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Backgrounds 

Courrier 
Add 1 to your Strength ability score, to a maximum of 20.  
Add Proficiency to your Athletic skill checks. 
Add 1 to your Strength save bonus. 

Medic Assistant 
Add 1 to your Intelligence ability score, to a maximum of 20. 
Add Proficiency to your Medicine skill checks. 
Add 1 to your Intelligence save bonus.  

Street Performer 
Add 1 to your Dexterity ability score, to a maximum of 20.  
Add Proficiency to your Sleight of Hand skill checks. 
Add 1 to your Dexterity save bonus. 

Journalist Apprentice 
Add 1 to your Wisdom ability score, to a maximum of 20.  
Add Proficiency to your Perception skill checks. 
Add 1 to your Wisdom save bonus. 

Waste Disposal Worker 
Add 1 to your Constitution ability score, to a maximum of 20.  
Add Resistance to Poison damage. 
Add 1 to your Constitution save bonus. 

Salesperson 
Add 1 to your Charisma ability score, to a maximum of 20.  
Add Proficiency to your Persuasion skill checks. 
Add 1 to your Charisma save bonus. 
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Races 

Firliath 
Born of relationships between Goliath and Firbolg. 
Racial Abilities Score Bonuses: +2 Str, +1 Wis 
Age: They reach adulthood at 25 and can live over 300 years. 
Speed: 30 feet. 
Languages: Common, Giant, and Goblin. 
Size: Medium. (Average Height - 7'2"). 
Powerful Build: When determining your personnel carrying capacity and weight that you can push or lift then you 
count as one size larger. 
Hidden Step: As a bonus action, you can magically turn invisible until the start of your next turn or until you attack, 
make a damage roll, or force someone to make a saving throw. Once you use this trait, you can't use it again until you 
finish a short or long rest. 
Limited Firbolg Magic: You can cast Disguise Self with this trait, using Wisdom as your spellcasting ability. You can't 
cast it again with this trait until you finish a short or long rest. You can seem up to 3 feet shorter than normal, allowing 
you to more easily blend in with humans and elves. 

Gorc 
Born of relationships between Goliath and Orc. 
Racial Abilities Score Bonuses: +2 Con, +1 Int 
Age: They reach adulthood at 16 and can live over 80 years. 
Speed: 30 feet. 
Languages. Common, Orc, and Giant. 
Size: Medium. (Average Height - 6'2"). 
Powerful Build: When determining your personnel carrying capacity and weight that you can push or lift then you 
count as one size larger. 
Darkvision: You have superior vision in dark and dim Conditions. You can see in dim light within 60 feet of you as if it 
were bright light, and in Darkness as if it were dim light. You can’t discern color in Darkness, only Shades of Gray. 
Menacing: You gain proficiency in the Intimidation skill. 
Savage Attacks: When you score a critical hit with a melee weapon Attack, you can roll one of the weapon’s damage 
dice one additional time and add it to the extra damage of the critical hit. 
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Dwablin 
Born of relationships between Dwarf and a Goblin. 
Racial Abilities Score Bonuses: +2 Dex, +1 Str 
Age: They reach adulthood at 16 and can live for over 70 years. 
Size. Medium. (Average Height - 4’ 4”) 
Speed. 30 feet. 
Languages. Common, Dwarven, and Goblin. 
Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim 
light. You can't discern color in darkness, only shades of gray. 
Anticipate Strike. When you take damage, you may use your reaction to anticipate the hit which halves the damage 
taken rounded down. You may use this ability once per short or long rest at 1st level. At higher levels you can perform 
this ability more often between rests. Two uses at 6th level, Three uses at 11th level, Four uses at 16th level. 
Quick Reflexes. You can take a second reaction in the same round. You may use this ability once per long rest. 

Gnomblin 
Born of relationships between Gnome and a Goblin. 
Racial Abilities Score Bonuses: +2 Int, +1 Dex 
Age. They reach adulthood at 14 and can live for over 60 years. 
Size. Small. (Average Height - 3’ 8”, Usually a bit stout.) 
Speed. 25 feet. 
Languages. Common, Gnomish, and Goblin. 
Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim 
light. You can't discern color in darkness, only shades of gray. 
Nimble Escape. When you are the target of an opportunity attack, you may use your reaction to impose disadvantage 
on that attack. 
Gnome Cunning: You have advantage on all Intelligence, Wisdom, and Charisma Saving Throws against magic. 
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Eladrow 
Born of relationships between Winter Eladrin and Drow. 
Racial Abilities Score Bonuses: +2 Cha, +1 Con 
Age: They reach adulthood at 100 and can live for over 600 years. 
Size: Medium. (Average Height - 5’ 10”, typically slender) 
Speed: 30 feet. 
Languages: Common, Sylvan, and Undercommon. 
Darkvision. You have superior vision in dark and dim conditions. You can see in dim light within 60 feet of you as if it 
were bright light, and in darkness as if it were dim light. You can’t discern color in darkness, only shades of gray. 
Darksight. While in bright light, you have disadvantage on Wisdom (Perception) checks that rely on sight. While in 
non-magical darkness, you have advantage on Wisdom (Perception) checks that rely on sight. 
Winter’s Kiss. You have resistance to cold damage. 
Trance. Eladrow cannot sleep. Instead, they enter a trance, remaining semiconscious, for 4 hours a day. While in this 
state you rarely dream, though such visions, when they come, are often seen as messages from the gods and 
ascribed importance. After resting in this way, you gain the same benefits that a human does from 8 hours of sleep. 
Fey step. As a bonus action, you can magically teleport up to 30 feet to an unoccupied space you can see. Once you 
use this trait, you can't do so again until you finish a short or long rest. 

Wood Drow 
Born of relationships between Wood Elf and Drow. 
Racial Abilities Score Bonuses: +2 Wis, +1 Cha 
Age: They reach adulthood at 120 and can live for over 500 years. 
Size: Medium. (Average Height - 5’ 8”, typically slender) 
Speed: 35 feet. 
Languages: Common, Elvish, and Undercommon. 
Darkvision. You have superior vision in dark and dim conditions. You can see in dim light within 60 feet of you as if it 
were bright light, and in darkness as if it were dim light. You can’t discern color in darkness, only shades of gray. 
Keen Senses. You have proficiency in the Perception skill. 
Immortal Ancestry. You have advantage on saving throws against being charmed, and magic can’t put you to sleep. 
Trance. Wood Drow cannot sleep. Instead, they enter a trance, remaining semiconscious, for 4 hours a day. While in 
this state you rarely dream, though such visions, when they come, are often seen as messages from the gods and 
ascribed importance. After resting in this way, you gain the same benefits that a human does from 8 hours of sleep. 
Blind Fighting. As long as you can hear, you suffer no attack roll penalty when unable to see. 
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Subclasses 

Barbarian : Path of the Breaker 
Unclouded Fury : 3rd Level.  
While using your Barbarian Rage you treat attack rolls of 7 or lower on the d20 as an 8 before adding your modifiers. 
 
Flatten : 6th level. 
Successful melee attacks you make against targets while using Barbarian Rage can also render that target Prone. 
Any target you successfully attack must make a Constitution saving throw against a DC equal to 8 + your Proficiency 
Bonus + your Strength modifier. If they fail they are Prone. 
 
Hobble : 10th level. 
Choose one creature that is both Prone and within Melee Range to Hobble. 
That creature rolls a Constitution saving throw against a DC equal to 8 + your Proficiency Bonus + your Strength 
modifier. If they fail they take bludgeoning damage equal to 2d8 + Strength Modifier and they are unable to remove the 
Prone condition from themselves until healed. 
If they succeed on the saving throw the damage they take is halved and they can still stand up on their own. 
 
Perfect Counter : 14th level. 
When a creature melee attacks you while using your Barbarian Rage, you may use your Reaction to make a melee 
attack against that creature. If you succeed their attack fails and they are Stunned until the start of their next turn. 
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Bard : College of Foresight 
Intuition : 3rd level 
You gain a pool of Intuition Points equal to your Charisma modifier. These points may be spent to roll an insight or 
perception check with advantage. The Intuition Points pool refills any time your Bardic Inspiration Points Pool refills. 
 
Combat Tuning : 3rd level. 
When you successfully hit a target with a melee or ranged attack you may use your reaction to spend three Intuition 
Points to turn the successful attack into a critical hit. 
 
Combat Instincts : 6th level. 
You may spend five Intuition Points to turn any single failed roll you’ve made for an attack or saving throw into a 
success. Note: This is not a numerical increase to the roll. The roll is simply treated as a success. 
 
Increased Intuition : 6th level. 
Your Intuition Pool grows and you now have Intuition Points equal to your Charisma modifier + Your proficiency. 
 
Combat Flow : 14th level. 
If your current Hit Points are below half your Maximum when you are attacked, as long as you have unspent Intuition 
points in your Intuition Pool, you may spend your remaining Intuition Points to use your Reaction to enter a flow state. 
Until the end of your next turn you gain the following benefits: 

Attacks targeting you are made with disadvantage (including the Reaction triggering attack). 
You have resistance against any damage dealt to you. 
You have advantage on any saving or attack rolls you make. 
Rolling a 1 is treated as if you rolled a 20. 
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Cleric : Commerce Domain 
As part of your devotion you must tithe to an appropriate temple regularly. 
 
