraformation
1sT LEVEL Sinewy Sled
Buckle AOTTL2Q 2€0 AT7220 VY
4TH LEVEL

Chameleon Casting

Cloud’s Sight

TVYAOAT S 240 7490 VL7¥ 40

Arcane Siege >9LOSTr 77 LOYVLATRLVO

Fate’s Thread

Cuspate Caltrop VL 70 LAOT7 VLOAT L27 0TS

Infectious Message

Gambler’s Eye L0 240 ALOA VY T70V2LOLS

Orator’s Aid Limb of the Betrayer

Second Sigil of Endless Flesh
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SPELL DESCRIPTIONS

ANNARISTA’S GHOSTLY VISAGE

RS

sth-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.
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ANNARISTA’S SIGHT

2nd-level Divination

: Casting Time: 1 Action (ritual)

: Range: Touch

. Components: §

i Duration: Concentration, up to 1 hour
i 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, 8§, M (a diamond worth
100gp, which the spell consumes)

¢ Duration: Instantaneous

i 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.
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APPENDAGE OF THE BETRAYER

7th-level Enchantment

. Casting Time: 1 Minute

© Range: Sight

Components: V, 8, 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
anew 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
. orlarge creature)

¢ Duration: Instantaneous

i 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



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

BuUcCKLE

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.

Crosep Loopr

7th-level Abjuration

Casting Time: 1 Minute

: Range: 1 Mile

: Components: V; 8, M (A small length of rope)
Duration: Until Dispelled

i 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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1st-level Transmutation

00 AOD HOVVLO VL LT 9KLT 240 VLLTD

PLAOT 0472 AVOZ AT TVAOA AVVS> AL30

| Casting Time: 1 Action (ritual)

© Range: Self
¢ Components: S, M (A Pinch of Dust)
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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.

ConsuMINnG Foc

8th-level Conjuration

Casting Time: 1 Action

: Range: 120 Feet

Components: V, 8, M (Jar of Gelatinous
i 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

SVYaL7oavh

but still takes half damage. If

a creature starts its turn inside the fog they
must make a Constitution saving throw or
take 8ds 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.



CorprSE TrAP

srd-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.

CruteL FATE

sth-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 or 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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: Components: V, 8
¢ 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.

CusprAaTE 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.
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DaNT’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

i 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.



DEeATH’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).

DEeaTH’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

srd-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

i 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.

DRrACONICK’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

oth-level Enchantment

Casting Time: 1 Action

: Range: 90 Feet

Components: S

Duration: Instantaneous

i 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.



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 wishis 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.
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FErRrYMAN’S END

sth-level Transmutation

Casting Time: 1 Action

: Range: 60 Feet

Components: V;, S, M (a vial of water)
Duration: Concentration, up to 1 minute
i 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.
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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 SiciL or ENDLESS FLESH

Cantrip Necromancy

Casting Time: 1 Action

: Range: 30 Feet

Components: S

Duration: Concentration, up to 1 minute
i 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
1de when you reach sth level (3de), 11th level
(4dse), and 17th level (5de).
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Cantrip Evocation

Casting Time: 1 Bonus Action

: Range: Self

Components: V, S

Duration: Concentration, up to 1 minute
i 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 1dé6 fire damage. On a suc-
cess, the creature takes half as much damage.

Leveling. This spell’s damage increases by
1d6 when you reach sth level (2d6), 11th level
(3de), and 17th level (4de).

ForGer 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.



FORGETTING

srd-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.

FourTtH SiciL. or 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.
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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

i 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 s5th-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.



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 1de for each slot level
above 1st. Additionally, for each slot level
above 1st, you can target an additional crea-
ture.

Gur’s INSTINCT

srd-level Divination

¢ Casting Time: 10 Minutes (ritual)

: Range: Self

Components: V, S, M (The intestines of a
i creature)

¢ Duration: Instantaneous

i 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

Intestines belonging to the specific

10
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.

HEeEMOHAIL

2nd-level Enchantment

Casting Time: 1 Action

: Range: 30 Feet

Components: V, S

Duration: Concentration, up to 1 minute
i 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.
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HippeEN HAr1.waAys

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.

HippeN TRIPLINE

ard-level Conjuration

. Casting Time: 1 Minute (ritual)

: Range: Touch

Components: 8, 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

srd-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.



¢ 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.

IL1A’s ACHROMATIC WALL

gth-level Abjuration

Casting Time: 1 Action

: Range: 60 Feet
Components: V, S

¢ Duration: Until Dispelled
i 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 3ds 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 curseis used. If 50 points of healing
are administered to the wall, this stage fails
and the wall is dispelled.

IL1aA’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
4de 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 1de for each slot level
above 1st.
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ILr. 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

i 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-
i um, or Large creature)

¢ Duration: Until Dispelled

i 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
aminimum 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.




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.

