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The Reign of Winter Adventure Path is on its way, and unseasonable pockets of winter are appearing
all over Golarion. It’s surely no coincidence that this is the time when the Queen of Witches, Baba Yaga,
is scheduled to return to the frozen land of Irrisen. Will the PCs discover the sinister plot behind these
winter pockets and stop them from spreading, or will Golarion be locked in an eternal ice age?
The options in this guide help tie characters to the people and lands of the North, and the following
recommendations and campaign traits are customized for the Reign of Winter Adventure Path. These hints,
suggestions, and character options are designed to help players create characters perfectly suited to jumping
right into and excelling over the course of this deadly campaign.
In this Adventure Path, the PCs don’t know that they are about to be thrown into an unnatural winter and
whisked off to explore far-flung locations. This guide balances the need to help players with the risk of
spoiling the Adventure Path’s plot twists. Without any hints about what is to come, there’s a chance that a
group could end up consisting of a desert-running ranger, a sea singer bard, a dungeon-delving dwarf, and
an air elementalist halfling wizard—none of which have much of a thematic link to the campaign.
This guide gives provides suggestions and new rules that can help you create a character for the Reign of
Winter Adventure Path, but ultimately the details of the campaign are up to your GM. Before getting too
far along in character creation, talk to your GM and ask whether she recommends any modifications to your
character. If you get the chance, it’s also a good idea to talk with the other people who will be playing in
the campaign and work together to build a cohesive group.
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While we don’t intend to spoil this Adventure Path, different groups have different standards for what they
consider to be spoilers. This being called the Reign of Winter Adventure Path, a player could infer that cold
weather and freezing temperatures are something that their characters are going to come into contact with.
Think of this Player’s Guide as a movie or video game trailer. It is here not only to help players make good
decisions for the characters they intend to playing, but also to give players a taste of what is to come.
Player’s Guides let the audience know what they are getting into. Some people don’t want to know anything
about a movie they are planning on seeing, while others watch all the trailers available before going to the
theater. Since a movie lasts only a couple of hours but a vibrant campaign lasts for many months of multiplehour sessions, it is important for you to have a good idea of what you’ll be spending your time doing—this
will help ensure that you enjoy the experience.
In this guide we will talk about how characters should be ready to deal with winter, even though the
campaign doesn’t begin in a place where a blizzard is likely. In the first few encounters of the first
adventure, players should do their best to separate their knowledge as players from their characters’
knowledge.
This guide is also provided to help players make fun PCs for the campaign. If the members of your gaming
group show up with characters that just don’t fit the theme of the adventures, the GM is going to have to
work extra hard to incorporate the characters into the campaign, or the players with the oddball choices are
not going to have much fun—or both!
An Adventure Path is a big commitment for everyone involved, and the more people know what they’re
getting into before anything begins, and if they players have a chance to make a character that is appropriate
to the Adventure Path, it goes a long way to ensuring everyone at the table will be happy.
This Player’s Guide and the product description for this Adventure Path reveal that an out-of-season
winter storm strikes (blanketing the village that serves as the starting point and the nearby woods in
snow), hint at travel to Irrisen, and talk about the return of Baba Yaga. You should keep all these in mind
when making your character, but know that other greater secrets will be revealed over the course of the
campaign.

During this Adventure Path, the PCs will visit a number of interesting and exotic places, but
humans can go unnoticed in most of these locations. Members of more unusual races might have
a harder time blending in at first. However, as the PCs progress through the Adventure Path, they
will find themselves farther away from home and what is considered normal. Because the PCs will
all be foreigners in strange lands, this campaign might be a good chance for players to try
uncommon races.
Character options with winter themes are available to PCs, and while having protections against
cold will be very helpful, remember that it is likely your character will be fighting creatures that
are acclimated to the cold and resistant to the cold damage type.
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Throughout the course of the adventure, the PCs find themselves in many likely unfamiliar locations.
Because of this, they will find that their social mores often do not fit those held by the NPCs they encounter.
Being flexible and able to adapt (or blend into) different cultures would be very helpful in this Adventure
Path. Characters who are more interested in being obstinate individuals will likely have a difficult time in
this campaign, however, and could become a burden for their fellow adventurers.

How should you prepare for the dangers that await you in the Reign of Winter Adventure Path? Just keep
the following in mind while creating characters.
Frozen Foes: Reign of Winter’s adventures contain a variety of monsters, many of which are native to icy
climes. You’ll face animals, fey, and humans at lower levels, then giants and magical beasts. At higher
levels, expect evil outsiders, undead, and possibly even a few dragons.
Ice Magic: Irrisen’s White Witches are masters of icy magic, but your character may be interested in cold
magic as well. The winter witch archetype that is part of the new witch class at the end of this book is
perfect for a witch character, a circle of the land - artic druid or a sorcerer with the silver or white draconic
bloodline would also be a good fit. Likewise, the new witch hunter class at the end of this book would suit
many of the campaign’s themes.
Lands of Winter: Winter is a major theme in the campaign, so you should be prepared to face cold
temperatures and harsh conditions. Survival would be a very good skill to have, as would Stealth. Characters
will also be traveling to new lands during the campaign, so Persuasion and History may be useful in dealing
with natives and new surroundings. Being able to survive in cold terrain is a must, but the adventures will
also take characters into forest, mountain, and urban environments as well.

This Adventure Path brings the PCs to a number of far-flung places, locations that might very well end up
being extremely foreign to most characters. In order to get by when it comes to communicating with natives
of these places, it would serve a PC well to invest in the Insight skill. Furthermore, early on in the campaign
the PCs visit the nation of Irrisen, whose residents don’t generally speak Common, but instead treat the
Skald language (See new languages section of this guide) as their common tongue. Some Irriseni also speak
Hallit, and Sylvan and may be helpful for communicating with some of the fey natives.
For some characters, language slots are a precious commodity (especially at the beginning of their careers),
but it would be helpful for a party of adventurers in this campaign if at least one member of the group
selected Hallit or Skald as one of her starting languages. As the campaign progresses, spellcasters would
be wise to select comprehend languages or tongues as spell selections.
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The following campaign traits tie characters to the Reign of Winter Adventure Path. Although the
campaign will take characters to Irrisen and other icy, winter bound locales, it begins in the warm lands of
Taldor far to the south. Characters designed for this campaign should plan to be residents of or new
arrivals in the village of Heldren.
ALL CHARACTERS GET TO PICK ONE CAMPAIGN TRAIT AT CHARACTER CREATION

The wonders of magic have always fascinated you, and you find the urge to tinker and experiment with
magic almost irresistible. You could be the child of an alchemist, wizard, or witch; a member of the
Pathfinder Society; or maybe someone with a touch of fey or dragon blood. You may not be trained in
magic, and you’ve had your share of accidental mishaps, but you possess a natural knack for activating
magic items. You’ve always been intrigued by the cold magic of the winter witches and ice mages of the
North, and would love to get your hands on some of their magic items. You gain proficiency in Arcana and
a +1 bonus on Arcana checks.

You have spent long hours hunting giant creatures and have become skilled at bringing them down quickly.
You gain a +1 bonus on weapon damage rolls against Large or larger creatures of the beast type.

You’re a big person, and people have always said you’ve got some giant blood in you. Even as a child, you
towered over your friends, and as you grew older, you grew even taller and stronger. Maybe your hair has
a tint of blue as well, or your skin is as pale as snow. Perhaps someday you’ll get the opportunity to travel
to the North and meet some real giants, and see whether the rumors about you are true. You gain proficiency
in Athletics and a +1 bonus on all athletics checks.

Your blood sings with longing to relive the adventures of one of your ancestors, and you are inexorably
drawn to the sea. You gain a +1 bonus on Navigator’s Tools checks and a +1 bonus on attack rolls made
onboard ships. You also gain proficiency with navigator’s tools if you are not already.

Your parents come from two visibly different cultures that maintain distinct identities regardless of their
physical proximity (such as Varisian and Ulfen). The tug of conflicting expectations has strengthened your
sense of individuality and given you a gift for languages. You receive a +2 bonus on Wisdom saves against
charm and compulsion effects, and you automatically know the racial or ethnic languages of both your
parents.
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As a child, you were apprenticed as a winter witch in the frozen land of Irrisen, but you did not complete
your training. Perhaps you disagreed with the politics of Irrisen’s White Witches, or you had an altercation
with one of your teachers, or maybe you were just ill-suited to the practice of witchcraft. Whatever the
reason, you left the ranks of the winter witches and left Irrisen. Whether or not you have continued your
training on your own, you still retain some small knowledge of witchery and the magic of the icy north.
You are proficient with Arcana and gain a +1 bonus on Arcana checks to identify spells or magical effects
with the cold descriptor. In addition, you gain Hallit or Skald as a bonus language (this does not count
toward your number of languages).

At some point in your life, you were touched by a fey creature called a huldra and inherited a bit of its luck.
Once per day, you may choose to gain advantage on a single saving throw, attack roll, or skill check.

You hail from one of the remote dwarven holds of the North, and have learned that the people of these
harsh lands are as fickle as the weather. Experience has taught you that outsiders are not to be trusted. You
gain a +2 bonus on Insight checks, and proficiency with Insight if you do not already proficient in it.
However, you take a -1 penalty on Persuasion checks with non-dwarves.

Most people expect half- orcs to be savage and violent, and you're used to working a little harder to
overcome their assumptions. Unfortunately, you're still working on keeping patient when they ignore your
efforts. Once per day, you may choose to gain advantage on any Persuasion check, but if it fails, you take
a -2 penalty on all Charisma-based checks for the next 10 minutes.

One of your parents came from the North, and the tales of the frozen lands at the top of the world that you
grew up listening to excited your imagination. Alternatively, maybe one of your ancestors passed on the
blood of some frost-rimed creature. You feel most alive during the chill of winter, and as a child, you spent
hours playing in the snow. You rarely feel the cold, and you’ve always had a restless longing to travel north.
You gain a +1 bonus on Constitution saves, as well as cold resistance; this resistance does not stack with
cold resistance gained from any other source.

You have long led a nomadic life— perhaps because your parents were travelers (whether roaming Varisian
caravaneers or traveling merchants who traded far and wide), you belonged to a nomadic tribe, or you ran
away from home to discover the world at a young age. Some call it wanderlust, but to you the thought of
new places and experiences is truly what makes life worth living, and no region catches your imagination
like the windswept wilderness of the North. You are used to getting along in unfamiliar lands and interacting
with interesting new people. You gain a +1 bonus on Survival checks and History checks, and one of these
skills (your choice) you gain proficiency with. You can also speak one additional language (this does not
count toward your number of languages).
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As a native of the North, you have acquired the ability to tread lightly on snow. You ignore difficult terrain
caused by snow, and it costs you only 2 squares of movement to enter a square covered in heavy snow,
rather than 4 squares of movement. This benefit only applies when you are not encumbered.

A spirit animal watches over you. Choose one of the following spirit animals. The benefit you receive
depends on which of the following spirit animals you choose.
Mammoth: You gain a +1 bonus on Constitution saves.
Smilodon: You gain a +1 bonus on Dexterity saves.
Woolly Rhinoceros: You gain a +1 bonus on Wisdom saves.

You don’t trust witches. They deal with otherworldly beings, consort with beasts, and brew vile poisons in
their cauldrons. As a child, perhaps you barely escaped some horrid fate at the hands of an evil witch, or
maybe a loved one was stolen from you by a witch’s charms. Perhaps you wanted to be a witch yourself,
but the local witch refused to take you on as an apprentice. Whatever the reason, you now hate witches, and
have dedicated your life to ferreting them out and exposing their wickedness for all to see. You know that
the North is full of winter witches, and should you ever find yourself there, you’ll relish bringing your
justice to them as well. You gain proficiency with the Insight skill and a +1 bonus on Insight checks. In
addition, you begin the campaign with 1d4 hex nails (see next page).

You are deeply attuned to the lands your people call home and the spirits that live there. You gain a +1
bonus on Survival checks in arctic or cold terrain. In addition, while in such terrain, you may query the
spirits of the land once per day to gain advantage on a single skill check to follow tracks, forage, or find
shelter.

Sometime in your youth, you encountered a location, object, or being steeped in the power of evil
witchcraft. Whether you were the victim of this force, were a conduit for it, or merely witnessed its effects,
the event changed your life. You have tried to put the strange incident behind you and forget it, but nebulous
premonitions of danger and eerie feelings of deja-vu have dogged your steps ever since. For some
inexplicable reason, you feel drawn to the lands of the North, though you fear another encounter with the
evil witchcraft that touched you once before. Whether through your purity, the blessing of goodly spirits,
an innate determination, or an intuitive and inexplicable familiarity with the ways of black magic, you have
acquired a resilience against the power of the dark arts. You gain a +1 bonus on saving throws against the
spells, spell-like abilities, and supernatural abilities of evil arcane spellcasters and witches, and a +1 bonus
on Arcana checks to identify spells cast by evil arcane spellcasters.

69

Additional Reading and Other Resources for Players
Players wishing to learn more about various regions they may visit or who want to be prepared for the
chill of winter should check out Pathfinder Campaign Setting: Inner Sea Primer and Pathfinder
Player Companion: People of the North. For players looking to see how people live in Irrisen,
consider reading the Pathfinder Tales Novel Winter Witch. Though the novel is set in Irrisen, it
shouldn’t provide any spoilers for the plot of this Adventure Path.

Special Item
The vigilante witch hunter campaign trait mentions the following minor magic item.
A hex nail is a thick, 6-inch-long nail forged from cold iron. Usually carried like charms or concealed
within the heels of shoes, these roughly worked nails are the only protection many common citizens
of Irrisen have against the White Witches and the cold fey of the North. Carrying a hex nail grants its
possessor a +2 resistance bonus on all saving throws against the hexes, spells, spell-like abilities, and
supernatural abilities of fey, hags, and witches. A hex nail automatically grants its bonus when its
possessor is targeted by such an effect. Once a hex nail has granted its bonus on a single saving
throw, it becomes a non-magical nail. Most Jadwiga consider possession of a hex nail an act of
treason.
COST: 20 GP

This Adventure Path doesn’t stay put. The characters all start out in the same place, but moving forward,
the only thing known is that they will be spending much of their time in freezing temperatures. Below is
a brief description of where the PCs start and a quick primer on how wintry weather affects them.

7
10

The Reign of Winter Adventure Path assumes that your character starts in or around the small village of
Heldren in southern Taldor. This area contains populations of humans, halflings, half-elves, elves, and
gnomes. While half-orcs are rare, they are not unheard of in this region and they are not treated much
differently from those of other races. Also, as Taldor is a somewhat tolerant country, it wouldn’t be unheard
of to see aasimars, tieflings, or other strange and almost otherworldly races.
Heldren is located in southern Taldor near the edge of the Border Wood. Taldor’s capital of Oppara is
almost 200 miles northwest of Heldren, and the closest sizable city is Zimar—Taldor’s third largest city.
This fortified city on the Jalrune River houses a large number of Taldan troops ready to defend their borders
from the Qadirans to the south. A small town named Demgazi sits on the other side of the Border Wood
from Heldren. More information about Taldor can be found in Pathfinder Campaign Setting: The Inner Sea
World Guide or in Pathfinder Player Companion: Taldor, Echoes of Glory.
Heldren is a small village of 171 people, mostly farmers, herders, and woodcutters. A small armory sits
atop a low hill northwest of the town square, ready to provide a safe refuge in case the village is attacked.
Heldren’s town hall and its single inn, called the Silver Stoat, are the two largest buildings in the village,
followed by the sawmill that brings income to the quiet settlement. Like many small villages, Heldren
contains a general store, a blacksmith, a stable, a butcher shop, a barber, an apothecary, and a wise woman
who sees to the village’s needs. To provide spiritual guidance to the village, a small temple stands near the
center of town. Though the place is dedicated to Erastil, its resident cleric tends to the community regardless
of an individual’s particular faith.
The climate here is not usually that cold and is much like that which you would find in southern France.
However, a strange pocket of cold has appeared nearby and that is what starts off this adventure path.
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This book explores the lands, cultures, and peoples of northern Avistan, with a focus on the countries of
Irrisen, the Lands of the Linnorm Kings, and the Realm of the Mammoth Lords. More than just cold weather
makes these lands distinctive; noted here are just a few of the most significant aspects of these dangerous
northland frontiers.

Irrisen is the Land of Eternal Winter, the country locked in an endless season of cold. Little grows in this
realm, forcing the people to subsist on scrawny game and the few strange plants hardy enough to survive
despite the cold. Glacier Lake and the slow-moving rivers that branch from it transport goods across the
country, but are jealously watched by the nation's rulers, the White Witches, and their monarch, Queen
Elvanna. From the capital of Whitethrone the Jadwiga, the country's elite, hoard the nation's riches, leaving
the larger Ulfen populace dreaming of revolution. In their poor but tightly knit villages. To the north the
Winterwall Glacier intrudes from the harsh arctic lands known as the Crown of the World, a trackless
expanse of blizzards and creatures savage enough to survive the soul-chilling frost.
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Fierce beasts and fiercer spirits rule the Lands of the Linnorm Kings, the coastal home of the Ulfen. The
Linnorm Kings themselves rule distinct realms, trading, fighting, and raiding across their homelands and
beyond in an endless search for riches—and immortality in the sagas of their people. Kalsgard, the most
populous city in the region, serves as the portal for trade throughout the country and into lands beyond.
Numerous islands within the Steaming Sea, such as Aegos (land of King Ingimundr the Unruly) and
Battlewall (land of the only female king, White Estrid), stand as nations unto themselves, distant parts of
the greater Linnorm King confederacy. To the south, in the frosty depths of the Grungir Forest, dwell many
of the land's deadliest inhabitants—the primeval dragons known as linnorms.
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The lands clutched by the northern Tusk Mountains are no place for weaklings. Giants, megafauna,
dinosaurs, and worse stride and soar across lands that defy the spread of civilization. Here, Kellid tribes
follow herds of mighty mastodons, to hunt them for food and tame them as mounts to ride against the land's
other gargantuan menaces. Few settlements sundve for long within these lands. The best known is Hillcross,
a permanent settlement deep within the largest pass through the Tusk Mountains. There the region's natives
come to trade with their own kind and daring merchants from the south. Suspicious but noble, the Kellid
tribes fight to defend their lands against all invaders, be they foreign raiders or the demons of the
Worldwound.
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The northern reaches of Avistan stretch from the Lands of the Linnorm Kings in the west, through the
nation of Irrisen, to the Realm of the Mammoth Lords in the east. All of these lands are colored by the cold
northern climate, but each has its own distinguishing features.
The Lands of the Linnorm Kings are a collection of petty kingdoms, each centered on a major settlement
and ruled by a king who has claimed his or her throne by virtue of defeating one of the land's fearsome
linnorms. The Linnorm Kingdoms encompass vast tracts of cold marshes, taiga, and rocky tundra, and
stretch south to where the eaves of the mighty Grungir Forest loom over the foothills of the Kotlar
Mountains.
The nation of Irrisen is a land frozen in the grip of an eternal winter. Carved off from the eastern Linnorm
Kingdoms 1,400 years ago, Irrisen is ruled by the cruel White Witches, daughters and granddaughters of
the Witch Queen Baba Yaga. The Winterwall Glacier encroaches upon the ice-bound land from the north,
while the permanently snow- covered Hoarwood Forest stretches across the nation's southeastern reaches.
The Realm of the Mammoth Lords is an ancient place where prehistoric beasts still roam the land, and is
claimed by no one but the nomadic Kellid people. The Tusk Mountains divide the snowy plains of the west
from the vast tundra of the Thunder Steppes, which reach all the way to the demon-tainted Worldwound.
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Ulfen and Kellids make up the majority of the North’s native people, with the former principally found to
the west and the latter more populous in the east. Between them, the Jadwiga, the descendants of Baba
Yaga, form a ruling class in the nation of Irrisen. On the northern fringes of these lands , the human Erutaki
and Varki ethnicities exist alongside the Snowcaster elves. Tians from far-off Tian Xia have made their
way over the Crown of the World to settle these lands as well. Dwarves and gnomes may be found scattered
throughout the mountains of the North, and even half- orcs have found places for themselves in the harsh
reaches.
The Lands of the Linnorm Kings have long been at odds with Irrisen over the theft of their lands and the
enslavement of their people during the brutal Winter War. The two countries are not currently at war, but
border skirmishes are common. Many ethnic Ulfen remain in Irrisen, subject to the cruel whims of the
Jadwiga nobility.
The Realm of the Mammoth Lords must also defend against Irrisen's predations , but the White Witches
are not the only danger threatening that land's Kellid inhabitants. To the east, the demonic hordes of the
Worldwound seek to expand their Abyssal territory on Golarion, while the savage orcs of Belkzen to the
south jealously eye the powerful war beasts that travel in great herds across the land.