Commerce Domain Spells 

1st level : Command, Healing Word 3rd level : Locate Object, Zone of Truth 
5th level : Speak With Dead, Tongues 7th level : Banishment, Locate Creature 
9th level : Commune, Legend Lore 

 
Bonus Proficiency : You gain proficiency with persuasion or deception. 
 
Mercantile : 1st Level. 
Any bonus applied to a skill check is doubled whenever bartering, negotiating, transtacting, or if money is changing 
hands. 
 
Channel Divinity: Miraculous Bounty : 2nd Level 
When you find money on a body or in a container, all players will gain half the total amount available. 
If you are alone or with only one other player at the time then simply double the amount of money found. 
 
Hire Help : 6th level. 
You may enchant a platinum coin for four hours and give it to a creature. That creature becomes Charmed until the 
spell ends whether they keep the coin or not. They will undertake any task you ask of them. You are limited to hiring 
one creature at a time and limited to issuing one task to that creature at a time. Hiring a second creature will cause the 
previous to give up on their task. Issuing a second task to a creature will void the first task. If the task puts them at 
physical or social risk they make a Wisdom saving throw against the Cleric’s spell DC to decline the task, but will offer 
an alternative route to the same goal that puts them at no risk if possible and they will remain open to other tasks. 
 
Conflicted Interest : 8th level. 
You draw attention to an item in the room and imply it has great value. Unfriendly creatures within 120 feet make a 
Wisdom saving throw against the Cleric’s spell DC. Creatures that fail fight each other for possession of the object for 
one minute. At the start of each turn they make a new saving throw. 
Once used, you cannot use this ability again until you’ve completed a Long Rest. 
 
Midas Touch : 17th level. 
Target one creature within melee range who is medium sized or smaller and at 0 hit points. The creature’s entire body 
is transformed to gold. The gold figure stands up and begins to follow 15 feet behind you. It will carry any additional 
treasure found if a proper container can hold it. It will follow you for eight hours before the effect ends and the 
creature’s body collapses into 1000 gold coins. You may also end the effect as a Bonus Action. 
Once used, you cannot use this ability again until you’ve completed a Long Rest. 
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Druid : Circle of the City 
Circle of the City Spells : At the indicated levels you gain access to these spells and they are always prepared. They 
do not count against the number of spells you can prepare each day.These spells are considered druid spells for you. 

2nd level : Mending 3rd level : Arcane Lock, Knock 
5th level : Galder’s Tower, Tiny Servant 7th level : Control Water, Fabricate 
9th level : Animate Objects, Passwall 

 
Field Medic : 2nd level. 
When a creature you can see regains hit points, you may use your Reaction to move up to your total speed and, once 
within 5 feet of them, add hit points equal to your Wisdom modifier + Your proficiency bonus to the total they regain.  

● At 2nd level once used, you cannot use this ability again until you’ve completed a Long Rest. 
● At 6th level add 2d4 to your efforts and you have two uses before needing to complete a Long Rest. 
● At 10th level added dice become 3d6 and you have three uses before needing to complete a Long Rest. 
● At 12th level added dice become 4d8 and you have four uses before needing to complete a Long Rest. 

 
Manipulate Floor Plan : 6th level 
You can perform the following as bonus actions: 

Reveal - You gain advantage on all investigation checks for the following hour when looking for hidden 
doors, caches, traps, or similar structural modifications within the target building/area. 

Change - You swap two doors in a building for five minutes. You must have already been to the room 
you’re opening the door to. (This also exchanges the door’s opposite flow. Example: A building has a door 
joining the master bedroom to hallway and another door joining the dining room to kitchen. You change it so 
that the door exiting the master bedroom now opens to the dining room, for the duration of the spell this also 
joins the hallway to kitchen). At the end of the spell the doors close and return to normal function. 

Create - You open a closed door to create an entrance to an extradimensional space that lasts two 
hours or until you next open the door. The door otherwise remains sealed inside the space. Anyone who opens 
the door you used will only be able to access the original destination. The space can hold as many as eight 
Medium or smaller creatures. Anything inside the extradimensional space drops out when the spell ends. 

Once used, you cannot use this ability again until you’ve completed a Long Rest.  
 
Modern Immunities : 10th level 
You gain resistance to one of the following damage types of your choice. Acid, Poison, Psychic, or Thunder. You also 
make Constitution saving throws with advantage. 
 
Call of Infestation : 14th level. 
You may summon urban life forms (insects, molds, rodents, weeds, etc.)  to aid you in various ways. 

Defend - For up to 1 minute they will attempt to absorb any physical damage from harming you. 
Physical attacks against you are made with disadvantage. 

Attack - For up to 1 minute they will attempt to harm the target of your choosing. 
Use stats of existing Swarm of Bats, Rats, Insects, Spiders, etc. from the manual. 

Seal - For up to 10 minutes they will lock or seal a door of your choosing. 
Once used, you cannot use this ability again until you’ve completed a Long Rest. 
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Fighter : Fluid Combatant 
Redirect : 3rd level 
When you successfully attack a single target with a melee attack you may choose one of the following effects. 

Change Places : You exchange locations with the target creature. 
Corner Enemy : Move your target up to 10 feet against a wall or large object. 
Create Distance : Your target is moved 15 feet in a straight line away from you. 

Your movements made using Redirect do not spend your movement and do not trigger Reactions from other 
creatures. The target’s movements made due to Redirect do not spend their movement and do not trigger Reactions 
from you. The target’s movements made due to Redirect will trigger Reactions from other creatures. 
Once used three times, you cannot use this ability again until you’ve completed a Long Rest. 
 
Balletic : 3rd level 
You gain proficiency with athletic and acrobatic checks (or increase to expertise if you already have proficiency with 
those skills). 
 
Hit and Run : 7th level 
When using the Extra Attack feature, at the end of each successful Attack you gain an additional 15 feet of movement 
that can be used after each individual Attack as part of the same Action. This additional movement expires at the end 
of the Action. 
 
Improved Redirect : 10th level 
Your Redirect distances are doubled. If you Redirect a target into an object or surface they take bludgeoning damage 
equal to 3d6 + proficiency + your Strength or Dexterity modifier. If you Redirect the target into another creature they 
each take half damage rounded down. 
 
Melee Tango : 15th level 
When using melee Attacks as all the Attacks of the Extra Attack feature against the same target, if the first Attack 
succeeds then each Attack following the first is made with advantage. Each successful Attack also allows you to move 
the target 5 feet. If all Attacks made against that target were successful then at the end of that Action the creature is 
Stunned until the end of your next turn. 
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Monk : Way of the Soft Strike 
Disrupt : 3rd level 
Whenever you hit a creature with one of the attacks granted by your Flurry of Blows, you can impose one of the 
following effects on that target: 

Blurred Vision - They attack with disadvantage until the end of their next turn. 
Limp Arms - They drop their held weapons, shield, or item. 
Dizzy - Their movement is reduced to zero until the end of their next turn. 
Confused - They can't take reactions until the end of your next turn. 

The target creature rolls a Con saving throw against a DC equal to 10 + Proficiency Bonus + Strength or Dexterity 
Modifier. If they succeed the effect is not imposed. 
 
Counter Strike : 6th level 
When a creature deals damage to you using a melee attack you may use your Reaction to perform an attack against 
that creature. Upon a successful attack roll, add half the damage from their attack to your damage roll. 
 
Disorient : 11th level 
When you attack with Flurry of Blows you can impose one of the following conditions in addition to the imposed effect 
from Disrupt: Blinded, Deafened, or Stunned 
The target creature rolls a Con saving throw against a DC equal to 10 + Proficiency Bonus + Strength or Dexterity 
Modifier. If they succeed the condition is not imposed. 
 
Pacify : 17th level 
When a creature, up to one size larger than you, targets you or an ally with an attack, you can spend 3 ki points to use 
your Reaction to move up to your speed to get within 5 feet of the attacking creature. Once within melee range, as part 
of the same Reaction, you attempt to pacify the creature with a pinpoint strike that knocks Prone, Disarms and 
Incapacitates the target. 
The target creature rolls a Con saving throw against a DC equal to 10 + Proficiency Bonus + Strength or Dexterity 
Modifier. If they succeed the conditions are imposed until the end of their next turn. If they fail conditions are imposed 
for 10 minutes. 
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Paladin : Oath of the Tribunal 
Oath of the Tribunal Spells 

3rd level : Alarm, Snare 5th level : Detect Thoughts, Levitate 
9th level : Haste, Hypnotic Pattern 13th level : Polymorph, Dimension Door 
17th level : Arcane Hand, Geas 

 
Channel Divinity : Compel Surrender : 3rd level. 
As an action, you present your holy symbol and speak a Vow of the Tribunal. Choose one creature within 120 feet of 
you that you can see. That creature must make a Wisdom saving throw against your Spellcasting DC. On a failed 
save, the creature lays Prone for 10 minutes or until it is attacked. The creature's speed is 0, and it can't benefit from 
any bonus to its speed. The creature is also Charmed by you for 1 hour unless you yourself attack it. 
 