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

INFECTIOUS MESSAGE PROSTHETIC

4th-level Enchantment

: Casting Time: 1 Action (ritual)
Range: 90 Feet

Components: V, M (A worm)

¢ Duration: 1 Week

i 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.

3rd-level Necromancy

Casting Time: 1 Minute (ritual)

Range: 30 Feet

: Components: V; S, M (a corpse)
Duration: Until Dispelled

i 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,
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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
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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
arange 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

srd-level Transmutation

Casting Time: 1 Minute

: Range: Touch

Components: V, S, M (saltwater)

i 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 lig-
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 8de
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.
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K’ERrRAHUN’S GAZE

srd-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’ErRrAHN’S TOLL

1st-level Evocation

. Casting Time: 1 Action

: Range: Self

: Components: V, 8, 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.
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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.
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LIBERATION FROM FLESH

TR AR

sth-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 5de 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
yourselfif 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

i 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.



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 magicis cast, the
runes become visible to all creatures within
30 feet during detect magics 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

aliving being for a month, at 11th, a year, and
at 17th until dispelled.

Mass Rot

sth-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.

MaAss 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
aradius 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

i 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;, 8, M (a honey badger paw)
¢ Duration: Concentration, up to 1 minute

i 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 3de
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 3de6 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
i 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.



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
i 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

i 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

srd-level Transmutation

i 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.
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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 3dse), and 17th level
(5d4 and 4dse).
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srd-level Evocation

. Casting Time: 1 Action

: Range: 15 Feet

: Components: 8, 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

VA L0 SYOOLTS

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-
i 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



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.

PuanTOoM CARRIAGE
sth-level Illusion

: Casting Time: 1 Action (ritual)

: Range: 30 Feet

Components: V, S, M (a horse bit)
Duration: Concentration, up to 8 hours
i 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

i 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.

P1L.ANAR TERRAFORMATION

gth-level Conjuration

¢ Casting Time: 1 Hour (ritual)

© Range: Unlimited

Components: V, 8, M (a spear made of crystal
i 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-

Ravicious’s STONE OF
ARDENT SLUMBER

M REHRRE IO

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

i 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
(8de), and 17th level (4de). Additionally, at
5th, 11th, and 17th level you can target an
additional section of 5-foot by 5-foot ground
within range.
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sth-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.



RELINQUISHMENT
sth-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.

111

S REHRR IO



M REHRRE IO

112

REesTRICTIVE 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 /esser restoration or a great-
er restoration.

Rort

2nd-level Necromancy

¢ Casting Time: 1 Action

© Range: 30 Feet

Components: V, S

¢ Duration: Instantaneous

i 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 4d6é 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
toit.

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 2de 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 3ds.

ScipioN’S TREACHERY

4th-level Transmutation

Casting Time: 1 Reaction, when you are dealt
damage

: Range: 60 Feet

: Components: V, 8, 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



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)

i Duration: Concentration, up to 1 hour
i 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 Sicir. or 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

i 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 SiciL 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

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'liesis 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,
i 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.

Classes: Bard, Cleric, Warlock, Witch, Wizard AOT7AS Z A SVLOT 2V 2VANK SVAL OVTO 7OA

£OFAT7290 TAA VY SVAL AOAVLLOY LK
This spell compels deception within a target. ) S ' o )
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
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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

i 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 1de piercing damage.

Leveling. at 5th level the damage increases
to 2de, at 11th level 3de, and at 17th level the
damage increases to 4de.

SpeECTERS’ HISTORY

7th-level Divination

: Casting Time: 1 Action (ritual)

© Range: 30 Feet

Components: V

¢ Duration: 10 Minutes

i 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.

11y
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SUNDER

2nd-level Evocation

. Casting Time: 1 Action

© Range: 30 Feet

: Components: V; 8, 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 3de
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 3dse.
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THirD SiciL or FLAME

sth-level Conjuration

Casting Time: 1 Action

: Range: 30 Feet

: Components: V, S, M (a piece of volcanic
rock)

Duration: Instantaneous

i 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 flamebecomes
vulnerable to fire damage for 1 minute. After
1de6 rounds, the magma mephitsbecome hos-
tile to you and your companions.



TRACKER’S PERIL

srd-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: 8, 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, 8, M (a vial of acid that costs
i 25gp)

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



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: 8, M (a piece of obsidian)
Duration: Concentration, up to 1 minute

. Classes: Druid, Ranger, Sorcerer, Warlock,
i 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
1ds for each slot level above 4th.

WAaLL 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 sd1o
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.

Witcn’s TooTH

2nd-level Transmutation

. Casting Time: 1 Action

© Range: 60 Feet

Components: 8, 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, 8§, M (an emerald worth
i 508p)

¢ Duration: Instantaneous

i 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 1deé bludgeon-
ing damage. On a success, the target creature
doesn’t move. Additionally, any creature in
the spaces affected by this spell takes 2dé
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.




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.