Although Irrisen, the Lands of the Linnorm Kings, and the Realm of the Mammoth Lords are bound by
geographic proximity, shared cultures, and similar ethnicities, they are not the only nations of the
northlands. Several other countries occupy the same latitude, though their themes and dangers set them
apart. In brief, the following areas might also be considered part of the northlands, but are detailed
elsewhere.
Brevoy: Cold winds blow across the Lake of Mists and Veils into this realm of rival noble houses perched
on the brink of warfare. The disappearance of Brevoy's royal family has exacerbated feuds between the
rival regions of Issia in the north and Rostland in the south.
.
Beyond the mountains and glaciers that form the northern borders of the continent of Avistan stretches a
vast, harsh continent known as the Crown of the World. Although cloaked in arctic ice and snow, this is a
land of frigid deserts, slow-moving rivers, scant forests, mind-boggling mountains, and strange ruins.
Hardly a dead, empty land, this is the home of the Erutaki, the Snowcaster Elves , and myriad mysterious
and unique creatures . The Crown of the World also serves as the most direct route to the distant land of
Tian Xia. Daring travelers risk their lives upon the endless icy expanses following a route known as the
Path of Aganhei, a deadly and largely unmarked path dubiously linking Avistan with the far east.

East of Brevoy and the Lake of Mists and Veils stretches the realm of Iobaria, an expanse of rugged
wildernesses, dense forests, cyclopean ruins, plague emptied villages, and isolated communities . Centaurs,
cyclopes, giants, and other bestial races range across this vast region, often dwelling amid the debris of
various fallen empires - crumbling monuments repres enting all that remains of forgotten kingdoms both
humanoid and monstrous.
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The kingdom of Mendev faces the constant threat of being overwhelmed by the terrible forces of the
Worldwound, and acts as the rallying point for the forces that stand against Golarion's demonic invasion.

Sarkoris-a land of powerful druids, wise witches, and mysterious god-calling summoners was obliterated
by a tear in reality that unleashed countless demonic hordes into the world. Although the fiendish tide has
been slowed, the Worldwound presents a threat to all of Golarion.



Irrisen is a land claimed by eternal, unnatural winter, ruled by the cold-blooded White Witches.



The Ulfen of the Lands of the Linnorm Kings are a hearty people known for their bravery, sailing
skill, and deadly coastal raids.



Barbarian tribes roam the Realm of the Mammoth Lords, surviving among gigantic beasts through
tenacity and strength.



There are lands beyond the Stormspear Mountains, a frigid realm of near endless ice called the
Crown of the World, where mysterious peoples dwell.



The barriers of the Kodar Mountains, the Hold of Belkzen, and the Worldwound isolate much of
the northlands, making the port city of Kalsgard one of the most important in the region.

Horses tend not to fare well in the arctic cold, but hearty animals like yaks, mastodons , mammoths, and
sled dog teams can speed arctic travelers acros s the ice and snow. Although some of these creatures move
more slowly than common steeds, they handle the hazards of snowy plains far better than most humanoids.

Many newcomers to cold climates die from easily preventable causes. Here are some common errors.
Thirsty? Melt snow first over a fire or by holding it near your body, eating unmelted snow can dangerously
lower your body temperature.
Most wilderness tragedies can be avoided by having a partner to lend a hand or go for help.
Tying yourself to your companions can prevent disaster in everything from crevasse falls to uncontrolled
slides to white- out blizzards.
If the fall into the river didn't kill you, the cold might. Damp clothes steal your body's heat at an alarming
rate, and dripping wet clothes do so quickest of all.
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"In Irrisen, the Precious treasure of warm sunlight is rarer than gold. Unnatural beasts stride among us
like lords, and we bow and scrape to them, but they, too, serve the vile conquerors—the White Witches.
And while these witches may look like us, behind their cold, distant eyes, they are far more inhuman than
any of the monsters at their command."
—Whispers of Raknarr Oakan, druid and Herald of Summer's Return

Land of Eternal Winter
Alignment: NE
Capital: Whitethrpne (24,900)
Notable Settlements: Algidheart (6,720), Chillblight (12,400), Hoarwood (8,970), Redtooth (3,500)
Ruler: Queen Elvanna, Fourteenth Daughter of Baba Yaga
Government: Monarchy
Major Races: Frost giants, humans (Jadwiga, Ulfen), winter wolves
Major Religions: Lamashtu, Zon – Kuthon
Languages: Hallit, Skald
Irrisen is a land of bleak forests and frozen rivers, locked in the heart of an endless winter by the Queen of
Witches, Baba Yaga. Here, frost giants, ice trolls ,and winter wolves are esteemed citizens and the
descendants of the land's original Ulfen inhabitants, conquered nearly 1,400 years ago, live as slaves. A
succession of Baba Yaga's cruel daughters rule the nation, each reigning for 100 years before their crone
mother returns to reclaim her child and install a new daughter on the throne to rule for the next century.
The descendants of Baba Yaga, the Jadwiga, are the aristocracy of lrrisen, with the children and
grandchildren of the current queen, Elvanna, accorded the highest status. The White Witches-female
Jadwiga winter witches-administer and govern the country, while other Jadwiga act as the nation's
aristocracy, running businesses and leading the queen's fighting forces of ice trolls and winter wolves. While
the Jadwiga pay lip service to cruel gods, power in Irrisen stems from potent witchcraft, otherworldly
powers , and ruthless wickedness.
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At the geographic center of Irrisen lies Glacier Lake, a huge expanse of ice well over 100 miles wide. The
capital city ofWhitethrone sits on the cliffs of the lake's northeastern shore, with Queen Elvanna's Royal
Palace situated atop a 200 – foot tall ice spire rising up from the lake it self. The snow shrouded Hoarwood
Forest covers much of southeastern Irrisen, its tall coniferous trees and other plants locked in hibernation
by the perpetual winter. Countless dangers and mysteries lurk within the eerie wood, anything from an
accursed glade that steals years from any traveler who passes through, to a deserted village haunted by
ghostly black crows. Alongside the river known as the Frozen Road rests the otherworldly town of
Chillblight, its exquisite buildings formed entirely from shimmering ice. The barrier to the First World is
thin here, and the multitudes of capricious and twisted cold fey that dwell in Chillblight are liable to enslave
any mortal not on official business from Whitethrone.
The deepest uncertainty currently facing the nation is the impending return of Baba Yaga. The Jadwiga
Elvanna, scions of lrrisen's current queen, work furiously to leave their mark on lrrisen, erecting massive
statues and siring many children to carry on their name, while Elvanna herself has recently levied the
harshest taxes ever known in the history of the country. Meanwhile, the underground resistance group called
the Heralds of Summer's Return works tirelessly behind the scenes to overthrow the White Witches and
end the perpetual winter that has shrouded the land for centuries .
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"That howling? Likely only the wind bringing winter to our door. Pay it no mind, 'tis warm here and we
have mead enough to last. Then again, perhaps 'tis a pack of worgs come to eat our goats, or satyrs come to
steal our children. Could be that it is Fafnheir himself, roused to vengeance against our kings for slaying
his children. What? Not thirsty? Drink up, traveler; no matter what it is, you'll need courage to see you
through."
—Svala Twice-fold, Thanelands skald

Frigid Viking Homeland
Alignment: CN
Capital: Kalsgard (72,080)
Notable Settlements: Bildt (6,730), Halgrim (26, 340), Joi (9, 500), Losthome (4, 320), Trollheim
(12,120)
Rulers: Ingimundr the Unruly, Opir Eightfingers, Sveinn Blood - Eagle, White Estrid
Government: Loose confederation of tribal monarchies
Major Races: Dwa rves, fey, giants, gnomes, humans (Ulfen, varki )
Major Religions: Desna , Erastil, Gorum , Torag
Languages: S kald
The harsh Lands of the Linnorm Kings have not been one unified nation for thousands of years . Legends
speak of the coming of a High King who will unite the kingdoms and take back the lands of Irrisen, stolen
from them by Baba Yaga generations before. Until that time, the populace must survive in a dangerous land
bedeviled by fey, giants,and trolls ,to say nothing of the terrible linnorms that each king must slay before
he can claim his throne.
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The most populated region of the Lands of the Linnorm Kings is in the very heart of the Thanelands, where
fortified steadings hug the banks of the Rime flow River, and villagers farm the fertile ground, fish the
abundant rivers, and engage in commerce in the great walled city of Kalsgard. These folk fight to survive
harsh winters and the dangerous beasts that share their lands, such as dire wolves, polar bears, and ice trolls.
But the frozen bogs and moors of the Thanelands are relatively safe compared to the lands to the east, which
are even more dangerous and inhospitable. Hagreach to the east forms the Linnorm Kingdoms' border with
Irrisen-itself perhaps the greatest enemy of the Linnorm Kingdoms-and is a grim land of frozen tundra
where the elite border guards called the Blackravens stand watch against the forces of the White Witches.
To the south lies the vast and mysterious Grungir Forest. The forest is best avoided on account of the fey
who rule there, but it is also home to a wide range of other dangers , not least of which are the fearsome
linnorms. The oldest and mightiest of their kind, Fafnheir, is said to make his lair somewhere beneath the
forest's branches .
Farther south, the Ironbound Archipelago extends into the Steaming Sea. These islands are the domain
White Estrid, the only female Linnorm King and the only one to claim her throne with a living linnorm
beside her, rather than one dead at her feet. The Ironbound Archipelago is perhaps the most progressive of
the Linnorm Kingdoms, and even half- orcs are welcome citizens among the unconventional islands .
The Linnorm Kings and their subjects have a reputation for being fearsome warriors who sail forth in their
dragon-headed longships to pillage. While this is true of some, the majority of the land's Ulfen inhabitants
are simple, hardworking folk whose very existence is threatened from all sides . Despite the harsh realities
of life, the folk of the Linnorm Kingdoms manage to make time for feasting and celebrations. A death is as
much a time to drink and sing songs as a wedding, the first day ofspring, or any number of less important
occasions.
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"This land is ours—we belong to it, and it to us. Enemies try to take our lands but we drive them out. Trust
not the foolish ways of outsiders and their unnatural trickeries,for these are the weapons of our foes. Obey
your chieftain. Uphold your word. Learn strength from your elders, and learn well. For this land is an
unforgiving teacher and its punishment for weakness or failure is always the same—death."
—Gurrak, Bearpelt bloodspeaker, instructing the young children of the tribe

Lost Lond of the Distant North
Alignment: N
Capital: None
Notable Settlements: Hillcross (8,400), Icestair (11,300), Tolguth (3,900)
Ruler: Mighty Kuldor, Herdsman of the Bearpelt Following
Govemment: Loose alliance of mostly human tribes
Major Races: Giants, half-orcs, humans (Kellids)
Major Religions: Desna, Gorum, Rovagug
Languages: Giant, Hallit
The Redm of the Mammoth Lords is a savage, windswept wilderness renowned for the primeval that inhabit
it. Aurochs, cave lions, glyptodons, smilodons, woolly rhinos, and several varieties of mammoths and
mastodons are just some of the massive creatures found here.
Native Kellid tribespeople hunt the various herds of great beasts that roam the land. These groups live a
nomadic existence, moving on when prey grows scarce Family units combine together to form tribes, which
in turn combine to form "followings" under the leadership of powerful and daring warriors. Upon a leaders
death, followings often break apart into smaller tribes again.
The rugged, snow-topped Tusk Mountains split the Mammoth Lords' realm. The largest pass through the
mountain range shelters the Kellid trading settlement of Hillcross, while the mountain heights are the
domain of hostile frost giants. Mammoth Lord followings frequently raid giant tribes, capturing and
enslaving young giants to raise them as foundlings and them the ways of the great open plains.
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On the realm's northeastern border, at the foot of the Crown of the World, lies a series of deep craggy
valleys warmed by hot springs and volcanic vents. Here among tropical plants dwell dinosaurs and
prehistoric animals, and nestled deep within the mountains is a pit known as the Earthnavel. This passage
leads to a primordial lost world far underground called Deep Tolguth, an underworld with its own false sun,
inhabited by great saurian beasts from another age. Far to the east of the Tusk Mountains lie the Thunder
Steppes, a vast tundra once inhabited by a multitude of Mammoth Lord followings and tribes, but now
home to abnormally aggressive megafauna and other creatures contaminated by the demonic taint of the
Worldwound.
In a realm where aggressive strength is key to survival, numerous Kellid tribes venerate Gorum, while a
few renegade followings even pay tribute to Rovagug for his destructive might. Most also revere Desna as
the goddess of travelers, depicting her as a gallant woman astride a powerful elk The folk of the Realm of
the Mammoth Lords are suspicious of the foreign magics of outsiders, and shun them in preference for the
traditional rituals of their bloodspeakers and elder shamans. These superstitions stem in part from the hostile
lands that border their realm—the witch-held lands of Irrisen to the west, and the malignant demonic cancer
of the Worldwound to the east. These expansionistic domains encroach on the realm's borders, and held at
bay only by the raw barbaric ferocity of the Mammoth Lords and the unforgiving, desolate nature of the
realm itself.
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This Adventure Path deals with strong winter themes, and during the course of the campaign, the PCs
encounter a great deal of snow, ice, and arctic weather. To help ensure your survivability in the Adventure
Path, take heed of some of the dangers this environment can impose.

Between 0° and 32° Fahrenheit during the day, 10 to 20 degrees colder at night. Cold and exposure deal
exhaustion levels to their victims. A character cannot recover from exhaustion levels caused by a cold
environment until she gets out of the cold and warms up again.
An unprotected character in cold weather (at or below 32° F) must succeed at a Constitution save each hour
(DC 13, +1 per previous check) or gain one level of exhaustion. A character who is proficient in the Survival
skill has advantage on this check and can lend advantage to one other person traveling with them. A cold
weather outfit grants advantage on this check as well.

In conditions of severe cold or exposure (below 0° F), an unprotected character must attempt a Constitution
save once every 10 minutes (DC 13, +1 per previous check), gaining one level of exhaustion on each failed
save. A character who is proficient in the Survival skill has advantage on this check and can lend advantage
to one other person traveling with them. Characters wearing a cold weather outfit only need check once per
hour for cold and exposure damage, but it does not grant them advantage as it does in temperatures above
0° F.
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A character who suffers any levels of exhaustion due to the cold is considered to
be beset by frostbite or hypothermia. These penalties end when the character
recovers from the levels of exhaustion she took from the cold and exposure.

Extreme cold (below –20° F) deals 1d6 points of lethal damage per minute (no
save). In addition, a character must succeed at a Constitution save (DC 13, +1 per
previous check) or gain one level of exhaustion. Characters wearing a cold weather
outfit only need check once per ten minutes for cold and exposure damage, but it
does not grant them advantage as it does in temperatures above 0° F.

1.
2.
3.
4.
5.
6.

Disadvantage on ability checks.
Speed halved.
Disadvantage on attack rolls and saving throws.
Hit point maximum halved.
Speed reduced to 0.
Death.

For each hour that a character resides inside an area that is above 32° Fahrenheit then one level of exhaustion
is removed. This does not remove levels of exhaustion that has been caused by other means.

Lowers temperature by –10° F.

Characters walking on ice must spend 4 squares (20’ ft.) of movement to enter a square covered by ice, and
the DC for Acrobatics checks increases by 5. Ice is also considered difficult terrain and counts as 2 squares
of movement once acclimated to it. Characters in prolonged contact with ice might run the risk of taking
damage from severe cold. A successful DC 9 Acrobatics check is required to dash or engage in combat
across an ice sheet.

Arctic lands are not a single environment. Slow-moving rivers, icy mountains,
freezing deserts, chilling marshes, and hidden oceans all lie under the veil of
white. Crushing avalanches, starvation, drowning, snow blindness, sunburn, and
all manner of other environmental dangers threaten travelers in the North. Don't
forget to prepare for the threats such terrain can pose, both by bringing gear and
by learning the tricks locals use (such as peering through slitted snow goggles to
avoid snow blindness, roping up for stability, and using a pole to test whether
deep snow hides crevasses in glacial ice).
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Falling snow has the same effects on visibility, ranged weapon attacks, and skill checks as rain (reduces
visibility ranges by half, resulting in disadvantage on all Perception checks), and it costs 2 squares of
movement to enter a snow-covered square or to move through snow covered squares. A day of snowfall
leaves 1d6 inches of snow on the ground.

Heavy snow has the same effects as normal snowfall but also restricts visibility as fog does (obscures all
sight beyond 5 feet, including darkvision; creatures 5 or more feet away have total concealment). A day of
heavy snow leaves 1d4 feet of snow on the ground, and it costs 4 squares of movement to enter a square
covered with heavy snow and 4 squares of movement to move through each square of heavy snow. Heavy
snow accompanied by strong or severe winds might result in snowdrifts 1d4 × 5 feet deep, especially in
and around objects big enough to deflect the wind—a cabin or a large tent, for instance. Heavy snow has
the same effect on exposed flames as moderate wind. 25% chance per round of extinguishing the flame.

Essentially frozen rain, sleet has the same effect as rain while falling (except that its chance to extinguish
protected flames is 75%), and it has the same effect as snow once on the ground.
: Hail does not reduce visibility, but the sound of falling hail makes sound-based Perception checks
more difficult (disadvantage). Sometimes (5% chance) hail can become large enough to deal 1 point of
lethal damage (per storm) to anything in the open. Once on the ground, hail has the same effect on
movement as snow.
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What follows are additional race options for the Reign of Winter Adventure Path. Some of these options—
are included here primarily for the GM’s use, but they can also be selected by players for use in the
campaign. The human sub-types presented here cannot be taken on top of the alternate human variant
presented in the 5e Players Handbook.
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The Erutaki are a hardy folk who live at the Crown of the World. They are, by necessity, self-reliant and
extremely efficient. They waste nothing, utilizing every last part of a killed animal for food, clothing, tools,
and weapons. Their deeply held spiritual beliefs focus on ancestral and elemental spirits found in natural
phenomena such as blizzards or the polar aurora.
Though some Erutaki tribes are completely nomadic, following reindeer or other herd animals, most Erutaki
reside in permanent villages for at least part of the year. These settlements are usually small and isolated,
located on the coast or near abundant streams and lakes.
Clans that dwell on the icy coasts fish on the open sea in summer and bore holes in the ice to fish in winter.
Tribes living farther inland hunt farm resilient tubers alongside herds of long-haired goats, and raise dogs
to be both pets and beasts of burden to pull sleds across the ice and snow.
While there is little in the way of centralized government in Erutaki lands, some clans work closely for their
mutual survival. The most settled Erutaki lands are those along the Path of Aganhei on either side of the
Crown of the World. The folk in these regions are more used to travelers, and indulge in significantly more
trade than their cousins who live farther from this route.
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Erutaki are not one people, but rather a collection of hundreds of clans spread Over thousands of miles of
taiga and tundra. These clans often have their own dialects and customs, but they share enough similarities
that many outsiders don't know the differences. Most Erutaki find this lazy designation insulting and instead
refer to themselves by the name of their tribes, clans, or villages. Detailed here are a of the most prominent
Erutaki clans.
Iqaavit: The Iqaavit are nomadic herders of musk oxen who roam through the tundra of the Hoarwell
March. They are shy folk who mostly avoid travelers.
Khorkii: The Khorkii Clans live along the coast of the Gulf of Khorkii, with Ketskerlet as their chief town
During the winter, they retreat beneath the mountains of the Wall of Heaven, in to halls maintained by the
significant number of dwarves who live among the clan.
Miusunnit: The Miusunnit are the largest Erutaki clan in the stilt-city of Aaminiut. Their ancestral claim
grants them control of the rare ice peppers of the marshes.
Ulaagor: The Ulaagor Clans reside along the shores of the Songil Sea, with Tuvar as their chief village.
They hunt seals and whales on and near the many islands of the coast.
Yumyzyl: The Yumyzyl people hunt beluga whales, narwhals, and walruses along the Ivory Sea coast.
They gather annually at the town of Kyzuv.