Capture : 7th level. 
When you hit a creature with a melee attack, you can roll a Spell Attack with advanatage against thier AC to impose 
the Incapacitated condition on them as part of the same action. The condition lasts for 1 minute. If hit by an attack, the 
creature rolls a Constitution saving throw against your Spell Save DC. If they succeed the condition ends. 
Once used, you cannot use this ability again until you’ve completed a Short Rest. 
 
Soul of the Tribunal : 15th level. 
When a creature affected by your Vow of the Tribunal is still Charmed, you can conscript them to fight or put 
themselves in harm's way in an effort to aid you. If they are reduced to below half their hit points or if you yourself deal 
them any damage they will try to retreat and their Charmed condition ends. 
 
Adjudicator of the Tribunal : 20th level 
As an action, you emit prehensile chains of light for one minute. The number of chains is equal to your Wisdom 
Modifier + Proficiency Bonus. Each chain can bind a single creature of up to large size rendering them Paralyzed and 
Levitating them while bound. The act of binding a creature is Bonus Action with a range of 30 feet. The creature takes 
2d8 radiant damage and makes a Dex saving throw against your spell DC. If they succeed they still take the damage 
but avoid the other effects. 
As an action you can cast the spell Mass Suggestion as if cast at ninth level targeting all creatures bound by your 
chains. This action ends Adjudicator of the Tribunal. 
Once you use this feature, you can't use it again until you finish a long rest.  
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Ranger : Urban Conclave 
Urban Magic 
You learn an additional spell when you reach certain levels in this class. The spells count as a ranger spell for you and 
don't count against the number of spells you know. 
3rd level : Comprehend Language 5th level : Rope Trick 
9th level : Sending 13th level : Phantasmal Killer 
17th level : Far Step 
 
Investigation Expert : 3rd level 
You gain proficiency in investigation, perception, and stealth. If you are already proficient in these then you gain 
expertise in them. You also have tremorsense within 60 feet. 
 
Intelligent Combat : 3rd level 
When you make a melee or ranged attack you may use your intelligence modifier instead of your Strength or Dexterity 
modifier. 
When calculating your AC you may now use your Intelligence modifier instead of Dexterity. 
When you attack a creature and fail by a margin of 5 or less, you may make your next attack against that same 
creature with advantage. 
 
Press The Attack : 5th level 
When you succeed on a Ranged Attack targeting a creature within range of your movement speed, you use your 
Bonus Action to move into melee range, change weapons, and make a second attack using a melee weapon as part 
of the same Bonus Action. This Bonus Action movement does not trigger Reactions. 
Once you use this feature three times you cannot use it again until you’ve completed a Long Rest. 
 
Mental Fortitude : 7th level 
You gain proficiency in Intelligence saving throws. If you already have this proficiency, you instead gain proficiency in 
Wisdom. You also gain advantage on saves against Charisma based skills and on saves or skill checks against spells 
from the Enchantment or Illusion schools. 
 
Confound : 11th level 
When a creature you can sense within 60 feet of you is taking an action, making a skill check, or making a saving 
throw, you can use your Reaction to disrupt their efforts forcing them to roll with disadvantage. You can use this 
feature a number of times equal to your Intelligence Modifier. These uses replenish when you finish a long rest. 
 
Mind-Body Blance: 15th level 
Your ranged and melee attack and damage bonuses are now equal to Proficiency + Your Strength or Dexterity 
modifier + your Intelligence modifier. Critical strikes now occur on your attack rolls of both 19 and 20 
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Rogue : Master of Misdirection 
Blind Pass : 3rd level 
You can use your Cunning Action to make a Sleight of Hand check. Any use of the Sleight of Hand skill, including 
using a Lockpick Kit or a Gaming Set, is made with a raised baseline. In these cases, treat a roll of 7 or lower on the 
d20 as an 8 before adding your modifiers. 
 
Ventriloquism : 3rd level 
When you are Hidden you may also throw your voice to take attention away from your location. If you use your 
Cunning Action to Hide and are successful you may throw your voice as part of the same action. To throw your voice 
roll a Performance or Deception check against the the highest Wisdom Modifier + 8 total of the creatures who can 
hear you. If you fail they will gain advantage on Perception rolls while searching for you. If you succeed they will not 
search near your location for 1 minute. You gain advantage on Stealth and Attack rolls until they notice you. 
 
Side Step : 9th level 
You become adept at making your opponents misjudge their attacks where you are involved. For one minute your AC 
receives a bonus equal to your half of your Sleight of Hand modifier. 
Once you use this feature you may not use it again until you’ve completed a long rest. 
 
Red Herring : 13th level 
You may cast the Mislead spell once per short rest. 
 
Shock and Awe : 17th level 
You have learned to use your Sleight of Hand in concert with your Sneak Attack to disorient as well as hurt. When you 
successfully use your Sneak attack against a creature, they roll a Constitution saving throw against a DC equal to 8 + 
your Sleight of Hand modifier. If they fail they are Stunned until the end of your next turn. 
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Sorcerer : Gloom Born 
Dim Touch : 1st Level 
As an action, you can magically subdue light around an object you touch. That object must fit within a 5 foot cube. The 
space within a 15 foot radius of that object becomes dimly lit. 
 
Mantle of Shade : 1st Level 
As a bonus action, you magically surround yourself in Dimness. For 1 minute, you gain the following benefits: 

• You dim the light within a 15-foot radius around you making you harder to see. 
• You gain advantage on any Stealth rolls. 
• Attack rolls against you are made with disadvantage.  
• Add psychic damage equal to your sorcerer level + your Charisma modifier when you deal damage. 

Once you use this feature, you can’t use it again until you finish a long rest. 
 
Dark Wraith : 6th level 
Your Mantle of Shade grants you the effects of the Blink Spell for its duration. 
 
Gloom’s Hunger : 14th level 
Whenever you deal damage while under the effects of your Mantle of Shade, you regain hit points equal to your 
sorcerer level + Charisma modifier. 
 
Inbetween : 18th level 
While under the effect of your Mantle of Shade feature, you gain additional benefits: 

• Your movement speed is doubled and your movements do not trigger Reactions. 
• All Psychic damage you deal is doubled. 
• When you succeed on a melee attack, that creature makes a Constitution saving throw against your Sorcerer 
Spell DC. If it fails you impose the Blind Condition on it for the duration of your Mantle of Shade + 1 minute. 
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Warlock : The Pact of the Gorgon 
The Deal: 

The entity you make the pact with grants you power with the caveat that any creature with eyes that you kill 
must have those eyes offered up in tribute. When you deal the fatal blow to a creature with eyes, you will find two opal 
stones where their eyes were. You must collect them and offer them to the Gorgon in tribute to maintain the pact.  

 
Expanded Spell List :  

1st level spells : Earth Tremor, Sleep  
2nd level spells : Augury, See Invisibility 
3rd level spells : Erupting Earth, Meld Into Stone  
4th level spells : Stone Shape, Stone Skin 
5th level spells : Transmute Rock, Wall of Stone 

 
Unyielding Form : 1st level 
You roll with advantage on your Strength and Constitution saving throws. You roll with advantage on Intimidation 
checks but with disadvantage on Persuasion checks. 

 
Serpent Birthing : 6th level 
When you take damage you can use your Reaction to fling or spit your blood to the floor. A Swarm of Poison Snakes 
(use existing stats) with Hit Points equal to the damage that triggered your Reaction. These snakes move into the 
space of the damage dealer and attack them. Once that target is dead they will move to the next nearest target who 
has attacked you or them within the previous two rounds.  
Once you use this feature, you can't use it again until you finish a short or long rest. 
 
Gorgon Mask : 10th level 
Your patron teaches you to frighten your foes in final warning. Any creature who can see you must make a Wisdom 
saving throw against your Warlock Spell DC. If they fail they are Paralyzed and Frightened for 1 minute with you as 
the source of their fear. If they succeed they are Frightened but not Paralyzed. 
 
Gorgon’s Eyes : 14th level 
You choose a creature that you can see that can also see you. It must make a Constitution saving throw against your 
Warlock Spell DC. On a failed save, it gains the Petrified condition. 
Once you successfully use this feature once, or unsuccessfully use this feature three times (whichever comes first), 
you cannot use it again until you finish a Long Rest.  
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Wizard : School of Leech 
Simplify : 2nd level 
You may strip magic from objects to power the casting of spells. Simplify cannot cast cantrips. 

● At 2nd level - Strip an Uncommon magical item to cast up to a 2nd level spell. 
● At 6th level - Strip a Rare magical item to cast up to a 4th level spell.  
● At 10th level - Strip a Very Rare magical item to cast up to a 6th level spell. 
● At 14th level - Strip a Legendary magical item to cast up to a 8th level spell. 

These items permanently lose all bonuses and become common items. 
 