7.0NE OF DELAYING

2nd-level Abjuration

Casting Time: 1 Action

: Range: 60 Feet

: Components: 8

¢ Duration: Concentration, up to 1 minute
i Classes: Witch, Wizard

When you cast this spell, pick a point within
range. As you do, a barely visible sphere with
aradius 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.

SpreLL 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 8igil of Endless -
Flesh
Twisted Tongue 1st
Weird Reconstitution 1st
Yllairies Help 1st
Annarista's Sight 2nd
Francisco's Lament 2nd
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Spell

Hemohail

Insult to Injury
Matosway’s Beastial Revival
Medea’s Crown

Medea’s Slumber
Mellifera’s Wound Delaying
Rot

Second Sigil of Flame

Seed of Lies

Sunder

Witch’s Tooth

Wolfe's Venom Geyser

Zone of Delaying
Annarista's Tether
Bonespear

Corpse Trap

Curse of the Unlucky
Diminutive Movement

Draconick's Aura of
Transference

Forgetting

Gastral Decay
Gut’s Instinct
Hidden Tripline

Ice Field
Incantation of Bone

Jamey's Reanimated
Prosthetic

K’errahn’s Brine
K’errahn’s Gaze
Nature’s Hidden Shelter

Nothrim's Notorious Glitter
Bomb

Sinewy Sled

Tracker’s Peril

Arcane Siege

Fate’s Thread

Fire Eater’s Blessing
Incantation of Exhaustion

Infectious Message

Spell Level

2nd
2nd
2nd
2nd
2nd
2nd
2nd
2nd
2nd
2nd
2nd
2nd
2nd
srd
3rd
3rd
3rd

3rd
3rd

3rd
3rd
3rd
3rd
3rd
3rd

ard

3rd
3rd
3rd

3rd

3rd
3rd
4th
4th
4th
4th
4th

Spell
Limb of the Betrayer

Medea’s Insanity

Miracle of Sustainment
Restrictive Flesh

Scidion’s Treachery
Serafin's Spectral Shield
Third Sigil of Endless Flesh
Vivisection

Annarista's Ghostly Visage
Cruel Fate

Ferryman’s End
Liberation from Flesh
Mass Rot

Phantom Carriage

Ravicious's Stone of Ardent
Slumber

Relinquishment

Third Sigil of Flame

Curse of Consumption
Hidden Hallways

Junia’s Hex of the Horsemen
Unmaking

Wall of Flesh

Appendage of the Betrayer
Closed Loop

Fourth Sigil of Endless Flesh
Ilia's Achromatic Orbs

111 Omens

Kjell’s False Prophecies
Mantle of the Damned
Plague of Silence

Specters' History
Consuming Fog

Dani's Enchanting
Orchestrion

Mass Unmaking
Expunction
Ilia's Achromatic Wall

Planar Terraformation

Spell Level
4th

4th
4th
4th
4th
4th
4th
4th
5th
5th
5th
5th
5th
5th

5th

5th
5th
6th
6th
6th
6th
6th
7th
7th
7th
7th
7th
7th
7th
7th
7th
8th

sth

8th
oth
oth
oth
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“Be wary of any organization that freely pro-
vides its services. Often, the hidden payment
is greater than what you’d of given willingly.”
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B|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 7/m-
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.



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 RarTH

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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B1roobpeD 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.
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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.

MaracH1 FAYCHILD

Vampiric Dark EIf; 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.
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TueE 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

AvucusTtus 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



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
EIf, 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.
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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.

KNoOwWN LEADERS
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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.
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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 EIf; 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
aloose 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.
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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.
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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
araid 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.



SECONDARY (GOALS

¢ Be self-sustaining in the environments
they live in.

¢ Disrupt any military or paramilitary op-
erating within Herald lands.

KNOowN 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.

ELRrIEL

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.
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VALE BLEAKBONES

Half-EIf, 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.
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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.



Tuae 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.

0

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
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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
a20% 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

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
itselfis 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.

activities. SECONDARY (FOALS
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spells, and wealth acquired on
expeditions

KnowN LEADERS

ATONEMENT (TONI)
Half-EIf 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, Géran 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 himselfis 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.
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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”.

OcsipEpus 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”.



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

O 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 GGOALS

¢ 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.

—5gTaANS LYY NE
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J’sua

Dark EIf; 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.
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“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
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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.

CHOO0SING 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.



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 ant/-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 Aemoharil, 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.

] 242TOS VY LA002L5407 oA
AOYLOLONY N790TVLL0g s

HicH-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 hAaste on the fighter when you

can give a curio holding Aasteto 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.
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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.
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Art Description
A personal sigil

A bone Idol

A Glass Cauldron

A Mystical Dagger

A Wooden Doll

A Red Crystal Ball

A Spread of Herbs
Smudging Sticks

The Witch

Quill and Ink

Book and Quill

Quill

Secrets of Domination
Secrets of Dreams
Secrets of Frost
Secrets of the Feast
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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.

3.0ffer 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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