Characters of the Erutaki ethnicity gain everything that a normal human does except for the Ability Score
Increase. You either add +1 to all six abilities, or you add +1 to two abilities (your choice.)
Plus you gain the following:
Spirit Lodge Dreamer: You have experienced visions of the unseen spirit world, and bear the marks of
the spirits upon your flesh. You gain a +1 bonus on saves against illusions, and you ignore quarter and half
cover on your attacks. Three quarter cover counts as half cover to your attacks.
Language. You gain the ability to speak Erutaki, the tongue used by the Erutaki people.
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Of all the peoples of Avistan, perhaps none characterize the harsh realities of life in the North like the
Kellids. Clothed in simple leathers and furs, their weapons and tools adorned with fetishes made from the
bones and teeth of totemic animals and long-dead ancestors, and scarred without and within by lifetimes of
struggle and violence, Kellids are the untamed issue of the northern lands.
Nomadic Kellid tribes wander northern Avistan from the arid steppes of Numeria to the
snowy plains west of the Tusk Mountains following game herds, ancestral trails, omens,
and the ambitions of charismatic chieftains. These bands must contend with threats from
all sides, both natural and supernatural. Between the curses of the winter witches of
Irrisen to the west, the savage orc hordes of Belkzen to the south, and the demonic
horrors boiling from the Worldwound in the east, the Kellid people have well
earned their deep distrust of outsiders, as well as of magic and those who wield it.
At home in an environment where daily survival is the first—and often only—
concern, their small tribes are uncomplicated by elaborate codes of etiquette
and other luxuries found within city walls. Indeed, Kellid tribes
thrive in brutal conditions that would break more
rigidly structured societies. As unforgiving as
the tundra they wander, Kellids
nevertheless possess a unique code of
honor, and would rather offer a
hated enemy shelter from an arctic
storm than allow another to suffer
an undignified and grim death by
exposure or starvation.
The few Kellids who abandon nomadic life
settle in cities and towns where their skills as
warriors and trackers are desired, or put down
roots where prey, iron, or other desirable
resources are relatively easy to come by yearround. Despite this, urban and settled Kellids
continue to observe the practical lifestyle of their
roving kin. Even in the best of times, a Kellid
owns little more than he can carry or wear.
It's not that Kellids disdain physical
luxuries and creature comforts, but rather
that they rarely have the luxury or good
fortune to accumulate such things, and in
many cases would not know what to do with
them if they did. In the end, a typical Kellid
needs nothing more than a mammoth
hide across his back, a spear in his
hand, and a challenge in his sight.
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Kellid names often sound brusque and harsh, with guttural sounds and hard consonants. Usually consisting
of no more than two syllables, Kellid names are brief by necessity. In the unforgiving and violent wastes
of the North, the half-second it takes to bark a Kellid name can often mean the difference survival and
death. Kellids make little use of second names within their own communities, though renowned figures can
earn descriptive titles befitting their deeds and accomplishments. Traditionally, Kellid children go unnamed
until they survive their first winter.
Female Names: Addit, Bevka, Dejik, Eht, Garra, Jerda, Kagur, Kanat, Larat, Medda, Renka, Serit, Telka,
Vehk
Male Names: Anok, Brud, Droguk, Gotor, Jokon, Hrunga, Jod, Korut, Mortok, Nunek, Purat, Torg, Yort
Titles: Beast-Stalker, Giantkin, Long Years, Many Scars, Red Spear, Snow Mane, Trollkill, Tuskbreaker,
The Unbroken

Characters of the Kellids ethnicity gain everything that a normal human does except for the Ability Score
Increase. You either add +1 to all six abilities, or you add +1 to two abilities (your choice.)
Plus you gain the following:
Storied Scars: You proudly bear the numerous scars of your life on your body, and each one tells a tale of
your experiences. You gain a +1 bonus on Persuasion checks made to interact with other Kellids, and a +1
bonus on intimidate checks when dealing with non-Kellid peoples.
Wary of Danger: Your people are beset on all sides by threats, and you have developed a keen sense for
danger. You gain a +2 bonus on initiative checks.
Language. You gain the ability to speak Hallit, the tongue used by the Kellid people. It is a coarse language
with no written form.

Although Kellids possess different cultures and customs depending on where they live, several expressions
are common among all Kellids, and often reflect the harsh nature of their homelands.
Step first with your spear.
(Literally, test the ice before you put your weight upon it, but also a general caution to look before you
leap.)
To taste the marrow, first crack the mammoth's bone.
(Only great effort brings great reward.)
Braiding a mammoth's tail.
(Engaging in a pointless activity.)
Praise winter in the summer. Praise sickness when in health. Praise hunger at the feast.
(Be thankful for the hardships you survive.)
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Hidden away in Golarion's remote subarctic regions, the pale Snowcaster elves are the descendants of elves
who did not flee to Sovyrianjust before Earthfall, but instead sought shelter in the frigid lands of the North.
They have largely withdrawn from the rest of the world and live in self-imposed isolation, avoiding contact
with other races unless absolutely necessary.
Snowcaster elves have no nations, cities, or large towns of their own, and ill-informed outsiders often
believe them to be nomadic, since few have ever seen one of their settlements. This suits the secretive elves
just fine, as it serves to protect their greatest treasures—their homes, their families, and their faith.
Snowcaster elves live in small, isolated tribal communities, hidden from the outside world, often dwelling
in the remains of the once-grand
structures; built by their ancestors. These
ruins are usually concealed or inaccessible
unless one knows the-way — hidden in
ravines between blizzard-choked mountains,
in the depths of snow-carpeted pine forests,
or in ice caves formed from the growth of
glaciers over millennia. Snowcaster elves
have a fierce loyalty to the place where they
choose to live, whether it's an ancestral
burial ground, the home of a revered
leader, or a particularly holy site.
When contact with outsiders is
necessary, it is commonly a single
Snowcaster called a "twilight
speaker" who enters a
foreign
community,
having been trained
specifically for the task.
Snowcaster elves are
usually cautious at best
in their dealings with strangers, and have a
reputation for blunt speaking. This is not
rudeness, however, merely a desire to conclude
their business as quickly and efficiently as possible.
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Snowcaster elves have the utmost respect for family and tradition and choose to honor their ancestors by
naming their children for them. However, because they are also intensely private and wary of revealing
their secrets to strangers, they choose to hide their true names in single long, multi-syllabic traditional
names.
As such, it is generally impossible for anyone outside of a particular Snowcaster elf's tribe to identify just
which parts of an individual's name relate to his or her ancestors and which is the given name. In any
dealings with non-elves, revealing their names is seen as bad luck, so Snowcaster elves introduce
themselves with a sobriquet instead. It is quite an insult to ask a Snowcaster elf her name without first
giving your own.
Female Names: Celaesorea, Elurrabeherra, Koryveretru, Lumivartalvae, Mirrashylora, Parralatea
Male Names: Euroliyern, lularavern, Kuroredimer, Liiomadin, Nuorufalal,
Sobriquets: Daughter of Twilight, Son of the Snows, Sunset's Blood, Winterwall Runner

A Snowcaster elven character has all the abilities of a normal character with the elf race plus the following:
Ability Score Increase. Your Wisdom score increases by 1.
Elf Weapon Training. You have proficiency with the longsword, shortsword, shortbow, and longbow.
Obscure Traditions: You confound those who think they know about elves. Any creature attempting to
make a Knowledge check about your people, a Insight check to determine whether you are lying, or a
Survival check to track you have a -2 penalty on the check. Additionally, any character or creature that
normally gains a bonus on ability checks, attack or damage rolls against elves (such as a ranger's favored
enemy ability) have a -1 penalty on the check.
Snowblooded: Your family has a long tradition of producing excellent sentries and twilight speakers. You
gain advantage on Constitution saving throws made to avoid damage or exhaustion levels from cold
environments, and gain a +1 bonus on saving throws against spells that do cold damage.

Many expressions common among the Snowcaster elves derive from their natural distrust of—and disdain
for—outsiders.
A friend is simply an enemy who has not yet revealed himself.
(This saying reflects the Snowcaster elves' view of outsiders. They are very slow to trust others, and even
when they do, they are always looking for betrayal.)
As solid as the snow.
(A maxim usually used to describe other races, implying that something or someone cannot be relied upon.)
Cling to the hand when the blizzard blinds.
(An extremely common phrase that refers to trusting in one's kin or Findeladlara's guidance when the future
is uncertain.)
Snow falls and the daylight dies.
(A phrase that describes inevitability, often the inevitability of the younger races doing something foolish.)
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Whether they hail from the Lands of the Linnorm Kings, Irrisen, or the northern reaches of Varisia, the
Ulfen are famed as brawny, boorish raiders and brawlers. While true, this simplistic description does not
do them justice. Superb crafters and artists, unquenchably curious explorers, wholehearted romantics, lusty
lovers, generous providers, shrewd traders, masterful shipwrights, cunning strategists, wise counselors, and
quick-witted competitors—Ulfen may be any of these. If there can be such a thing as a nation of heroes,
surely the Ulfen are it.
In Winter, Ulfen spend their time carousing and telling tales through the shrieking dark of weeks-long
blizzards, cut off from
the rest of the world in their longhouses, ready at any time to defend their
holdings
from wolves, trolls, or worse. In summer, Ulfen farm the land and hunt
game, gathering surplus for the long winter months, or go
raiding, trading the longhouse for the longship.
Even at peace, the Ulfen have a deep competitive streak.
Competition can be entirely amicable, but even a
friendly competition can turn into a vicious rivalry or
outright hostility if one party feels his honor was
impugned.
Ulfen compete through feats of strength and stamina.
Single combat, as the ultimate test of all these
qualities, is quite common. This love of battle and
the status Ulfen gain from defeating their foes
lead some Ulfen to duel monster’s instead of
just their brethren in an effort to win more
prestige. Troll wrestling is particularly popular
among such folk, and torn-off, cauterized troll
limbs are highly valued trophies of such
activities. Linnorm-hunting, of course, is
the ultimate expression of this tradition.
Ulfen almost always adopt their
forebears' professions, laboring alongside
parents, siblings, and children. To Ulfen
traditionalists, marriage is the only
legitimate way to change livelihoods, and
leaving the family's occupation is otherwise
tantamount to abandoning the family,
redeemable only through extraordinary
success. Winning glory (and loot)
transcends careers, however, and raiding,
soldiering, or adventuring are always
honorable and acceptable pursuits.
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Ulfen usually have two names: an individual given name and a byname, based on a notable characteristic.
The cadences of Skald make two-syllable given names common, with a solid subset of strong
monosyllables. An Ulfen’s first byname, acquired at birth, is a simple patronymic or matronymic derived
from one parent's name. Later bynames are based on notable deeds or characteristics. The first true byname
is considered a key step toward an independent adult identity, though some children acquire individual
bynames at very young ages.
Ulfen rarely chose these names themselves, and they are not always flattering. Ulfen may acquire several
bynames over their lives, but only the most recent is used except in the most formal circumstances, making
an unwelcome byname a strong incentive to do something remarkable to earn a new one. Bynames
anywhere in the name that seems to fit.
Female Given Names: Attild, Brid, Einn, Gunilla, Innveig, Maurild, Runveig, Svala, Thingerd, Yngvilda
Male Given Names: Birgun, Eirnar, Gundar, Hamall, Jud, Njal, Sjogun, Tholl, Varmod, Vid
Matronymics and Patronymics: These bynames simply consist of one parent's name and the suffix - sen
or - sson (for boys) or -datter, -dotter, or - dottir (for girls).
Sample Bynames: Beartooth, Firebraid, Horde-Mother, the Tall, Thickskull, Troll-Biter, Six-Ales,
Wolfpelt.

Characters of the Ulfen ethnicity gain everything that a normal human does except for the Ability Score
Increase. You either add +1 to all six abilities, or you add +1 to two abilities (your choice.)
Plus, you gain the following:
Glint-Tongued: You have a gift for poetic turns of phrase and vicious streams of insults. You gain a + 1
bonus on Charisma-based skill checks made to impress or persuade other Ulfen, and you gain a +2 bonus
on all Intimidate checks.
Honor- Driven: Your honor is such a part of you that you can sense it (or its lack) in others. You gain a
+1 bonus on all Insight checks.
Language. You gain the ability to speak Skald, the tongue used by the Ulfen people. A lilting tongue full
of long, complex words

The Ulfen are frequently blunt in their speech, and a number of their common expressions are similarly
forthright.
Any troll's arm comes off.
(Persist long enough, and you will succeed at any task. More cynical Ulfen note that since trolls regenerate
lost limbs, this saying also implies that there is always another task to take its place.)
Go sow the whitecaps!
(You're wasting your time, so go elsewhere and stop wasting mine!)
He'd scare the sea away at low tide.
(This saying means that someone is either ugly or fearsome. Both are usually an insult, but not always.)
A pass is best seen from the top of the mountain.
(Do not look for the easy way out. The wise accept a challenge and learn by reflecting upon the experience.)
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Despite seeming inhospitable, the northern lands of Avistan—Irrisen, the Lands of the Linnorm Kings, the
Realm of the Mammoth Lords, and even the Crown of the World—are home to a tremendous variety of
peoples.

Drawn to the plentiful ores and minerals present in the Kotlar, Stormspear, and Tusk mountain ranges,
dwarves are a not-uncommon sight in the northlands. From the boisterous, bold, community-minded
dwarves of the forward-thinking Ironbound Archipelago to the gruff, isolationist dwarves of Zavaten Gura,
the cold climate of the North seems to magnify dwarves' natural tendencies in two opposing ways.
In the eastern region of the Lands of the Linnorm Kingdoms called Hagreach, dwarves share the mystically
warm valley of Summerglen with fey creatures. These dwarves are unusually expressive and emotionally
warm, perhaps due to some quality of the valley itself, though their instincts to protect their home and their
fey allies remain well honed. More typically clannish-but still friendly dwarves inhabit the Kotlar
Mountains, most notably the Kopparberget mine in Southmoor.
In other regions, however, northern dwarves are even more surly and reclusive than their southern cousins.
The dwarves of the Tusk Mountains that stretch from the Hold of Belkzen north into the Realm of the
Mammoth Lords tend to be isolationist, but are not overtly hostile toward outsiders. Farther north, in the
Hellrung, Rimethirst, and Stormspear Mountains, a few remote dwarven trading posts eke out a living, with
most of their trade focused underground rather than on their northern neighbors. In the nation of Irrisen,
dwarves are few and far between. Some small dwarven settlements exist in the Kotlar Mountains that fringe
Irrisen's southern border, but the inhabitants of these insular holds can be outright xenophobic.

The Ulfen have an epithet for the gnomes of the North: "the autumn leaf people." With the gnomes' brilliant
coloring and free spirits, this image seems obvious enough, but it contains subtle depths. The gnomes' exile
from the First World gives them a tinge of melancholy, and they seem to be blown hither and yon like fallen
leaves, both individually and collectively.
The Shay Citadels of lrrere in the Ironbound Archipelago are a well-known haven for gnomes, as is the
Grungir Forest, where gnomes range from the more fey denizens of the forest's depths to the more mundane
(for gnomes) inhabitants of fringe towns like Delmon's Glen. Elsewhere in the North, gnomes are as likely
to be found in the Hoarwood Forest in Irrisen as among the peaks of the Lustral Spires or on the glacial
plains of the High Ice of the Crown of the World.
In the Lands of the Linnorm Kings, the town of lceferry, opposite Kalsgard on the Rimeflow River, is a key
gnome settlement, giving them contact with both the Ulfen and travelers from farther afield. The valley of
Summerglen in Hagreach attracts gnomes, and they enjoy friendly relations with the valley's dwarven and
fey inhabitants. The town of Chillblight in Irrisen, where the borders between the First World and Golarion
are as fragile as an icicle, also draws gnomes like a cold flame, often with equally fatal results, for the fey
who rule Chillblight are no kinder to gnomes than to other humanoids.
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Human ethnicities make up the remainder of the northern civilizations, with two exceptions: half-elves
descended from Snowcaster elves, and the half-ores of the Ironbound Archipelago and the Realm of the
Mammoth Lords.

The reclusive Snowcaster elves seldom form relationships with members of other races, so half- elves are
exceedingly rare in the North. Occasionally, however, such liaisons do occur, though the half- elven
progeny of such unions are almost never accepted in Snowcaster society. As a result, those few northern
half- elves, whether descended from Snowcaster elves or travelers from the south, must usually make their
way on the fringes of human society.

Half- ores are common in the Linnorm Kingdoms' Ironbound Archipelago, and tolerated there to an extent
unknown in the south. Concentrated on the island of Flintyreach, but with a noticeable presence
in Halgrim and the rest of the islands, many half- ores (or their ancestors) traveled
north from Belkzen to find-or make-a home where their brute power is
appreciated, but not regarded as definitive, throwing off much of
the cultural baggage that traps their ore forebears in endless
squalor and violence.
Half- ores can also be found in the barbaric Realm of the
Mammoth Lords, as exiles, traders in search of that land's
mighty megafauna, or the products of cross-border raids by the
orcs of the Hold of Belkzen. Reflecting their often brutal
upbringing and the harsh nature of the land itself, Mammoth Lords
half-orcs are often much closer to their orc progenitors in
temperament and cruelty.

Nearly any race can be found in the lands of the North.
Shoanti sometime s make their way northward from
Varisia, as do ethnic Varisians, who ply the trade routes
in their caravans.
Halflings occasionally
visit the North as well,
particularly in the
ports of the Lands of the
Linnorm Kings. More
unusual races, such as fey, frost giants, and
ice trolls, also commonly inhabit the northlands.
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What follows are additional class options for the Reign of Winter Adventure Path. Some of these options—
are included here primarily for the GM’s use, but they can also be selected by players for use in the
campaign. While all of a winter witch’s class abilities are appropriate to the theme of winter, some of the
abilities presented in the archetype can benefit a player character in this campaign, but some of the class
abilities are more likely to hinder characters.

This Players Guide highlights options specific to characters of the following classes and beyond.

For the Conan-inspired barbarians of the Realm of the Mammoth Lords, the proud raiders of the Lands of
the Linnorm Kings, and the rugged people of the Crown of the World, rage and winter go hand in hand.
New feats like Tribal Scars and expanded details on the people of the Tusk Mountains provide new depths
of detail to the rough people of the Realm of the Mammoth Lords.
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The might of winter and the brutal landscape wins widespread devotion across the North, especially in the
hearts of the Kellid shamans known as bloodspeakers and Erutaki spirt-talkers. Their faith in winter's might
is reflected in the new winter mystery. The new Oracle class presented later in this chapter has all of that
and more.

Those who can survive nature's icy ferocity are held in high regard all across the northlands, whether they
earn fame as Kellid giant-tamers, mammoth- stalking beast wranglers, glory- seeking linnorm hunters,
sentries of the Snowcaster elves, guardians of Irrisen’s White Witches, or by otherwise being at home in
the ice and snow.

The White Witches of Irrisen and their snow- conjuring brethren dominate the magical traditions of the
North. Learn their greatest magic with the new spells detailed herein as we present to you the new Witch
class for 5th edition.

Certain game elements transcend the particulars of race and class. The following features work equally well
for any character in the game, regardless of what the character's focus, type, or background might be.

Learn what it means to be a member of some of the most rugged cultures of the Inner Sea region with in
depth details on the Kellids, the Ulfen, and the nations of the North, as well as new traits for each.

The Reign of Winter Adventure Path is coming! Make sure you prepare yourself to face the cold with
advice and campaign traits built to aid characters in this campaign against frost and fury.

Though you may already be familiar with the Kellid and Ulfen human ethnicities, the North is also home
to the Erutaki of the Crown of the World, the haughty Jadwiga who rule Irrisen, and the tribal Varki. The
arctic dwelling Snowcaster Elves also offer you an exciting alternative to the more common forest- dwelling
elves of Kyonin.

Get the right gear and survival tips you need to weather the ice and snow with new equipment, and tips on
facing icy dangers.
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The following animal companions are all stout enough to thrive in cold environments and could prove
useful to PCs in the Reign of Winter Adventure Path.

Badger / Giant Badger Panther
Bird (eagle, hawk, owl)
Goat (Flavored as a Ram)
Cat
Weasel / Giant Weasel
Elk
Wolf
Mastiff
Each one of the choices above can be flavored for cold terrain, such as a white coat of fur, etc. Also the
game master may have some special abilities for them based on the campaign. Let him know in advance
at what your choice may be and he can get you the relevant information.

A frog or a lizard is not going to last long in lands shrouded by winter’s chill. What follows is a list of
additional familiars that are better suited to adventuring in the brisk cold.
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A few new pieces of arctic gear are available during this campaign.

BRICK OF BLACKFIRE CLAY
20 gp
10 lbs.
This pliant black clay is always pleasantly warm to the touch. Working blackfire clay in your hands as a
standard action causes the clay to grow much warmer, granting you advantage on saving throws made to
resist cold weather. You can combine five blocks of clay over the course of a minute to produce a source
of warmth equivalent to a small campfire, allowing you to heat a campsite and cook food.
Blackfire clay only produces heat, never light, smoke, or odor. The clay emits warmth for 1 hour before
hardening into an unusable lump. A newly created brick of blackfire clay is composed of 10 blocks.

CLEATS
5 gp
2 lbs.
Useful on any terrain where traction may be a concern, cleats are shoes with spikes or hooks attached to
the soles. Cleats reduce the penalty for walking over slick surfaces by 50%; for example, walking across
ice normally costs 2 squares for every square of movement, but with cleats it costs only 1.5 squares for
every square. Cleats cause damage to any type of finished flooring.

COLD-WEATHER OUTFIT
8 gp
7 lbs.
This outfit includes a wool coat, linen shirt, wool cap, heavy cloak, thick pants or skirt, and boots. This
outfit grants advantage on Constitution saving throws against exposure to cold weather.

FIREWOOD (PER DAY)
1 cp
This bundle of dry wood includes twigs and logs.

20 lbs.

FROST WARD GEL
150 gp
1 lb.
When you apply this thin gel to your skin, armor, or clothing, it creates a resistant barrier that protects you
from cold damage. You gain cold resistance. When you suffer cold damage, you take half and the gel takes
half. The gel flakes away as it absorbs cold damage; when it absorbs a total of 20 points of cold damage,
it is discharged. Applying frost ward gel takes 1 minute, and it lasts for 1 hour before losing its potency.
Multiple applications of frost ward gel do not stack; applying more while a dose is active merely resets the
potential amount of cold damage absorbed to 20 points.