Transfer : 2nd level 
You can transfer or exchange the magical properties of an uncommon item to a common one of like type. 

Example: You have an Uncommon +1 Short Sword and a Common Rapier. You use Transfer to have that 
magical property moved to the Common Rapier making it an Uncommon +1 Rapier and leaving a Common 
Short Sword. 

● At 6th level you can do the same with rare items. 
● At 10th level you can do the same with very rare items. 
● At 14th level you can do the same with legendary items. 

 
Surplus : 6th level 
When you use Simplify you also regain a spell slot equal to the difference between the level of the spell cast and the 
max level the item allowed. 

Example: A 6th level wizard, with Two 1st level spell slots remaining uses Simplify to strip a Rare magical item 
to power the casting of up to a 4th level spell. They spend that power on a 3rd level spell. Surplus lets them 
add the unused 1 spell level to their Spell Slots leaving them a Third 1st level spell slot. 

Surplus cannot add more spell slots than your maximum allotment. 
 
Drain : 10th level 
As an Action you may target a creature within 30 feet of you that you can see and draw life from them to regain a spell 
slot at a rate of 10 hp per spell slot level. If the creature is unwilling it rolls a Wisdom saving throw against your Wizard 
Spell DC - the level of spell slot you're trying to obtain. If it succeeds you and the target each take half the psychic 
damage rounded down and you don’t gain the spell slot.  
Once you use this feature three times you cannot use it again until you’ve completed a Long Rest.  
 
Soul Siphon : Starting at 14th level, when a creature within 30 feet of you reaches 0 Hit Points, you may use your 
Reaction to replenish any level single spell slot with their life force. That creature is dead and cannot be revived. You 
then make a Constitution saving throw against your Wizard Spell DC. If you fail you gain exhaustion points equal to 
half the Spell Slot Level gained rounded down. Siphon cannot add more spell slots than your maximum. Once you use 
this feature, you can’t use it again until you finish a Long Rest. 
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Feats 

Hive Minded 
+1 to your Intelligence ability score to a maximum of 20. 
Gain advantage to Intelligence checks towards recalling or interpreting city or /town information such as: road 
layouts, water sources, where to find food or supplies, finding certain types or people or tradesfolk, the ebb 
and flow of activity in different areas, and what pests or weeds are likely to be found in various locations. 

Tactical Movement 
+1 to your Dexterity ability score to a maximum of 20. 
Gain advantage to Dexterity checks towards navigating urban obstacles and environments. 
You can Climb, Crawl, and move through Difficult Terrain at your normal movement speed when in a 
man-made settlement. 

Counter Force 
+1 to your Strength ability score to a maximum of 20. 
When you are attacked by more than one creature at melee range within the same round while you are 
indoors, each creature attack against you after the first is made at disadvantage. 

Disarming Personality 
+1 to your Charisma ability score to a maximum of 20. 
You make Persuasion and Intimidation checks with advantage when in a publicly populated space. If a 
creature you have succeeded on a Persuasion or Intimidation roll against within the past 1 hour attempts to 
attack you it does so with disadvantage.  

Inspired Sturdiness 
+1 Constitution ability score to a maximum of 20. 
At the end of each Long Rest you gain temporary Hit Points equal to your Constitution modifier + your 
Character Level. 

Clear Understanding 
+1 Wisdom ability score to a maximum of 20. 
You have proficiency on Insight checks (if you already have proficiency than increase the bonus to 
Expertise).You roll Saving Throws against Illusion Magic with advantage. 
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Weapons 

Reaper’s Sew 
Melee Weapon (Martial, Glaive, Heavy, Two-Handed, Reach.) 
Damage: 1d10 Slashing 
Weight: 6 
Description: A polearm with a sickle on its head. 
Special Properties: Whenever you are dealt damage by a critical strike the Reaper’s Sew deals 2d10 damage for the 
following 1 minute. 

Opal Spikes 
Ranged Weapon (Simple, Dagger, Finesse, Light, Thrown) 
Damage: 1d4 Piercing 
Range: 20/60 
Weight: 1 (for the 3 Spikes and Sheath) 
Description: A set of three 1 foot long spikes carved of opal stones. 
Special Properties: Comes in a sheath of three. If they hit a creature, they remain embedded in that creature until they 
spend an action removing it. As a bonus action the owner can have one or all of them teleport to the sheath. Any still 
embedded in a creature deal 2d6 thunder damage to that target upon teleporting. 

Widow’s Web 
Melee/Ranged Weapon (Net, Finesse, Heavy, Thrown) 
Damage: 1d10 Bludgeoning. 
Range: 10/30 
Weight: 6 
Description: A circular net with a diameter or 10 feet. Small iron weights are spaced around the outer rim. It can be 
swung at a target up to 10 feet away to strike them with the weights. Alternately it can be thrown to capture a target up 
to 30 feet away. A Swarm of Spiders lives within the threads of the net. 
Special Properties: When thrown, roll a ranged attack roll as normal. Upon a successful attack the target takes no 
damage but is Restrained for up to 1 minute or until another creature spends an action to untangle them. While 
affected by the Restrained condition imposed by the net they will be attacked by the Swarm of Spiders each round. 

Rat King  
Melee/Ranged Weapon (Finesse, Flail, Light, Thrown) 
Damage: 1d8 Bludgeoning 
Range: 30/90 
Weight: 3 
Description: Three lengths of cord with weights on each end, knotted together in the middle and attached to a handle. 
While attached to the handle, they can be swung as a flail. When detached from the handle they can be thrown to 
grapple a target. 
Special Properties: When thrown at an up to Large size creature, a successful hit imposes the Restrained condition on 
the creature for 1 minute or until another creature spends an action to untangle them.  
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Quiet Stick 
Melee Weapon (Simple) 
Damage: 1d4 Bludgeoning 
Weight: 2 
Description: A half meter long baton made of wood. 
Special Properties: When you successfully attack a creature with this weapon you may choose to have it create a 
10-foot-radius sphere of silence with the Quiet Stick at its center that lasts for up to 1 minute. For the duration, no 
sound can be created within or pass through this range. Any creature or object entirely inside the sphere is immune to 
thunder damage, and creatures are deafened while entirely inside it. Casting a spell that includes a verbal component 
is impossible there. 
Once you use this ability it cannot be used again until the following sunset. 

Captain's Blade 
Melee Weapon (Finesse, Saber, Light) 
Damage: 1d8 Slashing 
Weight: 4 
Description: An ancient and ornate pirate sword. 
Special Properties: As an Action you can either cast the Command spell at lvl 1 or activate a +1 Bonus to the weapon 
for 1 minute. 
Once you use either of these abilities you cannot use either of them again until you’ve completed a Long Rest. 

Mind Eraser 
Melee Weapon (Finesse, Simple, Light) 
Damage: 1d6 
Damage Type: Bludgeoning 
Weight: 2 
Description: A long black leather sack full of copper coins. 
Special Properties: A copper can be removed from the sack and offered to a creature. If they take the copper the 
previous 1 minute of their thoughts and memories are erased from their recollection. 
Once you use this ability you cannot use it again until you’ve completed a Long Rest. 

Chain Whip 
Melee Weapon (Martial, Whip, Finesse, Reach) 
Damage: 1d4 Slashing (+ 1d8 Lightning) 
Weight: 4 
Description: A 10 foot long chain attached to handle with a mounted gem on the end. The gem holds three charges. 
Special Properties: Upon a successful attack roll against a target, you may spend one charge to add 1d8 Lightning 
damage to your attack. The target makes a Dexterity saving throw against a DC equal to 8 + your attack bonus with 
the whip. If they succeed the lightning damage is halved (rounded down). If they fail they take full damage and a thin 
bolt of lightning dealing 1d8 damage arcs toward a target of your choice within 30 feet of the first target. A target can 
be a creature or an object. That target must also make a Dexterity saving throw with the same outcomes. The same 
creature cannot be targeted twice with this effect during the same round. 
The charges replenish each day at dawn. 
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Ritual Dagger 
Melee Weapon (Simple, Dagger, Finesse, Light, Thrown) 
Damage: 1d4 Piercing 
Weight: 1 
Description: An ornate bone dagger with ancient carvings along the flat of the blade. 
Special Properties: When used to kill an unconscious humanoid creature, the creature's body turns to ash and the 
dagger claims their essence. For the following 24 hours the dagger’s wielder can use the essence to take on the 
appearance of the creature as well as their voice, languages spoken, recent memories, and some basic knowledge. 
Once the appearance has been shed the essence and benefits thereof are lost. The appearance sheds at the end of 
the essence’s 24 hours or the wielder can choose to shed this appearance as an Action. The blade only holds the 
essence of one creature at a time. Killing another unconscious humanoid creature replaces any currently held 
essence. 

Migraine Bow 
Ranged Weapon (Simple, Bow, Two-handed, Range) 
Damage: 1d6 Piercing 
Range: 80/320 
Weight: 2 
Description: A strange short bow made from organic materials.  
Special Properties: This bow possesses two charges. Upon rolling a successful ranged attack you may spend one of 
the charges to have the arrow emit a Psychic burst. If you do, all creatures within 10ft of the arrow make a Wisdom 
Saving Throw against a DC equal to 8 + your attack modifier using the bow. Each creature that fails takes 1d8 psychic 
damage and is Stunned until your next turn begins. 

Master’s Boken 
Melee Weapon (Simple, Dagger, Finesse, Light, Thrown) 
Damage: 1d6 Bludgeoning 
Weight: 2 
Description: A wooden practice sword that has enchanted markings along its length. 
Special Properties: When you roll a 19 or 20 on your attack roll, whether you hit or not, the blade casts Thunderwave 
from it’s tip. 

Assassin’s Shiv 
Melee Weapon (Simple, Dagger, Finesse, Light) 
Damage: 1d4 Piercing 
Weight: 1 
Description: A thin black obsidian shiv. 
Special Properties: When you can perform a melee attack with advantage you can choose to attempt a killing blow. If 
you do, instead of rolling your attack, the target rolls a Dexterity Saving Throw against a DC equal to 8 + your attack 
bonus with this weapon. If they succeed they take normal damage for the weapon. If they fail with more than 100 hit 
points remaining they lose 100 hit points. If they fail with less than 100 hit points remaining they are killed immediately. 
Once this weapon is used to kill three creatures it breaks into four obsidian chunks each worth 10 gold. 
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Seismic Hammer 
Melee Weapon (Martial, Maul, Two-Handed, Heavy) 
Damage: 2d6 Bludgeoning 
Weight: 10 
Description: An sledge hammer riddled with arcane carvings. 
Special Properties: You can strike the ground as a Bonus Action and an intense tremor rips through the ground 
15-foot-radius circle centered on you. It destabilizes creatures in contact with the ground in that area. Each creature 
on the ground and in range, aside from the Hammer wielder, must make a Dexterity saving throw. On a failed save, 
the creature is knocked prone. 
Once you use this ability you may not use it again until you’ve completed a short rest. 

Grappling Dart 
Melee Weapon (Simple, Dart, Finesse, Light, Thrown) 
Damage: 1d4 Piercing 
Range: 15/30 feet 
Weight: 1 
Description: A grappling hook with a bladed point that is attached to a 30 foot rope. 
Special Properties: When thrown for an attack, the rope allows you to retrieve the grappling dart head as part of the 
same action. Alternately can be used to climb up to 30 feet + the player’s height, of a wall without a movement 
penalty, providing there is a visible point the grappling hook can latch onto. 
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Armors & Clothing 

Scrapper’s Wraps 
Armor (Gloves) 
Weight: 0.5 
Description: These enchanted wraps increase the damage the wearer deals when attacking using unarmed melee. 
Special Properties: Add half your proficiency bonus rounded down to your Attack and Damage rolls (This would be in 
addition to any already applied proficiency bonuses). 
Note: Gloves cannot be disarmed. You may still hold items and wield weapons while wearing it. If wielding a weapon 
the special properties of the gloves do not apply. 

Reflective Shield 
Armor (Shield) 
Defense: +2 to AC when worn 
Damage: 3d6 Radiant Damage 
Range: 15 Foot Cone 
Weight: 2 
Description: A sturdy iron shield with a polished silver disc in it’s center. 
Special Properties: Once Per Long Rest you can emit a cone of light that deals Radiant damage. 

Illusory Fabric 
A bolt of illusory fabric which can be used to line an existing garment or to make a new one. While wearing at least 
one square yard of the fabric you gain +1 to AC and +1 to Dex skill checks. 

Navigator’s Tricorn Hat 
This old weather worn hat provides its wearer with a perfect sense of direction. This includes knowing the cardinal 
directions as well as being able to both intuit the direction of a previously visited location as well as the most direct 
route to take there.  

Guardian Bangle 
Once between Long Rests the wearer can cast Barkskin on themself. 
While the Barkskin is active, if they see a creature within 15 feet of them being attacked they can use their Reaction to 
move beside the attacked creature and replace them as the target of the attack. 
Note: This target replace ability is intended to be invoked before the attack roll total, success, or failure is announced. 

Twilight Shroud 
Grants the wearer +1 to their AC. When activated, the wearer appears to be a two dimensional shadow being cast 
against whatever is behind them. Any attempt to detect the wearer is made with disadvantage. It remains active for up 
to one hour before reverting back to a standard protective shroud. Once this ability is activated it cannot be activated 
again until after the following midnight. 
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Spectral Boot Straps 
With these straps attached to your boots, your footsteps make no noise. Once per day you may also slip into the 
Ethereal Plane for up to one minute before you are forced back to the Material Plane. 

Dancing Shoes 
Allow a humanoid creature of up to Large size to move through the space of other humanoid creatures.  

Spring Heeled Boots 
Doubles your moving jump distances and allows you to make standing jumps without penalty. Also  

Defibrillation Bracers 
Make your death saving throws with advantage. 

Shoulder Plate 
When two creatures flank a creature wearing this item, they do not gain advantage on their attack rolls. 

Alchemist’s Filter 
Allows you to clean a liquid of all damage dealing properties. Those damage dealing properties are isolated into a 
separate gel that can be applied to a weapon or ammunition to add a comparable damage/effect to the weapon. 
(Example: a glass of wine with 1d6 poison damage, can be split into a glass of grape juice and a gel that can be 
applied to a weapon to make the next successful attack apply 1d6 poison damage as well as a constitution save to 
see if the target becomes drunk) 

Mask of Familiarity 
A featureless mask that when worn makes people think they know you from someplace granting +2 on all Charisma 
based skill checks. 

Archfey’s Eyepatch 
Grants darkvision benefits within magical darkness. 
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Wonderous Items 

Copy Cat 
A small stone cat totem. It is the size of a chess piece and projects a perfect illusion of another object. 
Place it on top of an existing object that would fit within a 5 foot cube and activate its memory. It will remember that 
object until the projection is activated. Placing the cat on any surface and activating the project will cause an illusion of 
the remembered object to project from the totem. It will look, smell, and sound to any creature like the projected object 
is actually there. Attempting to touch the object will reveal the illusion for that creature. The projection lasts for 1 hour 
on its own at which point the totem reverts to a non-magical cat totem. 

Page of Revelation 
A blank scroll with a spell written along its border. When you cast its spell the text vanishes and a detailed map of the 
surrounding 300 feet appears on the sheet. The map depicts verticality, secret passages, hidden rooms, and locations 
of people at the time of the casting. 

Skeleton Key 
A flat splint of bone with enchanted runes on it. When inserted into any lock roll a d4. If you roll a 1 it breaks without 
unlocking. Roll a 2 or 3 and it breaks and unlocks. Roll a 4 and it unlocks without breaking. 

Linked Rings 
A pair of simple gold bands. When worn by two seperate creatures with Intelligence scores above 4 who are within 
300 feet of one another, those two creatures can communicate telepathically with one another. This effect works even 
if they have no shared language. 

Conversation Bottle 
An opaque green bottle with a black cork. While the cork is inserted, any sounds occurring within a 50 foot radius of 
the bottle are retained within it in the form of a violet liquid. It can hold a half day’s worth of sound. Once it is full it will 
cease holding further sound. Once uncorked you have two methods of extracting the conversation. You can pour the 
liquid out. This will drain the bottle over the course of half a day and replay all sounds at the same speed they were 
retained. Anyone within 50 a fifty foot radius, who is not otherwise obstructed, can hear the sounds. Alternately, 
someone can drink the contents of the bottle over the course of a minute. Doing so will impart a clear memory of all 
the sounds retained as if the imbiber was present at the time. It will also impose 1d4 exhaustion points on the imbiber. 

Fauxlosopher's Stone 
The stone can be used to cast any spell known to you without a spell slot. These spells can be cast at a higher level 
than your current maximum. To use the stone, cast the desired spell at the desired level and roll a number of d6s 
equal to the casting level. 10 minutes after the spell is cast, you take damage equal to the d6s you rolled. If this brings 
your hp below 0 you automatically fail your first death save. 
Once three spells are cast using the stone it becomes a sapphire worth 5 platinum.  
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Fairy Ring 
A thin obsidian hoop that is one foot in diameter. Place it against a tree trunk, in the dirt, or in a still body of water and 
it will open a fairy door. From the door will emerge a fey creature who will aid in a task for a price. 
Note: This is a specifically odd one. I suggest doing a little research into fairy deals before giving it to your players. 

Two Headed Coin 
A silver coin of normal weight and size with a normal image on one side, and a negative of that image on the opposite. 
When you hold a small object in one hand and flip the coin it will either duplicate or eradicate the object. If it lands on 
the normal image, duplicate the object. If it lands on the negative image, destroy the object. 

Pied Flute 
A two tone flute that allows its owner to commune with fauna. It possesses 3 charges. Casting Speak with Animals 
spends 1 charge. Casting Dominate Beast spends three charges. 
When all charges are spent roll a d20. On a 1 the flute tarnishes and loses its enchantment. Otherwise it will replenish 
its charges at dusk. 