FURS
12 gp
5 lbs.
The most basic of cold-weather gear, animal furs serve to keep their wearers warm. Wearing enough fur
to cover the body provides a +2 bonus on Constitution saves to resist cold weather. This does not stack
with any bonuses gained from the Survival skill.
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ICE SKATES
1 gp
2 lbs.
Each of these calf-high boots bears a vertical blade on the bottom, allowing you to travel swiftly on ice.
Wearing ice skates allows you to move on ice at normal speed with a successful DC 5 Acrobatics check
(including dashing), but your movement is reduced to half speed on all other terrain while wearing these
skates. Donning or removing an ice skate is a standard action. Both need to be removed. Skating with only
one is possible, but the DC of the Acrobatics check rises to 13.

SKIS AND POLES
15 gp
6 lbs.
These polished wooden slats enable the wearer to glide across level snowy surfaces at his full speed. His
speed is halved when moving up a snowy slope, but he may dash downhill on gentle or steep snowy slopes
at double speed. Any skill check penalties for traversing rough snowy terrain while wearing skis are
doubled, and the wearer takes a disadvantage on attempts to bull rush, shove, or trip him. Characters cannot
climb while wearing skis. Donning or removing skis takes 1 minute.

SNOW GOGGLES
12 gp
—
These goggles, carved from bone with a narrow slit opening and held in place with leather straps, work as
smoked goggles. In addition, they provide immunity to polar mirages. These goggles help protect the
wearer’s eyes from the blinding glare of bright sunlight reflecting off the snow and ice. This reflection
sometimes imposes penalties on ranged attacks, this is negated with snow goggles in place. However,
melee attacks with snow goggles on receive disadvantage. You can don or doff snow googles as a
manipulate object action.

SNOWSHOES
5 gp
4 lbs.
This wide footgear made of gut or leather webbing laced across wooden frames improves the wearer’s
ability to move across snowy surfaces. Snowshoes reduce the penalty for walking through heavy snow by
50%; for example, if moving through snow normally costs you 2 squares of movement per square traveled,
snowshoes reduce this cost to 1.5 squares per square traveled.
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There are countless human languages spoken on the surface of Golarion. Below is a small sample of the
most common found in Avistan and Garund. These are in addition to the languages listed in the Player’s
Handbook. These are the different languages spoken by the different human species of the land.

Taldane is the most widely spoken language in Avistan and Garund. It is a trade language which takes its
alphabet from ancient Jistka and its numerals from Kelish. Most of the terms and grammar are based on
ancient Azlanti, although Taldane also borrows from Varisian.

This is the native tongue of the Erutaki people of the Crown of the World.

This harsh tongue is spoken by the Kellid people originally from the north of Avistan and centers around
survival and war. Although many northern barbarian tribes use versions of Hallit that has no written form,
at least one ancient one does exist. It is spoken by a significant portion of the population in the following
countries: Brevoy, Galt, Mendev, Nirmathas, Numeria, Razmiran, the River Kingdoms, and the
Worldwound.

Spoken by the Shoanti people of Varisia, this language has many similarities to Varisian, Hallit, and
ancient Thassilonian. A person who speaks any of these three language can communicate basic ideas to a
Shoanti, although learning the language is necessary to truly earn these proud people's trust.

Skald is the language of the people of the far north-west of Avistan, the Lands of the Linnorm Kings. It
sounds both sonorous and harsh to the southern ear and has a chanting, sing-songy quality. Skald uses the
dwarven alphabet with a few letters imported from Taldane. Other than in its homeland, it is also spoken
in Brevoy, Irrisen, and Ustalav.

Varisian is the language of the native Varisian people of Varisia. Vocabulary and grammar are based on a
mix of Orc, Taldane, Giant, ancient Thassilonian, and a now defunct proto-Varisian language. It is spoken
by a minority of the population of any of the countries these nomadic people have traveled to or settled in
over the millennia including Brevoy, Lastwall, Molthune, Nidal, Nirmathas, and Ustalav.
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The warriors of northern Avistan are as
rugged and unforgiving as the lands of their
birth. From Varisian bandits upon frozen
steppes to fierce Shoanti warlords, the
people of the North practice forms of
violence unique to their environment.
Within this chapter are new feats,
archetypes, and harsh lessons to put the
fighting spirit of the North into adventurers
of all types.

You are a child of the frozen north, and you
draw your strength from the biting cold and
unforgiving conditions.
Benefit: When you are in conditions of
severe cold (below 0° F), you gain a +2
bonus on initiative checks and a +1 bonus
on attack rolls. In addition, you gain
advantage on attacks and saves for 1 round
after any round in which you take cold
damage.

You endured the grueling coming- of- age
rituals of your tribe or following, and
proudly bear the scars that grant you the
blessings of your tribe's ancestors or totem.
Prerequisite: Kellid’s Only.
Benefit: You gain 6 hit points. In addition, you gain another benefit, depending on which Mammoth Lords
following you belong to.
Bearpelt: You gain a +1 bonus on Constitution saves and a +2 bonus on Intimidate checks.
Greattusk: You gain a +2 bonus on skill checks to make bull rush or overrun maneuvers.
Ice Chasm: You gain a +1 bonus on Dexterity saves and a +2 bonus on any check made to climb.
Night Hunt: You gain a +2 bonus on Perception and Survival checks.
Raptorscale: Your base land speed increases by 5 feet, and you gain a +2 bonus on Acrobatics checks.
Slothjaw: You gain a +1 bonus on Wisdom saves and a +2 bonus on Handle Animal checks

Your training and skill in combating witches and hags have made you resistant to their magic, and you can
disrupt their magical hatred.
Benefit: You gain a +2 bonus on saving throws against the hexes, spells, spell-like abilities, and curses of
witches and hags. In addition, whenever you score a critical hit against such a creature, any allies under
the effects of a mind-affecting effect from that creature may attempt a new save against the effect as an
immediate action.
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The sagas of the Ulfen people are filled with stories of mighty warriors sailing south to raid the peoples of
warmer climes and returning with longships filled with plunder. The Ulfen call these warriors Vikings, and
their deeds are sung in the longhouses during the long winter nights. A Viking strikes fear into the heart of
her foes, and in battle can fly into a terrible rage. Many Vikings wear the pelts of bears or wolves, drawing
on the strength and ferocity of these beasts in battle. Vikings do not wear heavy armor, but are skilled at
fighting with an axe or spear in conjunction with a shield.
Weapon and Armor Proficiency: A Viking will not use heavy armor as he/she feels it slows her reaction
time. The only way they will use a shield is if they fight with an axe or spear.
Fearsome: Beginning when you choose this archetype at 3rd level, a Viking can make an Intimidate check
to demoralize an opponent as a move action. At 10th level, she can do so as a bonus action. At 18th level,
she can demoralize a foe as a free action once per round.
Shield Defense: Starting at 7th level, a Viking learns the art of fighting with a shield. Whenever she is
wearing medium, light, or no armor and wielding a shield, the Viking’s bonus to AC increases by 1. Every
3 levels thereafter (10th, 13th, and 16th), this bonus increases by 1 to a maximum of +4. This bonus does
not stack with magical shield bonuses or any other feature that gives a bonus when wearing a shield. The
Viking must fight with an axe or spear only when using a shield to grant this bonus, if another weapon type
is used then the bonus is negated.
Berserker: At 10th level, a Viking gains the rage ability as the barbarian class feature, but her barbarian
level is considered to be her fighter level -3 as to determine rages per long rest.
Intimidating Presence: Beginning at 15th level, you can use your action to frighten someone with your
menacing presence. When you do so, choose one creature that you can see within 30 feet of you. If the
creature can see or hear you, it must succeed on a Wisdom saving throw (DC equal to 8 + your proficiency
bonus + your Charisma modifier) or be frightened of you until the end of your next turn. On subsequent
turns, you can use your action to extend the duration of this effect on the frightened.
Viking Retribution: Starting at 18th level, when you take damage from a creature that is within 5 feet of
you. You can use your reaction to make a melee weapon attack against that creature.
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The below information addresses changes to the core content in the 5th Edition Player’s Handbook for this
campaign and also adds some new rules that are needed to address things for the Reign of Winter campaign.

Using Hitdice to heal: A character can’t spend any Hit Dice after finishing a short rest until someone
expends one use of a healer’s kit to bandage and treat a character’s wounds. A character who finishes a
long rest still regains full HP as normal.

Healer’s Kits: Healer’s Kits automatically stabilize a creature that has 0 hit points if the user is proficient
in Wisdom (Medicine). Users not proficient get advantage on the Wisdom (Medicine) roll to stabilize a
creature instead.
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The below information addresses the gods on the world of Golarion. They take the place of the gods
located in the Player’s Handbook. For more information on these gods you may do a simple Google search
to pull up the relevant information.

Erastil
Iomedae
Torag
Sarenrae
Shelyn
Desna
Cayden Cailean
Abadar
Irori
Gozreh
Pharasma
Nethys
Gorum
Calistria
Asmodeus
Zon-Kuthon
Urgathoa
Norgorber
Lamashtu
Rovagug

LG
LG
LG
NG
NG
CG
CG
LN
LN
N
N
N
CN
CN
LE
LE
NE
NE
CE
CE

God of farming, hunting, trade, family.
Goddess of valor.
God of the forge.
Goddess of the sun.
Goddess of beauty.
Goddess of dreams.
God of freedom.
God of cities.
God of history.
God of nature.
Goddess of fate.
God of magic.
God of strength.
Goddess of trickery
God of tyranny.
God of envy.
Goddess of gluttony.
God of greed.
Goddess of madness.
God of wrath.
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Nature, Life
Life, Light
War, Life
Life, Light
Nature, Knowledge
Light, Knowledge
Light, Knowledge
Knowledge, Life
Knowledge, Light
Tempest, Nature
Death, Life
War, Knowledge
War, Death
Trickery, Knowledge
Death, Trickery
Death, War
Death, Nature
Death, Knowledge
Trickery, Death
War, Death

When you spend downtime days then you must
pay a cost of living associated with each day to
reflect living expenses while not adventuring.
This cost is 1 gold piece per day regardless of
your background in the Reign of Winter
campaign.

Downtime days will be awarded as a
consumable during the game in two different
ways. At the end of each session you will be
awarded downtime days based on the
challenges you have overcome beforehand.
Second you will be awarded downtime days as
part of the story when there is a time break in
the game world then you will be awarded the
appropriate days of downtime at a rate of 6 per
week of no activity.

You may spend your downtime days to
accomplish things at the appropriate times
between challenges, your DM will let you
know when you can spend downtime. Other
than times that the DM assigns for downtime
activities, they may not be used during the
game itself unless a special situation in the
game allows it.
For each day of downtime, you spend you must pay the associated cost of living for your background
unless otherwise stated in the activity that you are doing. This use of downtime days represents something
you may have been working on for weeks and are just finishing up or putting the final touches on a project.
It does not mean that you crafted something in a few moments but is the out of game reflection of efforts
over days, weeks, or years finally coming to the conclusion in a finished product or activity.
What can I spend downtime days on?
There is a variety of activities that you can use your downtime days to accomplish. (See the next few
sections)
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Every day of downtime spent crafting, the player can craft 10gp worth of something and expend materials
equal to half the total market value. If something has a market value greater than 10gp, then progress is
made in 10gp / day timelines. You maintain a modest lifestyle while crafting without spending the extra
expense. So as an example you could craft a Potion of Healing which normally cost 50gp with 5 days of
downtime and materials that equal 25gp in cost. But you also must have the proficiency in the tools
required to craft particular items. (See below)
Alchemist’s supplies – Allows you to reverse
engineer potions to find the formula to create
that type of potion and to create potions from
formulas that are known. Also lets you craft
items such as alchemist fire, acids and poisons
that are listed in the PHB. At the beginning of
the campaign the only potion formula known is
for Healing Potions described in the PHB. Also
allows you to automatically appraise potions
and alchemical items for their exact worth.
You gain the ability to sell such items for 10%
more than you would normally get. It also
allows you to find a buyer for unwanted potions
and alchemical items through your contacts
within the city. (Required to craft potions.)
Brewer’s supplies - Allows you to craft ales,
wines and other beverages that are listed in the
PHB. Also allows you to craft custom brews
and set the quality of the drink by the gp value
you assign while crafting. Also allows you to
automatically appraise wines, drinks and other
beverages for their exact worth. You gain the
ability to sell such items for 10% more than you
would normally get. (Required to craft drinks.)

Calligrapher's supplies – Allows you to forge documents, scribe scroll’s (Spell Casters Only), copy
documents and to write communications that are influential in nature. Also allows you to automatically
appraise books and other written items for their exact worth. You gain the ability to sell such items for
10% more than you would normally get. (Required to craft scrolls and forge documents.)
Carpenter’s tools – Allows you to craft both mundane and masterwork items made of wood. Masterwork
items cost 150gp more than a normal item. Only masterwork items can be enchanted at a later time.
Masterwork items are commissioned items and are not available for purchase normally. (Required to craft
items made of wood.)
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Cartographer’s tools – Allows you to draw detailed maps of a place, region or area in absolute detail that
is easily readable by any common person. Also lets you hide secret messages into a map that only other
Cartographer’s can understand. Also allows you to automatically appraise maps and similar drawings for
their exact worth. You gain the ability to sell such items for 10% more than you would normally get.
Cobbler’s tools - Allows you to craft shoes and boots for all occasions. Snowshoes, fine shoes, etc. Allows
you to craft both mundane and masterwork shoes and boots. Masterwork items cost 150gp more than a
normal item. Only masterwork items can be enchanted at a later time. Masterwork items are commissioned
items and are not available for purchase normally. (Required to craft shoes and footwear.)
Cook’s utensils – Allows you to turn food and water that is not so good quality into a masterpiece worthy
of consumption. It also allows you to extend trail rations. When there is a party member proficient with
Cook’s utensils all party members only require a half ration per day. This proficiency also allows you to
automatically appraise plates, cups, platters and other kitchen/dining items made of precious metals/stones
for their exact worth. You gain the ability to sell such items for 10% more than you would normally get.
Glassblower’s tools - Allows you to craft both mundane and masterwork items made of glass. Masterwork
items cost 150gp more than a normal item. Only masterwork items can be enchanted at a later time.
Masterwork items are commissioned items and are not available for purchase normally. (Required to craft
items made of glass.)
Jeweler’s tools - Allows you to craft jewelry for all occasions. Items made from gems, stones and precious
metals, etc. Allows you to automatically appraise jewelry, gems and precious and semi-precious stones
for their exact worth. You gain the ability to sell such items for 10% more than you would normally get.
Leatherworker’s tools - Allows you to craft both mundane and masterwork items made of leather.
Masterwork items cost 150gp more than a normal item. Only masterwork items can be enchanted at a
later time. Masterwork items are commissioned items and are not available for purchase normally.
(Required to craft items made of leather.)
Mason’s tools - Allows you to craft items made of stone. Allows you to automatically appraise any item
made from stone such as a statue or bust for their exact worth. You gain the ability to sell such items for
10% more than you would normally get.
Painter’s supplies - Allows you to create art, both on the canvas and off. You are an artist by your very
nature. You can also copy artwork, designs and symbols and even portraits in great detail. Also allows you
to automatically appraise all works of art such as paintings, portraits, and other mundane art determined
by the DM for their exact worth. You gain the ability to sell such items for 10% more than you would
normally get.
Potter’s tools - Allows you to create pottery of all types. You are a creator of things by your very nature.
You can also copy the designs of other items you find to create pots, dishes, mugs, vases, and other types
of artwork that relates to pottery. Also allows you to automatically appraise all works of art such as pots,
dishes, mugs, vases, and other types of artwork that relates to pottery. You gain the ability to sell such
items for 10% more than you would normally get.
Smith’s tools - Allows you to craft both mundane and masterwork items made of metal. Masterwork items
cost 150gp more than a normal item. Only masterwork items can be enchanted at a later time. Masterwork
items are commissioned items and are not available for purchase normally. (Required to craft items made
of metal.)
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Tinker’s tools - Allows you to repair/mend both mundane and masterwork items made of metal and leather
by using downtime days to repair a damaged item. The amount of downtime required for such a repair is
determined by the DM based on how bad the item is damaged. (Required to repair items made of metal
and leather.)
Weaver’s tools - Allows you to craft both mundane and masterwork items made of cloth, like vestments,
and other clothing. Masterwork items cost 150gp more than a normal item. Only masterwork items can
be enchanted at a later time. Masterwork items are commissioned items and are not available for purchase
normally. (Required to craft items made of cloth.)
Woodcarver’s tools - Allows you to repair/mend both mundane and masterwork items made of wood or
cloth by using downtime days to repair a damaged item. The amount of downtime required for such a
repair is determined by the DM based on how bad the item is damaged. (Required to repair items made of
wood or

Magic items can be crafted from a formula, which is
basically a design plan or recipe to create such an item.
Formula can be obtained by any spellcaster that is proficient
in the Arcana Skill, reverse engineering a magic item in a
character’s possession.
Reverse engineering cost 1
downtime day and destroys the original item in the process
to obtain the formula for creation. The formula is general in
purpose so for example if you obtained a Wand of Magic
Missiles and reverse engineered it then it would allow you to
make a staff of Magic Missiles or a mace of Magic Missiles,
etc. The formula pertains to storing the spell in the item of
choice.
When a formula is obtained it will have all the requirements
and cost for making that item and can be used to create as
many items as you have the resources for. Formula are
closely guarded secrets and are never sold or traded.
Requirements of a formula usually have a creation time,
material components needed and any restrictions on who can
create it. An example formula is given below.

Restrictions: Must be proficient in Alchemist supplies to create.
Time to manufacture: 18 downtime days*
* Multiple characters that is proficient with Alchemist supplies can work together toward this cost.
Appearance: an eyelash encased in gum Arabic, floating in a clear watery sharp smelling liquid with a
spicy taste. The eyelash must be consumed when the potion is used.
Cost/Materials: 90 gp worth of materials.
Sell Value: 180gp
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You can use downtime to recuperate at the end of a long rest. You can use three days of downtime to make
a DC 15 Con save. On a save you end one effect currently preventing you from gaining hitpoints or gain
advantage on saving throws against one disease or poison affecting you. This must be spent before the
saving throw is made.

Each day of research costs 1 extra GP/day on top of your
lifestyle expenses. The DM determines if the
information is available and how many days it will take
to find it. Pouring over dusty scrolls and tomes or paying
for drinks at bars, you may make an Investigation or
Persuasion roll to secure what you’re looking for.
Passing secures you the information.

250 Days and 1gp extra per day on top of lifestyle
expenses learns you a new language or skill or set of
tools of your choice. If you spend 250 downtime days
working in a skill or with a tool set that you are already
proficient with then you become an expert in that skill
or tool (add twice your proficiency bonus to checks
made with that tool or skill.) If you are an expert with a
crafting tool set, then crafting time with that tool set is
cut in half for your endeavors. Example: If you are
proficient with alchemist supplies and then spend 250
downtime days to become an expert with them, then you
could make a potion of healing for 25gp worth of
materials and do it in 3 days instead of 5. Being an
Expert in Arcana means that magic item crafting time is
also cut in half.

You can spend downtime days to find a buyer for an item you crafted and get full market price for it.
(Normally items are sold for half value.) For every day of downtime that you spend doing this you can sell
one mundane crafted item. For every five days you spend you can sell one masterwork item that you
crafted for full value.

You can spend downtime days to find a buyer for magical items that are unwanted or to sell a magical item
that you have crafted. If it is an item that was found then you can sell it for half price, if it is an unused
item that you crafted then you can sell it for the full market value for that item. You must have a minimum
of 20 downtime days available to attempt to find a buyer. When you are ready inform the DM and roll a
d20, the result is how many days it took you to find a buyer for the item. On a roll of a natural 1 you use
up 20 downtime days and no buyer was found. On a roll of a natural 20 then you use up 0 downtime days
to find a buyer.
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Buying magical items is not allowed as a general rule, however there are some instances where the
opportunity may come up in game where an offer can be made.

Characters can spend their downtime engaged in a variety of hedonistic activities. Carousing costs the
same amount of money as though maintaining a wealthy lifestyle. When doing this activity inform your
DM and then roll percentile dice and add the number of days you are spending doing it and apply it to the
table below for your results.
D100
+
DOWNTIME
DAYS SPENT

CAROUSING RESULTS

01-10

You are jailed for 1d4 additional downtime days for disorderly conduct. And a 10gp
fine.

11-20

You regain consciousness in a strange place with no memory how you got there.
Robbed of 3d6 x 5 gp.

21-30

You made an enemy. This person, business, or organization is now hostile to you.
DM determines the party and you determine how you offended them.

31-40

You are caught up in a whirlwind association with a new comrade. It may be a
friendship, business partner, or even a romance. Roll a 1d20. 1-5, the relationship
ends badly, 6-10 it ends amicably, 11-20 the relationship is ongoing. You determine
the identity of the interest with GM approval. If the relationship ends badly, you
might earn a flaw. If it's well or ongoing, you may earn a new bond.

41-80

You earn a modest winning from gambling. Recoup your costs of carousing.

81-90

You cover your time carousing and gain 1d20 x4 gp profit!