Raven Charm 
A small silver charm in the shape of a raven that allows the wearer to cast Feather Fall on themselves once per day. 

Anti-Magic Ring 
A wide black hematite ring with five gold bands etched into it. Each band acts as an anti-magic source. Activating one 
band will cast Dispel Magic. Activating two bands will cast Counter Spell. Activating three bands will cast Anti-Magic 
Field with the ring as it’s center. 
The bands do not recharge. Once all the bands are spent it becomes an Ornate Ring worth 100 gold. 

Healer’s Gourd 
Holds 5 ounces of liquid. Drinking an ounce of liquid from the Gourd will restore 2d4 hit points to the imbiber. Once all 
5 ounces have been drunk it produces no healing effects until it has been refilled with clean water, sealed, and 
touched by moonlight. Once those prerequisites have occurred it regains it’s healing properties. 

Sympathy Doll 
A one foot tall wooden featureless humanoid doll. Once a hair or drop of blood is added to the wood the doll’s 
appearance shifts to roughly imitate the appearance of the source of the hair or blood. Once the doll has been bonded 
to this creature they share a sympathetic bond. Piercing the doll will cause the illusion of similar pain to the creature. 
You can also impose any condition upon the creature by affecting the doll. None of this damage or effects will actually 
manifest but the creature will entirely experience the illusion of these effects and react as such. This reaches over any 
distance and between planes. 
You can interact with the doll to produce an effect in the creature five times before it reverts to being a normal doll. 
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Mouth Harp 
A simple harmonica with enchanted runes carved over its outer surface. It possesses 1d4 charges. Playing it spends a 
charge and produces discordant tones that can be heard up to 120 feet away. Each creature who hears the tones 
must make a Wisdom Saving Throw against a DC 14. On a failed save, the creature becomes Incpacitated for one 
minute. The effect ends for an affected creature if it takes any damage or if someone else uses an action to shake the 
creature out of its stupor. Once all it’s charges are spent it reverts to a normal Harmonica worth 75 silver. 

Triclops Crown 
A wooden crown with three magically enchanted emeralds embedded in it. The wearer can activate a gem as a 
Reaction to an attack, a spell, or an effect that is targeting them. Doing so renders them immune to all effects of the 
attack, spell, or effect that triggered the reaction until the start of the wearer’s next turn at which point the activated 
emerald cracks. Once all three emeralds have cracked the item becomes a Damaged Crown worth 40 gold. 

Tuning Fork 
As a Reaction to a damage dealing spell being cast, you can strike the tuning fork and it will double the amount of 
damage the target spell deals. Once this ability have been used it cannot be used again until the following dawn.  

Clockwork Amulet 
This brass clockwork amulet is a round disc with a 3 inch diameter and ¼ inch depth. Can be wound as an Action and 
will run for 1 minute. While it is running, all gold within 30 feet of it will sublimate. Any source of sublimating gold will 
become a 10 foot cube of poison gas. Any creature within these clouds must succeed on a Constitution Saving Throw 
or take 1d8 poison damage per round while within the cloud. 

Cat’s Eye 
A perfectly round marble of Cat’s Eye stone. If a creature with a missing eye inserts it into their empty eye socket the 
stone will grow to match the size of the original eye but otherwise appear as a Cat’s Eye stone. While using this as a 
replacement eye the creature possesses Darkvision of 60 ft and has a +2 to Perception. 

Body Bag 
A medium sized grey canvas sack. Any creature that is unconscious can be targeted. The target creature will be 
pulled into the bag and stored in a pocket dimension where they will remain unconscious indefinitely. The sack can 
only hold one creature at a time. 

Far Looking Glass 
A hand held mirror that can display a view of the creature’s current whereabouts and activities if their hair or blood is in 
contact with the reflective surface. 

Light Bulb 
A dimly glowing flower bulb that when thrown blooms into a bioluminescent lily. Each creature within 20 feet of the 
flower must succeed with a Dexterity Saving Throw against DC 12 or else they are outlined in a silver light and 
become visible even within the magical darkness. The affected creature can not benefit from invisibility or other 
illusionary magic or effects (such as Blur, Mirror Image, etc.). 
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Whet Stone 
Can be used to sharpen a bladed weapon adding a +1 bonus to its attack and damage until the next morning. These 
bonuses cannot be stacked onto a single weapon. Once it has been used 5 times it dissolves.  
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Consumables & Ammo 

Eladrin Wine 
Drinking adds +1 to Charisma based checks for 1 hour. Cannot stack with other beverages or multiple Eladrin wines. 

Red Eye Shot 
Drinking adds +1 to Dexterity based checks for 1 hour. Cannot stack with other beverages or multiple Red Eye shots. 

Stone’s Blood 
Drinking adds +1 to all Saving Throws for 1 hour. Cannot stack with other beverages or multiple Stone’s bloods. 

Dragon’s Milk 
Drinking adds +1 to Strength based checks for 1 hour. Cannot stack with other beverages or multiple Dragon’s milks. 

Stimulating Coffee 
Drinking adds +1 to Intelligence based checks for 1 hour. Cannot stack with other beverages or multiple coffees. 

Calming Tea 
Drinking adds +1 to Wisdom based checks for 1 hour. Cannot stack with other beverages or multiple teas. 

Deadman’s Arrows/bolts 
Made from the bones of corpses. Deals an additional 1d8 of necrotic damage. Dissolve on impact. 

Cloudy Draught 
Upon drinking the liquid within, the imbibing creature’s size is halved in all dimensions, and it’s weight is reduced to 
one-eight of normal. This reduction decreases their size by one category until they are Enlarged, either by magic or by 
eating a Speckled Cake. While reduced they have disadvantage on Strength checks and saving throws. The imbibers 
weapons and items are also reduced and their attacks with those weapons deal 1d4 less damage. This damage 
cannot drop below 1. This effect will not end on its own. 

Speckled Cake 
Upon eating the cake, the ingester’s size doubles in all dimensions, and its weight is multiplied by eight. This growth 
increases its size by one category. This effect persists until they are Reduced, either by magic or by drinking a Cloudy 
Draught. The ingester has advantage on Strength checks and saving throws. The weapons and items carried byt them 
also grow in scale. While enlarged, their attacks deal 1d4 extra damage. 
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Magic Seeds 
A seed pod holding 1d4+1 enchanted vine seeds. Burying a seed causes a vine to instantly begin to grow up to 90 
feet into the air, or up to the ceiling. At the upper end of the vine is a dense fog within which is an opening into an 
extradimensional space. The vine, fog, and entrance exist for 4 hours. The extradimensional space can be reached by 
climbing the vine to the opening. You and any creature you designate can enter the extradimensional space as long 
as the portal remains open. You can open or close the portal if you are within 15 feet of it. While closed, the portal is 
undetectable within the fog. The space is a 20 foot cube. Anything inside the extradimensional space falls to the 
ground at a rate 60 feet per round until they land. 

Fae Spice 
A small silk pouch holding 1d4+1 pinches of Fae Spice. When a pinch of this spice is sprinkled over a creature or 
object that can fit into a 5 foot cube the creature or object gains the attributes of the Fly spell for 1 hour. 

Seance Candle 
A 1d4 inch long candle. When lit and burned for 1 inch over 10 minutes the owner can then cast the Speak with Dead 
spell. Once the final inch has burned away the magic is spent and it becomes a pile of wax. 

Restoration Beans 
A magically charged bean that, when eaten (even by an unconscious creature with 0 hit points), will restore all hit 
points, all spell slots, and remove one point of exhaustion. 

Needled Cooperation 
A small dart which is filled with an alchemical solution can be thrown at the target at a range of 20/60. If the dart hits a 
creature that can communicate then they must succeed in a Constitution Saving Throw against a DC of 16 or else 
they will be under the effects of the concoction for 10 minutes. While under these effects they are compelled to answer 
any questions you ask of them and to do so honestly. 

Escape Egg 
An egg shell hollowed out and filled with a combination of components. As an Action you can mark an unoccupied 
safe space within 15 feet of the target creature that you can see then throw the filled egg shell by the feet of the target 
creature. A 15 foot cube of smoke will erupt from the broken egg shell and the target will be teleported to the marked 
unoccupied space, or the nearest safe space to the marked location.  

Bell Bearings 
As an action, you can spill this bag of 1000 tiny metal chiming balls from their pouch to cover a level, square area that 
is 10 feet on a side. Doing so causes them bells to ring and alert any creature within 120 feet. A creature moving 
across the covered area will ring some of the bells and alert any creature within 60 feet. They also must succeed on a 
Dexterity Saving Throw against a DC 10 or fall prone and increase the bells sound to 120 feet. A creature moving 
through the area at half speed doesn’t need to make the save but will still make noise. 
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Cantrips 

Forced Movement 
Conjuration cantrip 
Casting Time: 1 Action 
Range: 60 feet 
Components: V S 
Duration: Instantaneous 
Classes: Paladin, Bard, Wizard, Warlock 
You conjure an enveloping force that attempts to move the target 10 feet in the direction of your choosing. You cannot 
move them up or down. The target must make a Strength Saving Throw against your Spell DC. If they fail they are 
moved. The movement does provoke Reactions. 

Hungry Hand 
Necromancy cantrip 
Casting Time: 1 Action 
Range: Touch 
Components: V S 
Duration: Instantaneous 
Classes: Sorcerer, Warlock, Cleric, Druid 
A small mouth opens in the palm of your hand. Make a melee spell attack against the target. On a hit, the target takes 
1d8 necrotic damage and it can’t take Reactions until the start of its next turn. 

Migraine Transmission 
Evocation cantrip 
Casting Time: 1 action 
Range: 60 feet 
Components: VS 
Duration: Instantaneous 
Classes: Bard. Druid. Ranger. Sorcerer 
You evoke a severe headache in the target creature. That creature must make a Constitution Saving Throw. If they 
succeed they take 1d6 psychic damage. If they fail they take 1d6 psychic damage and each creature within 10 feet of 
them takes damage equal to half that damage rounded down. 
This spell’s damage increases by 1d6 when you reach 5th level (2d6), 11th level (3d6), and 17th level (4d6). 
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Channel Element 
Abjuration cantrip 
Casting Time: 1 bonus action 
Range: 30 feet 
Components: V S 
Duration: Up to 1 minute. 
Classes: Druid, Paladin, Ranger, Wizard 
You temporarily enchant a weapon within range with elemental energy to add the damage type of your choice from the 
following: Cold, Fire, Thunder, Lightning, Force, or Radiant. The next attack made with that weapon within the spell’s 
duration will include an additional 1d6 of the chosen damage type. 
This spell’s damage increases by 1d6 when you reach 5th level (2d6), 11th level (3d6), and 17th level (4d6). 

Bury 
Transmutation cantrip 
Casting Time: 1 action 
Range: 60 feet 
Components: V S 
Duration: Instantaneous 
Classes: Cleric, Ranger, Sorcerer, Wizard 
The loose ground (soil, dirt, debris, gravel, mud, etc.) below a target creature of up to Large size opens up and 
swallows them. The creature must succeed in a Dexterity saving throw against the caster’s Spell DC or they are 
buried 1 foot and Restrained until they are dug out. Any creature within touch range, including the buried creature, 
may spend 1 Action per to dig out 1 foot of the binding ground.  
This spell’s effectiveness increases to 2 feet when you reach 5th level, 11th level 3 feet, and 17th level 4 feet. 

Anticipatory Awareness 
Divination cantrip 
Casting Time: 1 Bonus Action 
Range: 30 feet 
Components: V S 
Duration: 1 minute 
Classes: Cleric, Druid, Paladin, Warlock 
An inkling of foresight aids a combatant in their attempts to avoid harm. For the duration of the spell whenever the 
target chooses to take the Dodge Action they will have advantage on all Saving Throws. Also if they are hit by an 
attack targeting only them they will take half the dealt damage.  
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Impose Doubt 
Enchantment cantrip 
Casting Time: 1 Action 
Range: 30 feet 
Components: V S 
Duration: 1 minute 
Classes: Bard, Paladin, Ranger, Warlock 
You pose a question as part of the casting process. The target creature must succeed a Wisdom Saving Throw 
against your Spell DC or they will be plagued with doubt regarding all decisions, actions, ideas, and movements for 
the duration of the spell. All skill checks and attack rolls they make suffer a -1 penalty during this time.  

Blasting Caps 
Illusion cantrip 
Casting Time: 1 Bonus Action 
Range: Touch 
Components: V, S 
Duration: 1 minute 
Classes: Bard, Cleric, Sorcerer, Wizard 
You touch one to three small objects (ball bearings, pebbles, coins, berries, etc.) and imbue them with magic. You or 
someone else can make a ranged spell attack with one of the objects by throwing it or hurling it with a sling. If thrown, 
it has a range of 60 feet. If someone else attacks with the pebble, that attacker adds your spellcasting ability modifier, 
not the attacker’s, to the attack roll. When the object makes contact with something solid it will emit a 30 foot radius 
sphere of bright light and loud sound that can only be perceived by those within the sphere. Those outside the range 
perceive no light or sound. Every creature within the sphere must succeed on a Wisdom Saving Throw against the 
caster’s Spell DC or they are Stunned until the end of their next round. 
If you cast this spell again, the spell ends early on any pebbles still affected by it. 
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Spells 

Debris Shield 
1st Level Conjuration 
Casting Time: 1 Action (Ritual) 
Range: 60 feet 
Components: V S M (a shard of sea glass) 
Duration: 10 minutes (Concentration) 
Classes: Bard, Sorcerer, Warlock, Wizard 
A 10 foot tall by 10 foot wide invisible barrier appears in the designated space. For the duration of the spell, ranged 
attacks and any objects with a weight 2 or less will be prevented from passing through the barrier. Solid objects with a 
higher weight that are not used for ranged attacks as well as any humanoid creatures can pass through the barrier 
freely.  

Blood Burst 
1st Level Necromancy 
Casting Time: 1 Action 
Range: 60 feet 
Components: V S M (a red berry. the berry will be destroyed in the casting)  
Duration: Instantaneous. 
Classes: Cleric, Paladin, Sorcerer, Warlock 
You crush a red berry while targeting a creature you can see within range. Their blood pressure spikes and blood 
bursts from the mouth, nose, eyes, and ears. The must make a Constitution Saving Throw against your Spell DC. 
They take 1d6 necrotic damage and are Blind and Deaf for until the end of their turn on a failed save. On a successful 
save the damage is halved rounded down and they are not Blinded or Deafened. 
At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d6 for 
each slot level above 1st. 

Blade Hand 
1st Level Evocation 
Casting Time: 1 Action 
Range: 10 feet 
Components: V S 
Duration: Instantaneous. 
Classes:  Bard, Ranger, Warlock, Wizard 
You swipe your hand towards a creature as you make a Spell Attack roll. A thin burst of force arcs out at them causing 
force damage equal to 1d8 + your Spell Attack bonus upon a hit. 
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Empathetic Healing 
1st Level Abjuration 
Casting Time: 1 Bonus Action 
Range: Self 
Components: V 
Duration: 1 Minute (Concentration) 
Classes: Cleric, Druid, Paladin, Ranger 
Casting this spell heals a creature you can see by transferring the damage from them to you. Upon casting, your hit 
points reduce and the creatures regain in equal amounts. You cannot reduce your hit points below 1 and you cannot 
increase the creature’s hit points above their max. You also take on all aspects of the damage that caused the hit point 
loss to the creature such as wounds. Once this transfer has occurred, you then begin to regenerate 1d4 hit points at 
the end of each of your turns for the duration. 
At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the regeneration increases by 1d4 
for each slot level above 1st. 

Misty Body 
1st Level Transmutation 
Casting Time: Reaction 
Range: Self 
Components: S 
Duration: 1 Action 
Classes: Druid, Ranger, Sorcerer, Warlock 
When an attack that targets only you would hit you, you may use your reaction to transmute your body and anything 
you’re carrying into mist, allowing the attack to pass harmlessly through you before you return to your natural state. 

Spark of Intuition 
1st Level Divination 
Casting Time: 10 minutes (Ritual) 
Range: 30 feet 
Components: S 
Duration: 1 minute 
Classes: Cleric. Paladin. Ranger, Wizard 
Up to three creatures within range can roll their Intelligence and Wisdom based skill checks with advantage for the 
duration.  

Face Blindness 
1st Level Enchantment 
Casting Time:  
Range: 60 feet 
Components: V S  
Duration: 1 minute (Concentration) 
Classes: Bard, Cleric, Druid, Paladin 
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You target a creature who can see within range and they must make a Wisdom Saving Throw against your Spell DC. 
If they fail, they cannot determine the identity, race, or gender of any humanoid they can see for the duration of the 
spell. 

Obscure Object 
1st Level Illusion 
Casting Time: 1 Action (Ritual) 
Range: Touch 
Components: V S 
Duration: 1 hour 
Classes: Bard, Druid, Sorcerer, Wizard 
You touch an inanimate object that can fit within a 5 foot cube and impose an aura of disinterest around it causing all 
creatures to fail to notice it for the duration of the spell. 

Duplicate Objects 
2nd Level Conjuration 
Casting Time: 10 minutes (Ritual) 
Range: Touch 
Components: V S 
Duration: Instantaneous 
Classes: Bard, Ranger, Sorcerer, Wizard 
You hold an item that can fit in your hand and attempt to conjure a duplicate copy of it. You must roll an even number 
on a d20 to succeed in duplicating the object. If you roll a 20 you create two duplicates. If you a 1 or a 3 the original 
item is destroyed in the failure. If you attempt to duplicate a magical object the duplicates have none of the magical 
properties but otherwise seems to be identical. 

Time Out 
2nd Level Necromancy 
Casting Time: 1 Action 
Range: 60 feet 
Components: V M (a smoky quartz crystal) 
Duration: 1 minute 
Classes: Cleric, Paladin, Warlock, Wizard 
You peer through a smoky quartz crystal at the target creature and dislodge their soul from their body to Paralyze 
them for the duration of the spell or until they take damage or are physically moved. 