91-HIGHER

You make a small fortune. Earn 4d6 x10gp. You are the stuff of local legends!
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The below rules supersede any rules in the PHB or free basic rules when it comes to this campaign.
If your character dies for some unfortunate reason or if you just got sliced up by a goblin during the
campaign, then the following takes rules apply:

If you die and cannot be raised either because services are not available or in the event that you cannot
afford said services at earlier levels, then you must create a new character. The DM will work with you on
specifics of your new character’s introduction to the group. What transpired prior to their arrival, etc.
If you must create a new character, then that character starts one level lower than what the average party
level is currently at unless the party is still at first level in which case you will start at the same level. You
will stay one level behind until the next time a leveling milestone is crossed, at the time you will be brought
back up to the current level of the party.
Now if you die and need to create a new character then that new character will not be introduced until the
time that is appropriate in game for that character to show up. I do everything that I can to work them in
at the earliest convenience but sometimes it can be a little while in real time before that can happen
depending on where the group is at. Until that time arrives the DM may allow you to run adversaries of
the party or an NPC that is currently with the group until your new character can be brought in correctly.

On page 200 of the DMG in the "Spell Scroll"
entry it states that "if the spell is on your class
list you can use an action to read it...otherwise
the scroll is illegible". Then there is the bit
about a DC 10+scroll spell level arcana roll if
the spell is higher than a spell slot than you can
cast.
A rogue with the Use Magic Device feature can
try and use a scroll as long as they make the
appropriate arcana check.

Any other class (spell caster or not) can attempt
to use a scroll not on their spell list but they
have disadvantage on the arcana check. So yes
a Barbarian can attempt to activate a scroll in a
pinch. A creature who tries and fails to cast a
spell properly from a spell scroll must make a
DC 10 Intelligence saving throw. If the saving
throw fails, roll on the Scroll Mishap table.
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(Identify automatic upon examining them.)
These are usually common items like healing potions and low level scrolls. Most all villages, towns and
cities have magic shops that sell and buy these type of items commonly.

(Concentrate On Them During a Short or Long Rest - INT Arcana Check DC 15) or (Identify Spell Requires a pearl of 100gp value NOT Consumed on Use.)
These are minor rings, staves, wands and other items including +1 enchanted weapons.

(Concentrate On Them During a Long Rest - INT Arcana Check DC 20) or (Identify Spell - Requires a
pearl of 100gp value Consumed on Use. CONSUMED ON USE)

(Identify Spell - Requires a pearl of 500gp value CONSUMED on Use.)

(Identify Spell - Requires a pearl worth 1,000gp in value. CONSUMED on Use.)

Since the PC’s will be traveling most of the campaign spellcasting services are not a constant, if they are
available then you may seek them out but there is no set cost in this campaign. Price will vary on what is
available and that will also effect the cost.
Please keep in mind the group will spend a lot of the campaign in situations where they have to rely on
their own wit and services to get by. Each character created needs to be ready and willing to do that.
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What the new slot encumbrance system does in a nutshell is do away with tracking weight for your
character in D&D 5e and instead turns everything into an easily managed slot system. Much like video
games the slot system simply has heavier, bulkier items take up more slots, the stronger your character is
then the more slots are available.
The slot encumbrance system does away with containers all together such as backpacks, pouches and sacks
and the system assumes that they are already carried and figured into the weight of the items carried. This
system does not track where an item is located on your character. It allows for readied weapons and items
which are assumed to be strapped to you or in belt pouches for easy access. (The Manipulate Object feature
of your character’s turn can retrieve one of these.) It also tracks stored items that are considered to be
packed away in a backpack or sack or other container of some kind and are not readily
available (requiring an action on your turn to retrieve.) And it does all of
this while still being overseen by the hard caps which are based on your
strength score.
Under this new system it brings more realism to encumbrance
in the game without being weighed down by all the math of
figuring in pounds and fractions of the default weight system.
You can carry items that fill a number of slots equal to your Strength
score x 1.5 (rounded down) without penalty. i.e a Strength
score of 12 would have 18 slots available.
If you carry more than your Strength score x 1.5
(rounded down) but less than three times your
strength score, you are encumbered—your speed
drops by 10 feet. i.e. a 12 Strength gives you 36
slots available. Of course the hearty dwarf ignores
this penalty as they are used to carrying heavy loads
and their race is more built for it.
If you carry more than three times your Strength score, you
are heavily encumbered—your speed drops by 20 feet and you
have disadvantage on ability checks, attack rolls, and saving
throws that use Strength, Dexterity, or Constitution. While the
dwarf still ignores the movement penalties, the other penalties
effect the dwarf just like any other race.
You CANNOT at any time carry more than 4.5 times (rounded
down) your Strength score plus your Strength modifier. (These
limits are doubled for Large creatures and halved for Tiny creatures.
Dwarves may ignore penalties to speed.)
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Remember the following key points:





Every 250 coins or gems fill 1 slot. Round up. You will always have at least 1 slot taken up by
your coin purse if you have any coins or gems at all.
Items outside of the list below that require two hands to carry will always fill at least 2 slots
regardless of weight.
If you find a item that is not listed below then you can figure how many slots it will take up by
weight.
The item fills 1 slot for every 5 pounds. Round up.

ARMOR
Light Armor:
Padded
Leather
Studded Leather
Medium Armor:
Hide
Chain Shirt
Scale Mail
Breastplate
Half Plate Mail
Heavy Armor:
Ring Mail
Chain Mail
Splint Mail
Plate Mail
Shields:
Shield

COST
5 gp
10 gp
45 gp

10 gp
50 gp
50 gp
400 gp
750 gp

30 gp
75 gp
200 gp
1,500 gp

10 gp

AC
11 + Dex Mod
11 + Dex Mod
12 + Dex Mod

12 + Dex Mod
(Max 2)
13 + Dex Mod
(Max 2)
14 + Dex Mod
(Max 2)
14 + Dex Mod
(Max 2)
15 + Dex Mod
(Max 2)
14
16
17
18

+2
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STRENGTH

STEALTH

SLOTS

---

Disadvantage

2

---

---

2

---

---

3

---

---

3

---

---

4

---

Disadvantage

9

---

---

4

---

Disadvantage

8

---

Disadvantage

8

Str 13

Disadvantage

11

Str 15

Disadvantage

12

Str 15

Disadvantage

13

---

---

2

WEAPON
Simple Melee:

COST

DAMAGE

SLOTS

PROPERTIES

Club
Dagger
Greatclub
Handaxe
Javelin
Light Hammer
Mace
Quarterstaff
Sickle
Spear
Unarmed Strike

1 sp
2 gp
2 sp
5 gp
5 sp
2 gp
5 gp
2 sp
1 gp
1 gp
---

1d4 bludgeoning
1d4 piercing
1d8 bludgeoning
1d6 slashing
1d6 piercing
1d4 bludgeoning
1d6 bludgeoning
1d6 bludgeoning
1d4 slashing
1d6 piercing
1 bludgeoning

1
1/5
2
1
1
1
1
1
1
1
---

Light
Finesse, Light, thrown (range 20/60)
Two-Handed
Light, thrown (range 20/60)
Thrown (range 30/120)
Light, thrown (range 20/60)
--Versatile (1d8)
Light
Thrown (range 20/60), versatile (1d8)

Simple Ranged:
Crossbow, Light
Dart
Shortbow
Sling

1 sp

1d4 bludgeoning

---

Ammunition (range 80/320), loading,
two-handed
Finesse, thrown (range 20/60)
Ammunition (range 80/320),
two-handed
Ammunition (range 30/120)

10 gp
10 gp
20 gp
30 gp
50 gp
20 gp
10 gp
15 gp
10 gp
15 gp
5 gp
25 gp
25 gp
10 gp
5 gp
5 gp
15 gp
2 gp

1d8 slashing
1d8 bludgeoning
1d10 slashing
1d12 slashing
2d6 slashing
1d10 slashing
1d12 piercing
1d8 slashing
2d6 bludgeoning
1d8 piercing
1d10 piercing
1d8 piercing
1d6 slashing
1d6 piercing
1d6 piercing
1d8 piercing
1d8 bludgeoning
1d4 slashing

1
1
2
2
2
2
2
1
2
1
4
1
1
1
1
1
1
1

Versatile (1d10)
--Heavy, reach, two-handed
Heavy, two-handed
Heavy, two-handed
Heavy, reach, two-handed
Reach, special
Versatile (1d10)
Heavy, two-handed
--Heavy, reach, two-handed
Finesse
Finesse, light
Finesse, light
Thrown (range 20/60), versatile (1d8)
--Versatile (1d10)
Finesse, reach

25 gp
5 cp
25 gp

1d8 piercing

2

1d4 piercing
1d6 piercing

1/20
2

Martial Melee:
Battleaxe
Flail
Glaive
Greataxe
Greatsword
Halberd
Lance
Longsword
Maul
Morningstar
Pike
Rapier
Scimitar
Shortsword
Trident
War Pick
Warhammer
Whip
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WEAPON
Martial Ranged:
Blowgun
Crossbow, hand
Crossbow, heavy
Longbow
Net
Ammunition:
Arrows (20)
Blowgun Needles (50)
Crossbow Bolts (20)
Sling Bullets (20)

ITEM
Abacus
Acid (Vial)
Alchemist’s Fire (Flask)
Antitoxin (Vial)
Arcane Focus
- Crystal
- Orb
- Rod
- Staff
- Wand
Backpack
Brick of Backfire Clay
Ball Bearings, Bag
Bedroll
Bell
Blanket
Block and Tackle
Book
Bottle, Glass
Caltrops, Bag
Candle
Chain (10 Feet)
Chalk (1 Piece)
Cleats
Climber’s Kit

COST

DAMAGE

10 gp

1 piercing
1d6 piercing

SLOTS

PROPERTIES

1/5

1 gp

---

1

Ammunition (range 25/100), loading
Ammunition (range 30/120), light,
loading
Ammunition (range 100/400), heavy,
loading, two-handed
Ammunition (range 150/600), heavy,
two-handed
Special, thrown (range 5/15)

1 gp
1 gp
1 gp
4 cp

---------

1
1
1
1

Slots are per 20 (1 minimum)
Slots are per 50 (1 minimum)
Slots are per 20 (1 minimum)
Slots are per 20 (1 minimum)

75 gp
50 gp
50 gp

1

1d10 piercing

4

1d8 piercing

2

COST
2 gp
25 gp
50 gp
50 gp

SLOTS
1
1/5
1/5
1/5

10 gp
20 gp
10 gp
5 gp
10 gp
2 gp
20 gp
1 gp
1 gp
1 gp
5 sp
1 gp
25 gp
2 gp
1 gp
1 cp
5 gp
1 cp
5 gp
25 gp

1/5
1
1
1
1/5
1
2
1
2
--1
1
1
1
1
--2
--1
3
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ITEM
Clothes, Common
Clothes, Costume
Clothes, Fine
Clothes, Traveler’s
Cold-Weather Outfit
Crowbar
Druidic Focus
- Sprig of Mistletoe
- Totem
- Wooden Staff
- Yew Wand
Furs
Firewood (Per Day)
Fishing Tackle
Flask or Tankard
Grappling Hook
Hammer
Hammer, Sledge
Healer’s Kit

COST
5 sp
5 gp
15 gp
2 gp
8 gp
2 gp

SLOTS
1
1
2
1
2
1

1 gp
1 gp
5 gp
10 gp
12 gp
1 cp
1 gp
2 cp
2 gp
1 gp
2 gp
5 gp

----1
1/5
2
4
1
1/5
1
1
2
1

5 gp
5 gp
5 gp
25 gp
25 gp
5 gp
1 gp
10 gp
2 cp
2 cp
1 sp
5 sp
10 gp
5 gp
10 gp
100 gp
2 gp
2 sp
5 gp
1 sp
2 sp
1 sp
5 gp

1/5
--1
1/5
1
5
1
----1
5
1
1
1
1/5
1/5
2
1/5
1/5
1/5
----1/5

Holy Symbol
- Amulet
- Emblem
- Reliquary
Holy Water (Flask)
Hourglass
Hunting Trap
Ice Skates
Ink (1-ounce bottle)
Ink Pen
Jug or Pitcher
Ladder (10 foot)
Lamp
Lantern, Bullseye
Lantern, Hooded
Lock
Magnifying Glass
Manacles
Mess Kit
Mirror, Steel
Oil (Flask)
Paper (one sheet)
Parchment (one sheet)
Perfume (Vial)
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ITEM
Pick, Miner’s
Piton
Poison, Basic (Vial)
Pole (10 Foot)
Pot, Iron
Ram, Portable
Rations (1 Day)
Robes
Rope, hempen (50 foot)
Rope, Silken (50 foot)
Scale, Merchant’s
Sealing Wax
Shovel
Shovel, folding
Signal Whistle
Signet Ring
Skis and Poles
Snow Goggles
Snow Shoes
Soap
Spellbook
Spikes, Iron (10)
Spyglass
Tent, two-person
Tinderbox
Torch
Vial (Empty)
Waterskin
Whetstone
Magic Items, Common
- Frost Ward Gel
- Hex Nail
- Potion of Healing
- Potion of Climbing
- Scroll (1st Level
Spell)
- Scroll (Cantrip)

COST
2 gp
5 cp
100 gp
5 cp
2 gp
4 gp
5 sp
1 gp
1 gp
10 gp
5 gp
5 sp
2 gp
12 gp
5 cp
5 gp
15 gp
12 gp
5 gp
2 cp
50 gp
1 gp
1,000 gp
2 gp
5 sp
1 cp
1 gp
2 sp
1 cp

SLOTS
2
1/5
1/5
2
2
7
1/5
1
2
1
1
--1
3
----2
--1
--1
1
1
4
1/5
1/5
1/5
1
1/5

150 gp
20 gp
50 gp
180 gp
60 gp

1/5
1/5
1/5
1/5
---

10 gp

---
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CONTAINER
Backpack
Barrel *
Basket
Bucket
Case, map or scroll
Chest*
Spell Component Pouch
Pouch
Sack

COST

SLOTS

2 gp
2 gp
4 sp
5 cp
1 gp
5 gp
25 gp
5 sp
1 cp

1
14
1
1
1/5
5
1
1/5
1/5

NUMBER OF SLOTS HELD
Can hold 6 slots of items.
Can hold 24 slots of items.
Can Hold 8 slots of items.
Can Hold 3 slots of items.
Can Hold up to 5 scrolls.
Can Hold up to 60 slots of items.
Holds all no costly spell components.
Can Hold 2 slots of items.
Can Hold up to 6 slots of items.

Containers are NOT used and therefore do not have to be purchased while using the slot encumbrance
system they are assumed to be on hand and available to the character. I mean what adventurer in their
right mind would not have sacks, pouches and backpacks available.
The above information is for placing items in containers that the party may find. So if they grab a chest,
you know how many slots of items it will hold and how many slots it takes up.

TOOL
Artisan’s Tools
- Alchemist’s supplies
- Brewer’s supplies
- Calligrapher’s supplies
- Carpenter’s tools
- Cartographer’s tools
- Cobbler’s tools
- Cook’s utensils
- Glassblower’s tools
- Jeweler’s tools
- Leatherworker’s tools
- Mason’s tools
- Painter’s supplies
- Potter’s tools
- Smith’s tools
- Tinker’s tools
- Weaver’s tools
- Woodcarver’s tools
Disguise Kit
Forgery Kit

COST

SLOTS

50 gp
20 gp
10 gp
8 gp
15 gp
5 gp
1 gp
30 gp
25 gp
5 gp
10 gp
10 gp
10gp
20 gp
50 gp
1 gp
1 gp
25 gp
15 gp

2
2
1
2
2
1
2
1
1
1
2
1
1
2
2
1
1
1
1
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TOOL
Gaming Sets
- Dice Set
- Dragonchess Set
- Playing Card Set
- Three-Dragon Ante Set
Herbalism Kit

COST

SLOTS

1 sp
1 gp
5 sp
1 gp
5 gp

--1/5
----1

30 gp
6 gp
25 gp
2 gp
35 gp
30 gp
3 gp
12 gp
2 gp
30 gp
25 gp
50 gp
25 gp
*

2
1
2
1
1
1
1
1
1
1
1
1
1
*

Musical Instruments
- Bagpipes
- Drum
- Dulcimer
- Flute
- Lute
- Lyre
- Horn
- Pan Flute
- Shawm
- Viol
Navigator’s tools
Poisoner’s kit
Thieves’ tools
Vehicles (land or water)

If your character buys an equipment pack, then they pay the appropriate cost for the set of items. The
items are then put into slots just like as if you had bought the items separately.

(Manipulate an item to get to instead of using my action.)
The encumbrance system allows for a character to have up to six weapon slots available to be readied and
four item slots which are considered to be items in pouches, etc. Everything beyond that is stored and the
character has to use an action to retrieve an item that is not readied. The readied slots for both weapons
and armor are hard caps and cannot be expanded.

Items with a slot ratio of 1/5 are either really light or small and 5 of such items can be bundled together
into one slot. Such as five potions or five daggers or you could have a slot that has five different 1/5 items
in it. So you could ready five daggers to throw while only using one ready weapon slot to do it. But they
can only be bundled with like items. If you have 3 daggers and 2 torches they would take up 2 slots even
though they are 5 items that take 1/5 of a slot because they are not like items. The 3 daggers take 1 slot
and the 2 torches take 1 slot. However, you could add 2 more daggers and 3 more torches without taking
anymore slots up.
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Wealth slots are what your coins currently take up. You figure your wealth slots by a very simple method
of one slot for every two hundred and fifty coins or gems you possess. It doesn’t matter if the coin is a
gold piece or a silver piece, they weigh the same. Your coin purse always takes up a minimum of at least
1 slot even if you have no money. This insures you always have a space to pick up some coin.

Other equipment slots are for items that take up zero slots or for items that you own but don’t carry around
with you. Items such as banked gold, chalk, etc. You simply write the item on the list and either note a
location if the item is not carried with you. Items that have no weight are always considered to be at the
ready.

Armor and shield slots are for armor and shield that is currently being worn or you have readied on your
person. Armor and shields can use anywhere between 2 and 15 slots depending on what type of armor as
noted in the equipment list. Shields that are not worn on the arm are considered to be readied so they can
be doffed or donned with an action.

Readied weapons slots are for weapons only, both ranged and melee that is currently being worn or you
have readied on your person. The readied weapon slots have a hard cap of six. Wands and other magic
items that may offer an attack ability cannot be readied in these slots unless it is a ranged or melee weapon.
Wands, scrolls etc must be listed in the readied items slots. Ammunition must also be readied in the weapon
slots if you intend to have them available. Ammunition that is in stored slots is considered packed away
and not for immediate use.

Stored slots represent items that are considered to be in a backpack or a sack or container of some kind
and are not immediately at the ready. To retrieve a stored item, you may use your action on your turn to
do so. Items that are stored cannot be retrieved with just the manipulate object feature of your turn.

If you are a caster class you probably normally use a spell focus, but a lot of casters should also have a
spell component pouch as backup. If that is the case, then by default if you use one of these it takes up one
readied item slot and needs to be noted in the readied item slots section of your sheet.

Again, it’s simple. There are three things that you can be. Either you are Unencumbered, Encumbered,
or Heavy Encumbered. So first you have to figure up how many slots your character can carry without a
problem. That part is the easiest as it is the same as your strength score x 1.5 (rounded down). So if your
character has a strength score of thirteen then you can carry up to fourteen slots of items with no problem.
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Strength Score = 13 x 1.5.
You can carry up to 19 slots of items and be not encumbered.
No Penalty
Now what happens if you go over that number? Well you can carry up to three times your strength score
and be considered encumbered. If you are encumbered, then your movement is reduced by ten feet per
turn and that’s it. It just takes you a little bit longer to get somewhere. However, if you are a dwarf then
you do not suffer this penalty and can still move at normal speed because you are hearty and used to
lugging large piles of equipment around. Others might take advantage of this and make you a pack mule.

Strength Score = 13 x 3
You can carry between 20 and 39 slots of items and be encumbered.
Penalty is -10 feet movement speed per turn.
Dwarves ignore this penalty and keep on trucking at normal speed.
Now what if we have been adventuring a minute and your character has some treasure on his back and
needs to tote even more stuff? Well you can tote up to 4.5 times your strength score and be heavily
encumbered. However, your speed drops by 20 feet per turn and you have disadvantage on ability checks,
attack rolls, and saving throws that use Strength, Dexterity, or Constitution. I know it is pretty rough but
dwarves still move at normal speed but they do suffer all that disadvantage stuff. This is the level you
want to try and avoid until the very last part of the dungeon if you can.

Strength Score 13 x 4.5
You can carry between 40 and 58 slots of items and be heavily encumbered.
Penalty is speed drops by 20 feet per turn and disadvantage on ability checks, attack rolls, and saving
throws that use Strength, Dexterity, or Constitution.
Dwarves ignore the speed penalty but they suffer the other.

Just ask your DM and he will be glad to help. To create
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To create a character for this campaign, follow the steps below. This guide is supposed to supplement the
Player’s Handbook—not replace it.
New characters begin play at 1st level unless the party is at a higher level (See Death & Dying)

All Races available in the following rulebooks for character options are allowed for play:
Player’s Handbook, Elemental Evil Player’s Companion and Sword Coast Legends.

All classes and character options within each rulebook above are allowed for play. Also any new class
presented in this guide.

This campaign takes place in the Golarion campaign setting and therefore the Golarion gods are available.
The list of deities is presented earlier in this guide.
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Every character must generate ability scores following the standard set otherwise known as Standard
Array: [15 (+2), 14 (+2), 13(+1), 12(+1), 10(+0), 8(-1)].
Or you may use the 27-point buy system as described in the Player’s Handbook. After assigning scores,
apply your racial benefits to derive your starting ability scores at 1st level. You may not roll your ability
scores.

Select the following additional details to help define your character as presented in the allowed rules:
● Name
● Alignment
● Ideals
● Bonds
● Flaws
● Background

While I recognize that most players are able to portray characters that run a wide range of motivations,
there is a need to curtail self-destructive and criminal behavior.

Every character is assumed to have one of the campaign traits featured earlier in this book in addition to
their normal background choices that are in the PHB.

When you create a character, you must choose one of the following two options:
 Take starting Equipment as determined by your class and background
 Take Average Gold Pieces (gp) for your class as noted in chapter 5 of the Player’s Handbook and
buy your equipment piecemeal. See amounts below:
Class
Amount
Alchemist
(125 gp)
Barbarian
(100 gp)
Bard
(100 gp)
Cleric
(125 gp)
Druid
(50 gp)
Fighter
(150 gp)
Monk
(12 gp, 5 sp)
Oracle
(125 gp)
Paladin
(150 gp)
Ranger
(150 gp)
Rogue
(125 gp)
Sorcerer
(75 gp)
Witch
(75 gp)
Witch Hunter
(150 gp)
Wizard
(75 gp)
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Hit Points represent how healthy your character is in an abstract way. When you take damage, you lose hit
points. Hit Points at level 1 are equal to your class’ Hit Die + Your Constitution Modifier. So a human
barbarian (d12 hit die) with a 16 con score (+3 bonus) has 15 hit points at level 1.

You can purchase any mundane item found in the PHB or Free Basic Rules. You also can purchase
campaign specific items that are located earlier in this guide.

You can begin play with one trinket from the table in chapter 5 of the Player’s Handbook. You must
sacrifice one piece of gear from your character to do so. You must roll on the table and take whatever
comes.

Hit points at higher levels. Whenever you gain a level, use the fixed hit point value shown in your class
entry.

Multiclassing and Feats are allowed.

Since this is a story driven campaign, it is often a great benefit that your character has a great and rewarding
backstoy as well. We know from earlier in the guide that most of the player characters will start in the
village of Heldren that is located in Taldor. Far away from the icy north. So why is your character there?
Are they passing through? Is it a normal destination for them? You don’t have to know all the other players
at the start of the campaign but you do need a reason for being where you are. If you have any questions,
then please feel free to ask your DM for the specifics you need.
Below are some questions to ask yourself when writing your character’s backstory and please share them
with your DM so he can more tie your character into the plot and storyline during the campaign.
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.

How does your character interact with the others within a group?
What is your character's role in a group?
How is your character not as they seem?
What are your character's goals, conscious and, perhaps, subconscious?
How easily does your character love? Have they been in love?
Is your character racist at all, either now or in their past?
All people believe something that is not true, both about the world around them and about themselves.
What lies/untruths does your character believe about themselves and the world around them?
How is your character about material possessions?
What does your character perceive their major problems to be?
What does your character perceive the solutions to those problems to be?
What are your character's religious beliefs?
What does your character fear?
How much of a temper does your character have? What sorts of things set them off?
Where is his/her family? Do they have any siblings? Close friends? Who is important to them?
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Witches draw their magic from folk wisdom
and traditional lore. It is not a theory, nor a
gift of any supernatural patron. Witchcraft is
simply practice that works, handed down
from ancestors, teachers and
peers, over many years. While nothing
prevents men from becoming witches, many
women are drawn to the class because it
emphasizes traditional roles as healers,
caretakers, temptresses and even poisoners
(poison being the weapon of the weak and
disenfranchised).
Witchcraft is concerned with practical, even
humble, applications of magic: healing,
warding, natural magic, curses and
charming. Powerful witches will sometimes
call upon extraplanar powers, but typically
for short-term reasons rather than the full
dedication of a warlock. Witches may
acknowledge the reality of the gods, but
view the Church as too distant, and theology
as a waste of time.

Most witches never become adventurers,
preferring the humble comforts of home or
an isolated hut in the wilderness. When
making a witch, consider why your
character has decided to adventure: perhaps
she is responding to a threat to her home,
curious about the larger world, or is seeking
more power.

You can make a witch quickly by following
these suggestions. First, Wisdom should be
your highest ability score, followed by
Constitution. second, choose the hermit
background. Third, choose the life or nature
tradition.
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As a witch, you gain the following class features.

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

Armor: Light armor (most witches forego armor in favor of their shawl)
Weapons: Clubs, daggers, darts, quarterstaffs, sickles, slings, spears
Tools: Herbalism kit
Saving Throws: Wisdom, Charisma
Skills: Choose two from Animal Handling, Insight, Intimidation, Medicine, Nature, Perception,
Persuasion, and Survival

You start with the following equipment, in addition to the equipment granted by your background:
• (a) a quarterstaff or (b) a club
• (a) a sling or (b) four darts
• Leather armor, an explorer's pack, and a herbalism kit.
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You have learned ancestral secrets about how to manipulate the world's energy to cast witch spells.
See the player's handbook for general rules of spellcasting.

At 1st level, you know two cantrips of your choice from the common witch spell list. You learn additional
witch cantrips of your choice from the common witch cantrip list at higher levels, as shown in the Common
Cantrips Known column of the Witch table.
In addition to the common cantrips, each tradition has a list of cantrips –its tradition cantrips– that you learn
from your tradition. You learn one cantrip upon becoming a novice at 2nd level, and all cantrips upon
becoming an initiate at 3rd level. Once you learn a tradition cantrip, you know it as long as you stay within
the tradition, and it doesn't count against the number of common cantrips you know.

The Witch table shows how many spell slots you have to cast your spells of 1st level and higher. To cast
one of these witch spells, you must expend a slot of the spell's level or higher. You regain all expended
spell slots when you finish a long rest. For example, if you know the 1st-level spell sleep and have a 1stlevel and a 2nd-level spell slot available, you can cast sleep using either slot.

You know a number of spells from the common witch spell list equal to your Wisdom modifier + half your
witch level (minimum of one spell), rounded down. Each time you gain a new even-numbered level, you
will learn a new spell (of a level for which you have spell slots). For instance, when you reach 4th level in
this class, you can learn one new spell of 1st or 2nd level. If your Wisdom modifier increases, you also
learn a new spell (of a level for which you have spell slots). Additionally, when you gain a level in this
class, or spend one month in study, you can choose one of the common witch spells you know and replace
it with another spell from the common witch spell list, which may be of any level for which you have spell
slots.
In addition to the common spells, each tradition has a list of spells –its tradition spells– that you learn
automatically once you are an appropriate level. Once you learn a tradition spell, you know it as long as
you stay within the tradition, and it doesn't count against the number of common witch spells you know.

You know a number of spells from the Common Witch Spell List equal to your Wisdom modifier + half
your witch level (minimum one).
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LEVEL

SPELLS

Cantrips

animate rope*, control flames*, deepen shadows*, friends, guidance, healer's charm*,
hopelessness*, magic glue, mending, message, minor illusion, oilskin*, prestidigitation,
poison spray, produce flame, resistance, thaumaturgy, soothe fear and pain*, vicious
mockery

1st

alarm, bane, beast bond*, charm person, command, comprehend languages, cure wounds,
detect magic, detect poison and disease, evil eye*, faerie fire, fog cloud, fright*, identify,
predict weather*, protection from evil and good, punji trap*, purify food and drink, ray of
fatigue*, secure home*, sanctuary, sleep, snowball*, speak with animals, tasha's hideous
laughter, unseen servant

2nd

alter self, augury, animal messenger, animal wildness*, calm emotions, contamination*,
blindness/deafness, detect thoughts, excite emotions*, enhance ability, enlarge/reduce,
enthrall, flesh mask*, find traps, flurry of snowballs*, gentle repose, gust of wind, hold
person, inflict pain*, invisibility, lesser restoration, levitate, locate animals or plants, locate
object, misty step, object history, phantasmal force, protection from poison, secure ship*,
see invisibility, silence, snare trap*, spider climb, suggestion, winter’s grasp*, zone of truth

3rd

bestow curse**, clairvoyance, conjure yeth hound*, dispel magic, fear, feign death,
gaseous form, lesser fiendish ally*, magic circle, nature's veil*, nondetection, phantasmal
stalker*, phantasmal trap*, phantom steed, protection from energy, remove curse**,
sending, speak with dead, spirit guardians, tongues, water breathing

4th

banishment, blight, confusion, contact spirit of the dead*, contagion, control water,
divination, freedom of movement, greater invisibility, hallucinatory terrain, locate creature,
polymorph, soporific trap*, stone shape, warding*

5th

bestow community curse*, bestow major curse*, cloudkill, contact other plane, control
winds*, dispel evil and good, dominate person, dream, geas, greater restoration, hold
monster, immolation*, legend lore, oathbinding*, planar binding, raise dead, scrying,
seeming, telekinesis

6th

contingency, eyebite, find the path, flesh to stone, forbiddance, harm, heroes' feast, magic
jar, planar ally, psychosis*, steal organ*, true seeing, wall of thorns

7th

etherealness, finger of death, mirage arcane, plane shift, sequester, symbol

8th

animal shapes, antipathy/sympathy, control weather, dominate monster, fantastic vision,
feeblemind, earthquake, maze, mind blank, , trap the soul, tsunami

9th

astral projection, extend season*, gate, imprisonment, shapechange, true polymorph,
weird**

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide.
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Wisdom is your spellcasting ability for your witch spells, since your magic draws upon tradition and
understanding the nature of the world. You use your Wisdom whenever a spell refers to your spellcasting
ability. In addition, you use your Wisdom modifier when setting the saving throw DC for a witch spell you
cast and when making an attack roll with one.
Spell save DC = 8 + your proficiency bonus + your Wisdom modifier
Spell attack modifier = your proficiency bonus + your Wisdom modifier

You can cast a witch spell as a ritual if that spell has the ritual tag and you know the spell.

You can use an arcane focus (found in chapter 5 of the player's handbook) as a spellcasting focus for your
witch spells. In addition, you can use your stick (see witch's implements below) as an arcane focus for any
spell, and you can use your shawl as an arcane focus for any spell with a range of self.

Starting at 7th level, when you die, as your soul separates from your corpse, you can cast Bestow Curse on
your killer (as the highest level spell for which you normally have a spell slot). This does not take an action,
and you do not need to actually expend a spell slot. The target is magically aware of the curse, so the fact
that you are unable to speak it aloud does not foil the curse. However, the other requirements of the spell
must be met (including the fact that the target must be in range and able to see your corpse). Casting a death
curse permanently consumes your soul, preventing you from being raised, reincarnated or resurrected by
any means.

Starting at 11th level, you cast Bestow Major Curse, rather than Bestow Curse, as your death curse.

When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score
of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can't increase
an ability score above 20 using this feature.

Witches use specially prepared magical focuses to help them cast spells and grant other abilities. At 1st
level, you start with a stick, which represents the projection of power and movement. A witch's stick is
usually a walking stick, but it could be a rod, a distaff, a quarterstaff, a broom, a pitchfork or any other long,
thin object. For example, Baba Yaga uses a pestle. When you reach 3rd level, you can create a magical
implement called a witch's shawl, which represents protection. This traditionally takes the form of a shawl,
but could be a cloak, scarf or other piece of clothing that covers your body. When you reach 6th level, you
can create a magical implement called a witch's cauldron. This is ordinarily a heavily carved iron cauldron,
but it might be a stone fountain or a natural pool. For example, Baba Yaga uses a mortar. Whatever its form,
your witch's cauldron cannot be moved without losing is powers.
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Witches usually choose or decorate their implements to reflect their tradition. For example, a death tradition
stick mounted with a bird skull; a fate tradition cauldron made of heavy granite and carved with mystical
runes; a life tradition shawl woven in a flowery pattern. As an exception, fiend’s tradition witches will
disguise their implements to look as mundane as possible.
Creating a witch's implement takes 1 month. If you lose an implement or want to change one (for example,
to move your cauldron to a new location), you can create a new one, at which time the old implement loses
all of its powers. You can also adapt an appropriate magic item, such as a magic quarterstaff or a cloak of
resistance, as your implement with 1-month work.
Certain of your tradition powers depend on using one or more of your implements. These are described in
the rules for your tradition. In addition, certain powers which are universal to all witches are described
below. Because of this, you are substantially weaker if you lose your implements. Finally, all of the powers
work only for you, not for anyone else using your implements.

Mystic Recovery
You have learned to regain some of your magical energy by meditating with one of your implements. Once
per day when you finish a short rest, you can choose expended spell slots to recover. The spell slots can
have a combined level that is equal to or less than half your witch level (rounded up), and none of the slots
can be 6th level or higher.
For example, if you’re a 4th-level witch, you can recover up to two levels worth of spell slots. You can
recover either a 2nd-level spell slot or two 1st-level spell slots.

Overland Flight
Starting at 9th level, you can straddle your stick to fly. Your flight speed is 60 feet, but you have very poor
maneuverability (you cannot fly in enclosed spaces or make tight turns). Flying in this manner is clumsy,
and you cannot cast a spell, make an attack or maintain any spell which requires concentration while flying.
If you take any damage while flying, you must immediately use your reaction to make a Strength saving
throw with a DC equal to damage taken to avoid falling off (if you don't have a reaction left, you
automatically fall off). For these reasons, flying in combat is very dangerous.

Witch's Armor
Starting at 3rd level, while you are wearing your witch's shawl, your armor class can't be less than
14. Calculate your armor class normally, including the use of a shield and dexterity; if it is less than 14,
your armor class is 14. Starting at 10th level, your minimum armor class is 15, and starting at 15th level,
your minimum armor class is 16.
Witch's Protection
Starting at 18th level, while wearing your shawl, you have advantage on all saving throws against spells
and other magical effects.
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Brew Potions A.k.a. Witches Brew
Starting at 5th level, you learn formulas for how to brew potions and poisons using your cauldron, including
magical means of brewing mundane poisons. To brew, you must cast one or more spells, spend a certain
amount of money on raw materials, and additionally find common, uncommon or rare ingredients that
cannot be purchased. You know the formulas for all spells you can cast (and when your spells known
change, you also change the formulas you know). Only spells that target a single creature can be turned into
potions. If you know the minor illusion or prestidigitation cantrip, you can change the default appearance,
taste and smell of any potion (or poison) when you create it, or incorporate it into food. However, if the
victim actively tries to taste the potion (for example, because it is suspicious), the victim can detect its
underlying taste with a successful Intelligence (Investigation) check against your spell save DC. Brewing
potions of spells cost the following.
SPELL LEVEL
Cantrips
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

COST IN MATERIALS
12.5 gp
25 gp
150 gp
375 gp
700 gp
1,125 gp
1,650 gp
2,275 gp
3,000 gp
3,825 gp

TIME
2 hours
2 hours
1 day
1 day
1 day
2 days
4 days
5 days
6 days
8 days

Note: The above cost does not count any material cost of the spell to be brewed, spell material cost is in
addition to the material cost listed above.
PORTABLE CAULDRON
A Witch’s main cauldron has to stay in place where it is created and not move or it loses its power. However,
a smaller variety can be made to use as a spell focus starting at 6th level.
A portable cauldron weighs 5 lbs. and looks like a fine cooking pot with four stout legs. The cauldron is
capable of heating any liquid placed in it to a precise temperature (anywhere from just above room
temperature to hot enough to boil salt water) and maintaining it indefinitely while still remaining only
slightly warm to the touch on the outside. To be used as a spell focus this item needs a fire and a liquid to
go inside. It takes one hour to prepare the caldron for use. Once setup the caldron cannot be moved. If it
is moved, then the process of setting it up must be completed again. It takes 1 month to make a portable
cauldron.

When you reach 2nd level, you learn the find familiar spell. The spell doesn't count against your number of
spells known, but you must use a spell slot to cast this spell. When selecting your familiar, you should
consider how other people will react. A black dog or a cat familiar will pass easily; an albatross or fox
familiar is likely to cause you to be shunned by right-thinking people; and showing a quasit or shadow
familiar may lead to your arrest and/or execution.
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Different traditions are associated with specific types of familiars. You are not limited to selecting a familiar
with an associated tradition, but you may find it useful to do so.











Beguiling: Cat, Toad or Viper.
Death: Bat, Black Mastiff, Raven or Shadow.
Diabolist: Bat, Black Mastiff, Imp or Quasit.
Fate: Bat, Owl or Raven.
Life: Cat, Ferret, Heinzelmannchen or Toad.
Nature: Albatross, Black Mastiff, Cat, Ferret, Fox, Heinzelmannchen or Toad.
Sea: Albatross or Sea Snake.
Veiled: Bat, Cat or Owl.
Venom: Spider, Toad or Viper.
Winter: Ferret, Ice Mephit or Owl.

Your familiar is a fey spirit that manifests as an albatross. Albatrosses are oceanic large
birds, and will usually refuse to serve a witch that isn't near the sea. They are clumsy
fliers, and are uneasy in enclosed spaces. You can see and hear through your familiar's
senses for up to 1 mile outdoors while flying (instead of 100 feet as normal). If your
familiar dies, it can cast a death curse, similar to the witch ability. The death curse is
an evil eye spell if you are less than seventh level; a bestow curse spell if you are 7th to 11th level; and a
bestow major curse if you are 12th level or above. Most fishermen and sailors are aware of the death curse
and will not harm an albatross, especially those that act strangely or seem interested in human affairs.

Your familiar is a fey or fiendish spirit that manifests as a bat. Bat familiars are nocturnal and often live in
enclosed spaces. They are echolocaters (60 feet blindsight) but can be unsettled or uncooperative during
the day. While your familiar is in darkness, you can see and hear through your familiar's senses for up to
1,000 feet (instead of 100 feet as normal).

Your familiar is a fiendish spirit that manifests as a coal-black mastiff related to a yeth hound. Unlike a
normal mastiff, your familiar can see invisible and ethereal creatures up to 30 ft. (and you can use these
senses when you see and hear through your familiar's senses). Black mastiffs make excellent guards.

Your familiar is a fey or fiendish spirit that manifests as a cat. Unlike a normal cat, your familiar has
darkvision 60 ft. You can also see and hear through your familiar's senses for up to 1,000 feet (instead of
100 feet as normal). Curious and innocuous, cats make excellent urban scouts and spies. Within a week of
living in any village (or village-sized district of a town or city), your cat can be assumed to know the habits
and activities of its residents. Your cat won't know anything that a resident takes extraordinary efforts to
hide, or that would be inaccessible to an ordinary cat, such as the contents of a bank vault or the presence
of a disguised assassin. But it would know that a banker regularly meets with a cloaked visitor late at night,
or that a courtier has a vial with a strange, alchemical smell.
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Your familiar is a fey spirit that manifests as a ferret, weasel, polecat or stoat. In addition to making an
excellent scout or spy, ferrets are associated with healing. A ferret familiar can use the help action to assist
you with Wisdom (Medicine) checks and can detect non-magical poisons by smell.

This familiar is only available to nature tradition witches. Your familiar is a fey spirit that manifests as a
fox. Fox spirits are more interested in humankind than most fey and often serve as intermediaries. Many
fey will be more favorably disposed to you if you have a fox familiar nearby. While your fox familiar is
present and visible, you have advantages on ability checks to interact socially with fey creatures. In addition,
if your fox familiar is within 30 feet of you, you have advantage on saving throws against being charmed.
. This familiar is only available to life and nature
tradition witches. Your familiar is a type of diminutive fey that is helpful in domestic chores, such as
cleaning. It also has some minor spellcasting abilities.
HEINZELMANNCHEN (AKA BROWNIE)
Small fey, neutral
Armor Class 13
Hit Points 8 (2d6 +1)
Speed 25 ft.
Str
Dex
Con Int
Wis
Cha
7 (-2) 12 (+1) 12 (+1) 10 (0) 11 (0) 14 (+2)
Damage Resistance bludgeoning, piercing, slashing from non-iron or non-magic weapons
Condition Immunities charmed
Senses darkvision 60 ft., passive Perception 12
Languages common, elvish, sylvan
Challenge 1/8
Fey Ancestry. Magic can't put the heinzelmannchen to sleep.
Innate Spellcasting. The heinzelmannchen's spellcasting ability is Charisma (spell save DC 12). The
heinzelmannchen can innately cast the following spells, requiring no material components:
At will: detect magic, mage hand, mending, prestidigitation
3/day each: invisibility (self only), unseen servant
ACTIONS
Knife. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 2 (1d4) piercing damage.
Background
The heinzelmannchen, or brownie, is a type of faerie that live in unoccupied parts of human houses,
typically a cellar or attic. Late at night, they come out and do domestic chores, such as cleaning dishes,
washing clothes, and stacking firewood. In return, they ask for a small bowl of porridge and a pot of beer,
or other food. They don't like to be seen, and if householders persist in trying to catch them (or fail to leave
them gifts of food), they will abandon the house for a friendlier host.
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This familiar is only available to winter tradition witches. Your familiar is an ice mephit familiar. It obeys
all the normal rules for a familiar (including being unable to attack until you have the Familiar Attack
ability) and cannot summon other mephits, but is otherwise a normal ice mephit. Statistics for an ice mephit
are found in the Monster Manual.