Launch 
2nd Level Evocation 
Casting Time: 1 Action 
Range: 120 feet 
Components: S M (a spring) 
Duration: Instantaneous 
Classes: Bard, Drive, Ranger, Warlock 
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A target creature that is up to Large size is driven 30 feet straight up by a burst of force before falling back to the 
ground. They take standard fall damage upon hitting the ground. If there is an object above them that is 30 feet or 
lower they impact it before falling. 
At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the distance they are driven straight 
up increases by 10 feet for each slot level above 2nd. 

Memory Wipe 
2nd Level Abjuration 
Casting Time: 1 Action 
Range: 15 feet 
Components: S M (a small piece of slate) 
Duration: Instantaneous 
Classes: Bard, Paladin, Ranger, Warlock 
The target creature must succeed against a Wisdom Saving Throw or they forget everything they experienced and did 
during the preceding hour.  

Clay Proxy 
3rd Level Transmutation 
Casting Time: 1 minute (Ritual) 
Range: 5 feet. 
Components: M (mud, clay, or similar) 
Duration: 8 hours (Concentration) 
Classes: Druid, Sorcerer, Warlock, Wizard 
You focus your consciousness onto an area of earth and water. It takes on a featureless humanoid shape matching 
your size and your consciousness attaches to it causing it to become animated. You are disconnected from your body 
while controlling this body and your body is considered Unconscious. You may control this body as if it were your own. 
It has the same number of hit points as you do. It’s Strength score and Dexterity score are equal to your spell casting 
ability’s score. It’s Constitution, Wisdom, and Intelligence scores match your own. Its Charisma score is 0. It cannot 
speak. While you are controlling it you can see and hear what it would be able to if it had eyes and ears. You cannot 
cast spells through it. It also shares your proficiencies. It has a base AC of 13 and can be equipped with weapons and 
armor. You can end the spell early as a Reaction to your Unconscious body taking damage. It reverts to a formless 
pile or earth and water and your consciousness reverts to your body when the spell ends or its hit points are depleted.  

Telemetry 
1st Level Divination 
Casting Time: 10 minutes (Ritual) 
Range: Touch 
Components: S 
Duration: Instantaneous 
Classes: Cleric. Paladin. Ranger, Wizard 
You make physical contact with an object that could fit in a 5 foot cube and can determine a rough description of who 
the last person to interact with it was, and how long ago that was. 
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Interrupt Target 
4th Level Enchantment 
Casting Time: Reaction 
Range: 60 feet 
Components: V S 
Duration: Instantaneous 
Classes: Bard, Cleric, Paladin, Warlock 
As a Reaction to a creature that you can see that moves at least 5 feet within range you can project an illusion of an 
unexpected object appearing in front of them causing them to flinch, reducing their movement speed to 0 and 
eliminating their ability to dash until their next urn.. 

Project Form 
4th Level Illusion 
Casting Time: 1 Bonus Action 
Range: 120 feet 
Components: V M (a hand mirror) 
Duration: 1 minute (Concentration) 
Classes: Cleric, Druid, Paladin, Sorcerer 
The target creature rolls a Wisdom Saving Throw against your Spell DC. If they fail they see an illusory projection of 
you engaging them in melee combat. For the duration of the spell they entirely believe that they are unable to hit you 
with their own attacks and justify any damage they take for the duration as having come from an attack made by the 
projection. If they succeed they are only distracted by this projection for a moment allowing the next attack made 
against them to be made with advantage. 

Self-Destruction 
4th Level Conjuration 
Casting Time: 1 Action 
Range: 60 feet 
Components: V S M 
Duration: Instantaneous 
Classes: Druid, Paladin, Ranger, Wizard 
The caster targets the shadow of a creature up to Large size. Their shadow becomes a Shadow Demon sharing the 
target’s appearance and engages the target in combat. 
At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, you can target an additional 
creature for each slot level above 4th. 
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Crash Test Body 
5th Level Necromancy 
Casting Time: 1 Action 
Range: 60 feet 
Components: V S M 
Duration: 1 Hour 
Classes: Cleric, Sorcerer, Warlock, Wizard 
A humanoid corpse that has died within the last hour and is within range can act as your proxy body for up to an hour. 
As an action you can switch your body and the corpse via teleportation. Your body is rendered unconscious, appears 
dead, and is wearing the gear and clothing the corpse was wearing. The corpse is now wearing the gear and clothing 
you were wearing. Your consciousness is now within full control of the corpse proxy as if it was your own body. Your 
corpse proxy has temporary hit points equal to half your hit points, it has access to all the magic and spell slots you 
had at the time of casting, all skill rolls and any non-spell melee and attack rolls are made with disadvantage, and it is 
immune to necrotic damage. If your corpse proxy’s temporary hit points reach zero or if they would be rendered 
unconscious then the spell ends. The spell also ends if your unconscious body takes damage. You may also end the 
spell as an action. 
When the spell ends, your bodies exchange back putting your body back in your gear and clothes and putting your 
consciousness back within it. The corpse is back where you found it but rapidly decomposes. You have 1 point of 
exhaustion until you complete a Short Rest but otherwise your body is exactly in the state it was in upon casting. 

Localized Storm 
5th Level Evocation 
Casting Time: 1 Action 
Range: 120 feet 
Components: V S 
Duration: 1 Minute (Concentration) 
Classes: Bard, Cleric, Ranger, Sorcerer 
Thunder, Lightning, and Cold gather in a 15-foot-radius cylinder centered on a point within range that is up to 60 feet 
tall. When a creature enters the spell’s area for the first time on a turn or starts its turn there, it suffers the fury of the 
storms and must make a Constitution Saving Throw. It takes 2d6 Thunder damage, 2d6 Lightning damage, and 2d6 
Cold damage on a failed save, or half as much of each damage on a successful one. The cylinder is considered 
difficult terrain. 
On each of your turns after you cast this spell, you can use your bonus action to move the beam 60 feet in any 
direction. 
At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, each damage source increases it’s 
harm by 1d6 for each slot level above 5th. 
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Reflect Damage 
6th Level Abjuration 
Casting Time: Reaction 
Range: 60 feet 
Components: V S 
Duration: Instantaneous 
Classes:  Bard, Druid, Paladin Warlock 
When a creature within range is hit by a successful attack or spell attack roll, you can react by casting a reflective 
barrier around them. Damage of the same type and equal to the damage the original target would’ve taken from the 
attack roll is instead dealt to the attacking creature and up two other creatures of your choice that are within range. 

Buried Alive 
6th Level Transmutation 
Casting Time: 1 Action 
Range: 60 feet 
Components: V S 
Duration: 1 minute 
Classes: Bard, Druid, Warlock, Wizard 
The material of a wall, ceiling, or floor envelopes a single creature of up to Large size that you can see and is within 
range and pulls them into the surface the material grasped from. The creature can avoid this by passing a Dexterity 
saving throw against your Spell DC but the surface will continue to try to envelope them at the start of each of your 
turns for the duration. 
While the creature is contained they are Incapacitated, can’t move or speak, and are unaware of their surroundings. 
They also take 2d10 force damage at the start of each of their turns. When the spell ends they are ejected from the 
surface area that enveloped them and are prone. If they were pulled into the ceiling surface, apply fall damage if 
appropropriate.  

Revelation 
7th Level Divination 
Casting Time: 1 Minute (Ritual) 
Range: 300 feet 
Components: V S 
Duration: 1 Hour 
Classes: Cleric, Paladin, Ranger, Sorcerer 
The caster spends some time letting their magical senses explore the space around them. Upon completing the spell 
they are innately aware of the layout, hidden aspects, and creatures within the three-dimensional 300 foot radius area 
from where they were upon casting. For the duration of the spell any movement or changes to the area are known. 
Once the spell ends they maintain awareness of the state and location of layouts, things, and creatures at the time the 
spell ends but stop sensing changes.  

  

40 



 

Final Word 
8th Level Enchantment 
Casting Time: 1 Action 
Range: 60 feet 
Components: V 
Duration: 10 minutes (Concentration) 
Classes: Bard, Paladin, Ranger, Sorcerer 
The caster speaks a single ancient command that can render all creatures who can hear it stupefied for the duration of 
the spell. Each creature must succeed on an Intelligence Saving Throw or else their Intelligence and Charisma scores 
become 1. These creatures can't cast spells, activate magic items, understand language, or communicate in any 
intelligible way. They can, however, identify friends and foes and can follow or flee from them.  

Gloomfall 
9th Level Illusion 
Casting Time: 1 Action  
Range: 1000 ft cube 
Components: V M (a grain of black sand) 
Duration: 1 Hour 
Classes: Cleric, Druid, Sorcerer, Wizard 
You create a mass hallucination which deafens, mutes, and blinds all creatures rendering them unaware of their 
surroundings for the duration. If damaged while in this state they make a Wisdom saving throw against the Spell DC of 
the caster. If they succeed they are freed from the illusion. The caster may free any creature they touch from the 
illusion as a Bonus Action. 
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