This familiar is only available to diabolist tradition witches. Your familiar is an imp or quasit. It obeys all
the normal rules for a familiar (including being unable to attack until you have the Familiar Attack ability),
but is otherwise a normal imp or quasit. Statistics for an imp and quasit are found in the Monster Manual.

Your familiar is a fey spirit that manifests as an owl. Owl familiars are nocturnal, and can be unsettled or
uncooperative during the day but have excellent night vision (120 feet darkvision). From dusk until dawn,
you can see and hear through your familiar's senses for up to 1 mile outdoors while flying (instead of 100
feet as normal).

Your familiar is a spirit that manifests as a raven. It tends to be more self-willed than ordinary familiar, and
may choose to disobey or ignore your commands. However, your raven familiar has a special insight into
the past and future. At least once a month (once a week if you are from the Fate tradition), your familiar
will utter some useful, cryptic information about the past or the future that is currently relevant. You don't
have any control over the subject of the utterance, and it may be couched in figurative language that you
can't decipher. However, the information will always be relevant and accurate.

Your familiar is a fey or fiendish spirit that manifests as a
poisonous sea snake or eel. A sea snake or eel is strictly
waterbreathing and cannot survive outside salt water. These
familiars are often useful to assert your authority over creatures
of the sea. While your familiar is present and visible, you have
advantages on Intimidate checks against sea creatures. In
addition, sea beasts have disadvantage on saving throws against
being charmed by you.
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This familiar is only available to death tradition witches. Your familiar is a shadow. It obeys all the normal
rules for a familiar (including being unable to attack until you have the Familiar Attack ability) and cannot
spawn new shadows from humanoids it kills, but is otherwise a normal shadow. Statistics for a shadow are
found in the Monster Manual.

Your familiar is a fiendish spirit that manifests as a tiny spider. If your spider assists you in brewing poisons
of any kind, those poisons have +1 DC. In addition, your spider familiar can absorb one dose of any poison
you prepare, and deliver it in a bite attack.

Your familiar is a fiendish spirit that manifests as a toad. Toads are traditional familiars for witches that
brew potions, employing the secretions of the toad to increase their potency. If your toad assists you in
brewing potions of any kind, those potions have +1 DC.

Your familiar is a fey or fiendish spirit that manifests as a viper. Small and vulnerable, your viper rarely
leaves your immediate vicinity. However, if you can trick anyone into looking in your viper's eyes while
casting an enchantment spell on them, that person has disadvantage on any saving throw against that
enchantment spell.

Starting at 4th level, when you take the Attack action, you can forgo one of your own attacks to allow your
familiar to make one attack of its own.

When you reach 15th level, you can communicate telepathically with your familiar and perceive through
your familiar's senses as long as you are on the same plane of existence. Additionally, while perceiving
through your familiar's senses, you can also speak through your familiar in your own voice, even if your
familiar is normally incapable of speech.

You choose to follow a particular witchcraft tradition that defines your major interests and methods. While
you may dabble in other methods, your tradition gives your practice focus and depth. The following
traditions are available: beguiling, death, diabolist, fate, life, nature, sea, veiled, venom, and winter.

At 2nd level you learn the rudiments of a witch tradition. Choose a witch's tradition and learn one cantrip
and one first level spell from the list of tradition spells for that tradition.
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At 3rd level you are initiated as a member of your witch's tradition. As a member, you know all listed
tradition spells of a level for which you have a slot. If this duplicates a spell you already know from the
Witch's Common Spell List, you learn a replacement spell of the same level from the Witch's Common
Spell List instead.
Alternatively, you can become a member of a different tradition by spending one month studying its
precepts. If you do this, you replace the spells you learned at second level as a novice with different spells
of the same level from the new tradition. Once you become a member of a tradition, you cannot switch
traditions again.
In addition to learning spells, each tradition grants other special abilities as described below.

The beguiling tradition is the most natural and
comfortable of all traditions, drawing upon the
deepest instincts of humankind. Rather than direct
opposition, you know how to turn strength upon
itself. Your words are soft, beguiling and
enthralling, and he can never resist. Yours is also
the most ancient tradition, emphasizing the
essence of female spirit. The temptress and femme
fatale Sidonnia von Bork is from your tradition.
Your symbols are the red rose, the green viper and
the blue veil. Your powers are described below.
Resist Influence
You have advantage on any saving throw against
being charmed. This ability is effective only while
you are wearing your shawl.
Vessel of Potency
At 6th level, your cauldron enhances certain spells
for you when you use your cauldron as an arcane
focus. If you cast charm person or suggestion, the
duration changes to 24 hours; if cast using a spell
slot two higher than the minimum, the duration
changes to 10 days. If you cast dream and choose
the damaging message, the target takes 5d6
psychic damage (instead of 3d6). If you cast
sending, the message can be up to 50 words
(instead of 25).
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Alter Memories
At 10th level, you gain the ability to make a creature unaware of your magical influence on it. When you
cast an enchantment spell to charm one or more creatures, you can alter one creature's understanding so
that it remains unaware of being charmed.
Additionally, once before the spell expires, you can use your action to try to make the chosen creature forget
some of the time it spent charmed. The creature must succeed on an Intelligence saving throw against your
witch spell save DC or lose a number of hours of its memories equal to 1 + your Charisma modifier
(minimum 1). You can make the creature forget less time, and the amount of time can't exceed the duration
of your enchantment spell. This ability is effective only while you are wielding your stick.
Sanctuary from Like Kind
At 12th level, humanoids of your own race are reluctant to attack you. In order for such humanoids to target
you with an attack, harmful spell or other hostile action, it must first make a Wisdom saving throw against
your witch spell save DC. On a failed save, the humanoid must choose a different target, or the attack
automatically misses. A humanoid will be immune against this effect for 24 hours if it succeeds on the
saving throw, you take an overt hostile action against it or its allies, or you overtly aid others who have
taken hostile action against it or its allies. This ability is effective only while you are wearing your shawl.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron subtly affects the minds of nearby humanoids.
All humanoids of CR 2 or lower who regularly reside within 6 miles of your cauldron are considered to be
charmed by you. If a humanoid approaches within 500 feet of your cauldron with hostile intent, they must
make a Wisdom saving throw against your witch spell save DC. On a failed save, the humanoid is confused
(with the same effects as the confusion spell). An affected target can make another Wisdom saving throw
at the end of each of its turns. Once a creature succeeds on a saving throw, it will be immune against this
effect for 24 hours.
Free from Influence
Starting at 14th level, you are immune to being charmed, and when another creature attempts to charm you,
you can use your reaction to attempt to turn the charm back on that creature. The creature must succeed on
a Wisdom saving throw against your witch spell save DC or be charmed by you for 1 minute or until the
creature takes any damage. This ability is effective only while you are wearing your shawl.
Master of Men
At 20th level, your influence over humanoids grows. While humanoids are charmed by you, you can take
a bonus action on your turn to verbally command what one humanoid will do on its next turn. This ability
is effective only while you are wielding your stick.
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If you are from the Beguiling Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
friends, vicious mockery
charm person, dissonant whispers, evil eye*, invisibility to humanoids*
detect thoughts, enthrall, excite emotions*, suggestion
fear, hypnotic pattern, tongues
compulsion, confusion, phantasmal killer**
dominate person, dream, mass suggestion, modify memory
eyebite
(none)
glibness
weird**

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide.
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Your methods deal with the most fundamental issue of all: death and what comes after. You learn how to
manipulate necromantic energies, allowing you to animate and control the undead, as well as sucking the
life from the living. It may not be pretty, but it is powerful. Geisterbeschwörer Volkert hailed from your
tradition; Orddu was famous for drawing the dead from her black cauldron; and it is rumored that Herzog
Strad von Zarov travelled your path also. Your time is midnight, your colors are black and silver, and you
can identify fellow practitioners with the symbols of the full moon or skulls.
Undead Thralls
Whenever you create an undead using a necromancy spell, the creature's hit point maximum is increased
by an amount equal to your witch level, and the creature adds your proficiency bonus to its weapon damage
rolls. This only affects undead created while you are using your stick.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast animate dead or create undead, the spell creates or allows control over twice as many undead. If
you cast contact spirit of the dead, you have advantage on the saving throw. If you cast speak with dead,
the corpse answers ten questions (instead of five).
Sense Undeath
At 10th level, you automatically become aware of the presence of undead within 60 feet of you, as well as
the approximate CR (within 4) of the highest CR undead within 60 feet. This awareness is blocked by 1
foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood or dirt. This ability is effective
only while you are wielding your stick.
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Sanctuary from Undead
At 12th level, undead creatures are reluctant to attack you. In order for an undead to target you with an
attack, harmful spell or other hostile action, it must first make a Wisdom saving throw against your witch
spell save DC. On a failed save, the undead creature must choose a different target, or the attack
automatically misses. A creature will be immune against this effect for 24 hours if it succeeds on the saving
throw, you take an overt hostile action against it or its allies, or you overtly aid others who have taken
hostile action against it or its allies. The sanctuary effect does not apply to any undead you summon. This
ability is effective only while you are wearing your shawl.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron creates a twisted, barren landscape of death
and decay. Within 1 mile, creatures can’t heal during a short/long rest, without your permission. Moreover,
within 1 mile, all creatures except you have disadvantage on any saving throw to avoid adding levels of
exhaustion. At your choice, any creature killed within 1 mile of your cauldron rises as a shadow. Finally, a
permanent wall of bones (as the spell) grows where you designate within 1,000 feet of your cauldron.
Conjure The Dance Macabre
At 20th level, you gain the ability to conjure the Danse Macabre (also known as the Totentanz). The Danse
Macabre is a group of undead spirits that infect all that see or hear them to join in a wild dance that
eventually results in their death. You can specify a location for the Danse Macabre to appear within 1 mile
of your familiar. The Danse Macabre can be called only at midnight on the night of a full moon, and it lasts
until sunrise. To conjure the Danse Macabre, you need to use your cauldron as a focus, spend an hour and
expend a 9th level spell slot.

If you are from the Death Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
chill touch, hopelessness*, spare the dying
evil eye*, ray of fatigue*, ray of sickness, sleep
contamination*, feign death, flesh mask*, ray of enfeeblement
animate dead, fear, speak with dead, spirit guardians
blight, contact spirit of the dead*, death ward
antilife shell, contagion
create undead, harm, wall of bones*
finger of death
dominate undead*
power word kill

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide.
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You have learned how to wrest power from fiends to
corrupt and destroy your enemies. It is a risky path, but only
those that take risks can achieve the ultimate reward. Your
tradition flourishes in the halls of learning and power,
where rivals compete for any advantage. Your tradition is
mortal enemies with the Church, so you have also learned
minor illusions to hide your activities. It's also favored by
dabblers who need just a little help to steal that ring, seduce
that woman, or ruin that rival. You have a blemish hidden
on your body, where your familiar suckles blood for
sustenance. The hidden symbol of your tradition is a
pentagram, but openly showing that symbol is too
dangerous, so you most often use a key when the symbol
must be shown in public.
Language of Fiends
You learn your choice of the Abyssal or Infernal language.
Hidden Activities
You can use Minor Illusion to create a false aura hiding any magic aura on you, your familiar, or any items
that you have possessed for at least 24 hours.
Lesser Fiend's Name
At 6th level, you learn the true name of one shadow demon or bearded devil (or, with your DM's permission,
another fiend of similar power), who will usually respond to you when you cast lesser fiendish ally.
However, knowledge of its true name does not grant you any intrinsic power over the fiend, and does not
ensure its cooperation.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast contact other plane, you have advantage on the saving throw. If you cast hallow, forbiddance,
gate, magic circle, planar binding or warding, the material component costs are halved.
Fiend's Name
At 10th level, you learn the true name of one glabrezu demon or chain devil (or, with your DM's permission,
another fiend of similar power), who will usually respond to you when you cast planar ally. However,
knowledge of its true name does not grant you any intrinsic power over the fiend, does not ensure its
cooperation, and if it doesn't like the terms you offer, it is fully capable of betraying you.
Sanctuary from Fiends
At 12th level, fiendish creatures are reluctant to attack you. In order for a fiend to target you with an attack,
harmful spell or other hostile action, it must first make a Wisdom saving throw against your witch spell
save DC. On a failed save, the fiend must choose a different target, or the attack automatically misses. A
creature will be immune against this effect for 24 hours if it succeeds on the saving throw, you take an overt
hostile action against it or its allies or you overtly aid others who have taken hostile action against it or its
allies. The sanctuary effect does not apply to any fiendish creature you summon. This ability is effective
only while you are wearing your shawl.
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Vessel of Influence
At 14th level, after being in place for one year, your cauldron creates one of two effects, which you choose
at the time you create or switch your cauldron. It can make a parched, blasted landscape filled with the
stench of brimstone. Within 1 mile, the boundary between the material and lower planes thins.
Occasionally, the boundary thins so much that fiends come through. Because of these effects, ordinary
creatures avoid the area and only hardy plants survive. Finally, a permanent wall of fire (as the spell) burns
where you designate within 1,000 feet of your cauldron.
Alternatively, your cauldron can create no obvious effect. Instead, any attempt to detect a Minor Illusion
spell you cast (including to create a false aura as described above) within 1 mile of your cauldron is done
at disadvantage.
Greater Fiend's Name
At 14th level, you learn the true name of one demon or devil with a CR of 16 or less, who will usually
respond to you when you cast planar ally. However, knowledge of its true name does not grant you any
intrinsic power over the fiend, does not ensure its cooperation, and if you are unable to come to terms with
this fiend, it is exceptionally dangerous.
Master of Fiends
At 20th level, your influence over fiends grows. While fiends are charmed by you, you can take a bonus
action on your turn to verbally command what one fiend will do on its next turn. This ability is effective
only while you are wielding your stick.
Archfiend's Name
At 20th level, you learn the true name of one demon lord or archdevil. This can assist you in summoning
the fiend via planar ally, gate or other means. However, knowledge of its true name does not grant you any
intrinsic power over the fiend, and does not ensure its cooperation. Needless to say, this fiend is so
dangerous that you can only summon it only at peril to your mortal soul.

If you are from the Diabolist Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
control flames*, guidance, minor illusion, produce flame
detect evil and good, disguise self, illusory writing, protection from evil and good
crown of madness, invisibility, scorching ray
lesser fiendish ally*, magic circle, nondetection, spirit guardians
banishment, wall of fire, warding
contact other plane, dispel evil and good, hallow, planar binding
planar ally, forbiddance
plane shift, divine word
incendiary cloud
gate

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide.
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Only by understanding one's destiny, whether of
the present, the past or the future, can you achieve
enlightenment and the ability to slip from the fate
that controls the lives of other mortals. More than
any other tradition, you understand the power of
language, both spoken and written, to bind and to
curse. Your tradition also deals with boundaries,
both in space and time. The three wayward sisters
who prophesized the rise and fall of kingdoms
followed your tradition. The fate tradition is
especially popular with Ulfen and trolls, and more
with males than other traditions. Your time is dusk,
and your symbol is runes carved upon stone.
Twist Fate
You can manipulate fate to your benefit. When you
finish a long rest, roll two d20s and record the
numbers rolled. Thereafter, if you are holding your
stick, you can replace any attack roll, saving throw,
or ability check made by you or a creature that you
can see with one of these rolls. You must choose to
do so before the roll, and you can replace a roll in
this way only once per turn.
Starting at 10th level, you can roll three d20s to
manipulate fate instead of two. At 20th level, you
can roll four d20s to manipulate fate, and, if you
wish, you can replace one roll with a 1 result, and
one roll with a 20 result.
Obscuring Fog
At 6th level, you are constantly surrounded by a 20-foot-radius sphere of fog centered on you. This fog
lightly obscures everything within it, but does not affect your vision. You can suppress this effect at will,
but if you lose consciousness, the sphere will spring back into being.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast contact other plane, you have advantage on the saving throw. If you cast heroes' feast or legend
lore, the material component costs are halved. If you cast scrying, the scrying target makes its saving throw
at disadvantage.
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Step Between Worlds
Starting at 10th level, while your obscuring fog is active, you can use your bonus action and a spell slot of
at least 1st level to teleport up to 60 feet to an unoccupied space, or a spell slot of at least 3rd level to
teleport up to 1,000 feet. In areas where the boundaries between planes are thin, you can do so without
spending a spell slot. You can bring along objects as long as their weight doesn't exceed what you can carry.
You can bring along your familiar, but no other creatures.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron creates a strange, misty landscape in a 1 mile
radius around it. Within this area, the boundary between the planes thins, and strange shapes and noises fill
the area. Occasionally, the boundary thins so much that extraplanar creatures come through. Because of
these effects, ordinary creatures avoid the area and only hardy plants survive. Finally, a permanent guards
and wards spell centers on your cauldron.

If you are from the Fate Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
guidance, hopelessness*, vicious mockery
bane, bless, evil eye*
aid, augury, locate object, object history*
bestow curse**, clairvoyance, glyph of warding, remove curse**
banishment, divination, locate creature
bestow community curse*, bestow major curse**, contact other plane, geas, legend lore,
oathbinding*
planar ally, true seeing
symbol
maze
foresight

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide.
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Your practice is to succor the needy, to give life and growth, even for the humble. You are often found
among commoners, patiently easing pain and sustaining life while the rest of the world rushes by. You
excel at medicines, and at poisons. The life tradition is found among all people, but especially the primitive
tribes of the Realm of the Mammoth Lord. Life tradition witches have, at best, an uneasy relationship with
the Church, seeing as how you both compete for hearts and minds. But while the Church tries to impose its
ideology from on high, you prefer to let your wisdom blossom from below. Your season is spring and your
time is the dawn. Your symbol is the white pond lily, alone or on a lilypad, and sometimes a mortar and
pestle.
Tradition of Care
Your healing spells are more effective than others. Whenever you use a spell of 1st level or higher to restore
hit points to a creature, the creature regains additional hit points equal to 2 + the spell's level. This only
affects healing spells cast using your stick as a focus.

94
97

Body of Health
At 6th level, your life force strengthens. You gain proficiency in Constitution saving throws and you are
resistant to necromantic and poison damage.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast purify food and drink or create food and drink, it affects or creates twice as much food and drink.
If you cast raise dead, resurrection or heroes' feast, the material component costs are halved.
Body of Purity
At 10th level, your life force is so powerful that your body purges unnatural elements. You become immune
to diseases, poisons, toxins and necromantic and poison damage.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron subtly accelerates healing and growth. Within
1 mile, plants are more lush and productive, and living creatures are more healthy than normal. Moreover,
all creatures have advantage on any saving throw to avoid natural, non-magical toxins such as impure water
or decomposing flesh. During a short or long rest, hit points regained by spending hit dice are doubled.
Body of Perfection
At 20th level, your life force is so strong that age and infirmity have no hold on you. Your body slowly
reverts to the form you had at the prime of your life. You are immune to effects that age you magically.
You will still die of old age, but you age only one year for every ten years that pass.

If you are from the Life Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
healer's charm*, sacred flame, soothe fear and pain*, spare the dying
cure wounds, detect poison and disease, purify food and drink
gentle repose, lesser restoration, protection from poison
create food and water, mass healing word, revivify
aura of life, aura of purity, death ward
greater restoration, mass cure wounds, raise dead
heal, heroes' feast
regenerate, resurrection
(none)
true resurrection

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide.
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Your methods allow you to integrate with the wild
forces of nature: the land, the air, the plants, the
beasts and the fairies. Your tradition is the most
solitary, making your home deep in the woods, but
your woodland friends ensure you are not lonely.
You are perhaps closer to understanding fairies than
any other humankind. Only your tradition knows the
joy of the wind beneath your wings, the stream
running through your gills, and the trail beneath your
paws. Your tradition is more intuitive than others,
and less likely to congregate and share methods.
Baba Yaga, grandmother witch herself, hails from
your tradition. Your season is summer. You rarely
need symbols, but when you do you are likely to
choose elements from those most fey of animals: the
fox's fur and the swan's feather.
Wild Shape
You can use your action and expend a witch spell
slot of 1st level or higher to wild shape into a tiny
beast that with CR lower than 1. If you use a witch
spell slot of 2nd level or higher, you can wild shape
into a small beast of CR 1 or lower, and if you use a
witch spell slot of 3rd level or higher, you can wild
shape into a swarm of tiny beasts of CR 1 or lower.
Unlike the druid ability, there is no limitation on
your flying or swimming speed. You can revert back to your normal form by using your action. Otherwise,
this feature functions like the druid wild shape feature. You must use your stick to wild shape.
Nature's Stride
You can pass through non-magical plants without being slowed by them and without taking damage from
them if they have thorns, spines, or a similar hazard. In addition, you have advantage on saving throws
against plants that are magically created or manipulated to impede movement, such as those created by the
entangle spell. You must be holding your stick to benefit from this ability.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast conjure animals, conjure woodland beings or conjure fey, the duration changes to 24 hours; if
cast using a spell slot two higher than the minimum, the duration changes to 10 days.
Expanded Wild Shape
At 10th level, you have access to additional wild shape forms. You can transform into a beast of no larger
than Large size, and with a CR no greater than one-third your witch level, rounded down. Doing so requires
expending a spell slot equal to the CR of the beast plus 1. Otherwise, this feature functions like the druid
wild shape feature. You must use your stick to wild shape.
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Nature's Sanctuary
At 12th level, creatures of the natural world are reluctant to attack you. In order for a beast or plant creature
to target you with an attack, harmful spell or other hostile action, it must first make a Wisdom saving throw
against your witch spell save DC. On a failed save, the creature must choose a different target, or the attack
automatically misses. A creature will be immune against this effect for 24 hours if it succeeds on the saving
throw, you take an overt hostile action against it or its allies or you overtly aid others who have taken hostile
action against it or its allies. The sanctuary effect does not apply to any creature you summon. This ability
is effective only while you are wearing your shawl.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron makes the environment wilder and lusher.
Within 6 miles of your cauldron, heavy undergrowth makes travel difficult, and is treated as difficult terrain.
In addition, all beasts of CR 2 or less who regularly reside within this area are considered to be charmed by
you. They can serve as your spies and servants, and will warn of you of the approach of any obviously
hostile creatures. Finally, a permanent wall of thorns (as the spell) grows where you designate within 1,000
feet of your cauldron.
Master of Natural Creatures
At 20th level, your influence over natural creatures grows. While beast and plant creatures are charmed by
you, you can take a bonus action on your turn to verbally command what one will do on its next turn. This
ability is effective only while you are wielding your stick.
Call The Wild Hunt
At 20th level, you gain the ability to call the Wild Hunt (also known as the Wilde Jagd or the Herlathing).
The Wild Hunt is a fey hunting party led by the Horned Man that can destroy your enemies. You can specify
a target (creature or place) for the Wild Hunt, but once summoned, it may also hunt others. The Wild Hunt
can be called only at sunset on an equinox or solstice, and will hunt until sunrise. To call the Wild Hunt,
you need to use your cauldron as a focus, spend an hour and expend a 9th level spell slot.

If you are from the Nature Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
druidcraft, poison spray, thorn whip
animal friendship, beast bond*, entangle, speak with animals
animal messenger, animal wildness*, locate animals or plants, pass without trace
conjure animals, meld into stone, speak with plants
conjure woodland beings, control water, dominate beast
commune with nature, insect plague, tree stride
conjure fey, wall of thorns
fire storm
control weather, earthquake, tsunami
extend season*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide
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You are close to the seas and the weather. At the beginning of your
career, you usually can be found among fisherfolk and sailors, but
with more power, you inevitably retreat to an undersea lair. Like the
weather, you can be helpful or predatory, as the mood takes you; you
have a definitely lean towards chaos. Your tradition is associated with
boundaries: seas versus land, and civilization versus raw nature. Your
season is fall, when storms sweep the seas. Your symbol is a seashell,
often inset with a pearl.
Water and Winds
You gain a swimming speed equal to your walking speed. In addition,
you have advantage on any saving throws to resist wind-based effects
such as gust of wind.
Storm's Child
When using your stick as an arcane focus, you add +1 to the damage
roll of any spell you cast that does lightning damage. However, any
attack you make that deals fire damage is done at disadvantage, and creatures have advantage to make
saving throws against spells you cast that deal fire damage.
Greater Water and Winds
At 6th level, you are amphibious. You can breathe air and water equally well. This ability functions only
when you are wearing your shawl.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast conjure sea animals or conjure creatures of the deep, the duration changes to 24 hours; if cast
using a spell slot two higher than the minimum, the duration changes to 10 days. If you cast control weather,
you can change the precipitation and wind weather condition by two stages (instead of just one), but the
temperature can still only be changed by one stage.
Freedom of The Seas
Starting at 10th level, while you are completely submerged in the sea, you benefit from a continuous
freedom of movement effect (as the spell). You are unaffected by difficult terrain (including currents and
whirlpools), and spells and other magical effects can neither reduce your swim speed or cause you to be
paralyzed or restrained. You can spend 5 feet of movement to automatically escape from non-magical
restraints, such as manacles or a creature that has you grappled. Also, being underwater imposes no
penalties on your movement or attacks. This ability functions only when you are wearing your shawl.
Freedom of The Winds
Starting at 10th level, the winds support you while using your stick's flying ability. Instead of straddling
your stick, you can simply hold onto your stick to fly at half your walking speed with perfect
maneuverability and without any danger of falling off. However, while flying in this manner, strong winds
deafen you (and any other creatures in your space).
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Sea's Sanctuary
At 12th level, sea creatures are reluctant to attack you. In order for a sea beast to target you with an attack,
harmful spell or other hostile action, it must first make a Wisdom saving throw against your witch spell
save DC. On a failed save, the creature must choose a different target, or the attack automatically misses.
A creature will be immune against this effect for 24 hours if it succeeds on the saving throw, you take an
overt hostile action against it or its allies or you overtly aid others who have taken hostile action against it
or its allies. The sanctuary effect does not apply to any creature you summon. This ability is effective only
while you are wearing your shawl.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron makes the weather heavier nearby. Permanent
storms brood in the skies above your cauldron, with rumbling thunder and occasional lightning strikes.
Within 6 miles of your cauldron, unpredictable winds, marshy terrain, contrary currents and choppy waves
makes travel difficult (treat it as difficult terrain). Permanent storms brood in the skies above your cauldron.
In addition, all sea beasts of CR 2 or less who regularly reside within this area are considered to be charmed
by you. They can serve as your spies and servants, and will warn of you of the approach of any obviously
hostile creatures. Finally, up to three maelstroms (as the spell from Elemental Evil Player's Companion)
appear in bodies of water where you designate within 1,000 feet of your cauldron. Your cauldron has these
effects only if it is no more than 1 mile from the sea.
Master of Sea Creatures
At 20th level, your influence over sea creatures grows. While sea beasts are charmed by you, you can take
a bonus action on your turn to verbally command what one will do on its next turn. This ability is effective
only while you are wielding your stick.
Call Hurricane
At 20th level, you gain the ability to call a hurricane. You specify any coastal location within 100 miles of
you, which will be subject to hurricane storms for up to 3 days. Wind, rain and flooding will make the
terrain difficult, and damage structures. You can only call a hurricane during the stormy season, and not
more than once per year. To call a hurricane, you need to use your cauldron as a focus, spend an hour and
expend a 9th level spell slot.

If you are from the Sea Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
SPELLS
cantrip
gust*, shape water*, shocking grasp
1st
call fish*, create or destroy water, fog cloud, predict weather*, thunderwave
2nd
gust of wind, secure ship*, warding wind*
3rd
call lightning, conjure sea animals*, fly, tidal wave*, water breathing, wind wall
4th
control water, retrieve object from the deeps*, storm sphere*
5th
commune with seas*, conjure creatures of the deep*, control winds*, maelstrom*
6th
chain lightning, wind walk
7th
cloudship*, whirlwind*
8th
control weather, tsunami
9th
storm of vengeance
* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide
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You are a master of misdirection, using your
enemies' preconceived notions against them. You
can dazzle and confuse. But ultimately, your
power is drawn from the Shadowfell, and fear and
madness lace your illusions. Your color is slate
gray and your symbol is a black pearl.
Improved Minor Illusion
When you cast minor illusion, you can create both
a sound and an image with a single casting of the
spell.
Shadow Illusions
Because your illusions draw directly from the
Shadowfell, when you cast minor illusion, silent
image, major image, seeming, programmed
illusion or mirage arcana, the spell save DC is +1
if the illusion is a decayed, shadowy or
desaturated version of reality.
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.
Subtle Casting
Starting at 6th level, you can choose to forego somatic and verbal spell components by using a bonus action
(you still must use whatever action is required to cast the spell). This ability is effective only while you are
wearing your shawl.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast phantom steed, the duration changes to 8 hours. If you cast conjure yeth hound or shadow ally,
twice as many yeth hounds or shadow demons appear. If you cast dream and choose the damaging message,
the target takes 5d6 psychic damage (instead of 3d6). If you cast programmed illusion, the scripted
performance can last up to 20 minutes (instead of only 5 minutes).
Vanish into Shadows
Starting at 10th level, when you are in an area of dim light or darkness, you can take the Hide action as a
bonus action. This ability is effective only while you are wearing your shawl.
Improved Illusions
Starting at 10th level, when you cast an illusion that has a duration of 1 minute or longer, you can use your
action to change the nature of that illusion (using the spell's normal parameters for the illusion), provided
that you can see the illusion. This ability is effective only while you use your stick as an arcane focus.
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Fearless
Starting at 12th level, you are immune to being frightened. This ability is effective only while you are
wearing your shawl.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron subtly dims light and deepens shadows nearby.
Any saving throw against frightening or fear effects made within 3 miles of your cauldron are made at
disadvantage. Within 1 mile, the boundary between the material plane and the shadowfell thins.
Occasionally, the boundary thins so much that shadow demons and other shadow creatures come through.
Finally, you can place up to three permanent darkness areas (as the spell) within 1,000 feet of your cauldron.
Master of the Shadowfell
At 20th level, your influence over shadowfell creatures grows. While shadowfell creatures are charmed by
you, you can take a bonus action on your turn to verbally command what one will do on its next turn. This
ability is effective only while you are wielding your stick.

If you are from the Shadow Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
deepen shadows*, hopelessness*, minor illusion
dissonant whispers, fright*, silent image
darkness, invisibility, phantasmal force, silence
conjure yeth hound*, fear, major image, phantasmal stalker*, phantom steed, phantasmal
trap*
greater invisibility, hallucinatory terrain, phantasmal killer**, shadow ally*, shadow step*
dream, mislead, seeming
programmed illusion, psychosis*
mirage arcana
fantastic vision*, feeblemind
weird**

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide
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By inclination or happenstance, you
have sought the secrets of poison. This
has led you to the most perfect poisoner:
the spider. Your pharmacopeia is the
widest, and you know just the right
potion to get what you want. The elite
may disapprove, but you know that
poison is the weapon of the weak against
the powerful. Your time is midnight and
your color is blood-red.
Poisoner
When using your stick as an arcane
focus, you add +1 to the damage roll of
any spell you cast that
does poison damage.
Poison Expert
You have expertise in using a poisoner's
kit, i.e. your proficiency bonus is
doubled for ability checks using a
poisoner's kit, including to prepare
poisons from incapacitated or dead
creatures.
Inured to Poison
At 6th level, you become inured to
poison. You have resistance to poison
damage.
Web Crawler
At 6th level, you can ignore movement restrictions caused by webbing, and you can sense the exact location
of any other creature in contact with the same web. This ability only functions while you are wielding your
stick.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast giant insect, the duration changes to 8 hours and concentration is unnecessary. If you cast
etherealness, the duration changes to 24 hours.
Improved Poisoner
At 10th level, instead of adding +1 to the damage roll of any spell you cast that does poison damage using
your stick as a focus, you add your Wisdom modifier.
Poison Immunity
At 10th level, you are so often exposed to poisons that you become immune to poison damage.
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Sanctuary from Spiders
At 12th level, spiders are reluctant to attack you. In order for a spider (including a giant spider, giant wolf
spider, phase spider or swarm of spiders, as well as an ettercap or an aranea) to target you with an attack,
harmful spell or other hostile action, it must first make a Wisdom saving throw against your witch spell
save DC. On a failed save, the creature must choose a different target, or the attack automatically misses.
A creature will be immune against this effect for 24 hours if it succeeds on the saving throw, you take an
overt hostile action against it or its allies or you overtly aid others who have taken hostile action against it
or its allies. The sanctuary effect does not apply to any creature you summon. This ability is effective only
while you are wearing your shawl.
Vessel of Influence
At 14th level, after being in place for one year, spiders of all kinds occupy the area within 1 mile of your
cauldron, including giant spiders, giant wolf spiders and phase spiders. Cobwebs fill many enclosed or
protected spells. All spiders of CR 4 or less who regularly reside within this area are considered to be
charmed by you. They can serve as your spies and servants, and will warn of you of the approach of any
obviously hostile creatures. Finally, a permanent wall of webs (as the spell) grows where you designate
within 1,000 feet of your cauldron (this is usually formed into a permanent burrow).
Spider Assassin
At 20th level, you can send an ethereal assassin spider to murder a target you designate. The spider will
travel ethereally to the target, then wait for it to sleep. Once the target is asleep, the assassin spider will shift
to the material plane. It must then wait 1 minute before biting the target. When the target is bit, it must make
a DC 24 Constitution saving throw or take 88 (16d10) poison damage and become unconscious and
paralyzed, and the target must make another saving throw one minute later. If the first saving throw
succeeds, the target only takes half damage, does not need to make any additional saving throws, and wakes.
However, if the first saving throw is failed, the paralyzed condition will continue until the target is subject
to an ability that removes paralysis. The assassin spider will be blocked if the victim is protected against
ethereal movement, and it cannot affect targets that are immune to poison damage. You can only send an
assassin spider once per year, and only on the night of a new moon.

If you are from the Venom Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
poison needle*, poison spray, true strike
detect poison and disease, longstrider, ray of sickness
hold person, inflict pain*, protection from poison, spider climb, web
blink, stinking cloud
giant insect, wall of webs*
cloudkill, insect plague
steal organ
etherealness
spider carpet*
(none)

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide
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Your tradition is the void before life, before warmth,
before matter, before movement itself. Your
tradition is the most direct and powerful, slowing
and sapping your enemies. You tend to be relentless
and intelligent, but completely unemotional. Your
tradition is not just about destruction, advanced
practitioners can create a perfect, cold simulacrum
of matter, and even life itself, drawn from the void.
Of course all the witches of Irrisen are drawn your
tradition, but just as often isolated people in high
snowy valleys are also. Your season is winter, and
your color is white.
Winter's Chill
When using your stick as an arcane focus, you add
+1 to the damage roll of any spell you cast that does
cold damage. However, any attack you make that
deals fire damage is done at disadvantage, and
creatures have advantage to make saving throws
against spells you cast that deal fire damage.
Ice Glide
While holding your stick, you can glide on ice and snow. You can move 10 feet on ice or snow by spending
5 feet of movement, and can ignore movement penalties from difficult terrain caused by ice or snow.
Inured to Cold
At 6th level, you become inured to cold. You have resistance to cold damage.
Vessel of Potency
At 6th level, your cauldron enhances certain spells for you when you use your cauldron as an arcane focus.
If you cast conjure ice elemental, the duration changes to 24 hours; if cast using a spell slot two higher than
the minimum, the duration changes to 10 days. If you cast control weather, you can change the temperature
by two stages (instead of just one), but only colder. If you cast simulacrum, your duplicate starts with full
hit points of the creature it duplicates (instead of half). If you case snow fabrication, you can fabricate a
Huge sized object (instead of Large), i.e. a 15-foot cube of 27 5- foot cubes.
Improved Chill
At 10th level, instead of adding +1 to the damage roll of any spell you cast that does cold damage using
your stick as a focus, you add your Wisdom modifier.
Cold Immunity
At 10th level, you are so exposed to cold that you become immune to cold damage.
Sharp Ice
At 10th level, you can modify any cold spell that you cast using your stick as an arcane focus to create sharp
ice crystals. Half of any cold damage is converted into piercing damage.
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Winter's Sanctuary
At 12th level, ice elementals and arctic beasts are reluctant to attack you. In order for an ice elemental or
arctic beast to target you with an attack, harmful spell or other hostile action, it must first make a Wisdom
saving throw against your witch spell save DC. On a failed save, the creature must choose a different target,
or the attack automatically misses. A creature will be immune against this effect for 24 hours if it succeeds
on the saving throw, you take an overt hostile action against it or its allies or you overtly aid others who
have taken hostile action against it or its allies. The sanctuary effect does not apply to any creature you
summon. This ability is effective only while you are wearing your shawl.
Vessel of Influence
At 14th level, after being in place for one year, your cauldron cools the natural environment around it.
Within 6 miles of your cauldron, the temperature is made up to two stages colder (as described in the control
weather spell). If the temperature is cold or arctic cold, snow makes difficult terrain, and if the temperature
is arctic cold, creatures will be subjected to extreme cold, as described in the Dungeon Master's Guide.
Finally, a permanent wall of ice (as the spell) forms where you designate within 1,000 feet of your cauldron.
Master of Ice Elementals
At 20th level, your influence over ice elementals grows. While ice elementals are charmed by you, you can
take a bonus action on your turn to verbally command what one will do on its next turn. This ability is
effective only while you are wielding your stick.
Call Polar Blizzard
At 20th level, you gain the ability to call a polar blizzard. You specify any location within 100 miles of
you, which will be subject to unnatural cold, driving hail and extreme heavy snow for up to 10 days. Snow
and ice will make the terrain difficult, and the hail can be hard enough to kill or injure creatures and damage
structures. You can only call a polar blizzard during the winter, and not more than once per winter season.
To call a polar blizzard, you need to use your cauldron as a focus, spend an hour and expend a 9th level
spell slot.

If you are from the Winter Tradition, you know all listed spells of a level for which you have a slot.
LEVEL
cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th
9th

SPELLS
ray of frost, water to ice*
fog cloud, ice knife*, sleep
hold person, ice slick*
slow, sleet storm
ice storm, snow fabrication*
cone of cold, conjure ice elemental, hold monster
otiluke's freezing sphere, wall of ice, flesh to stone
simulacrum
control weather
storm of vengeance

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide
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In a landscape tormented by all
manner of beasts, devils, and
abominations from beyond the veil, most
live in fear of the dark, of superstition,
and of the unknown. Some grow hardened
by this experience, instead choosing to
stand up and fight against the tide of
shadow. These folk are called ‘heroes’.
Some, however, are so fanatical and bent on
destroying the anathema that plaques the
countryside that they embrace dark, forbidden
knowledge. They so obsessively research forgotten
magics and dangerous, experimental alchemy to
become the perfect hunter that their humanity is often
called into question. These folk are called
‘Witch Hunters’.

Witch hunters have chosen to merge the martial pursuit of deadly
weapon play with elements of wicked sorcery and blood magic to
create impressively effective combat techniques. Their deep knowledge and
understanding of evil witches and unnatural creatures allows them an advantage
in tracking, hunting, and destroying even the most resilient of abhorrent fiends.
Some brew crude, poisonous alchemical tonics from the harvested organs of felled
monsters, mutating their bodies to be more in tune with the senses of their prey, and
sometimes take on their attributes to even the odds. Others go further, reaching out and
making a pact with lesser dark entities in hopes of using their grim gifts against greater evils.
Many witch hunters push too far for their goals, falling to their own hubris and becoming monsters
they’ve chosen to hunt. This is the greatest fear of a witch hunter, and of the societies at large that shun
them.

The nature of their abilities and training has bred many rumors across the lands, some of which aren’t too
far from the truth. Common folk consider them cursed, often turning them away at the door. Nobles see
them as occasionally convenient, but a generally reviled nuisance. Mages find them useful allies if kept at
arm’s length, while pious clerics and paladins keep their distance with a watchful eye. To be a witch hunter
is to accept a life of solitude until proven trustworthy and dependable.

106
109

As you create your witch hunter, keep in mind how your character relates to society and why they have
taken to a life of monster hunting. Do they wish to protect society and as such have paid the ultimate price?
Do they have a family they wish to protect at all cost? Did they make a mistake that cost them greatly, and
they wish to make amends for their folly? Or are they bent on vengeance for some past wound or loss that
drove them to choose this dark warrior’s path?
While a witch hunter begins their journey alone, they also acknowledge the strength in numbers and the
benefits of trusted companions. Many witch hunters keep allies to both ensure that they succeed at their
hunts, and to keep a watchful eye to prevent them from losing touch with their humanity. A witch hunter
without conviction is lost, and often an honest friend is enough to keep them from straying.

You can make a Witch Hunter quickly by following these suggestions. First, make Strength or Dexterity
your highest ability score, depending on whether you want to focus on melee weapons or ranged (or finesse)
weapons. Make Wisdom your next highest if you plan to focus on mystical power by following the Order
of the Profane Soul or Ghostslayer. Choose a higher Constitution instead if you wish to toy with mutagens
via the Order of the Mutant or use Blood Rite on multiple weapons.
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As a witch hunter, you gain the following class features.

Hit Dice: 1d8 per witch hunter level
Hit Points at 1st Level: 8 + your Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per Witch Hunter level after 1st

Armor: Light armor, Medium Armor
Weapons: Simple Weapons, Martial Weapons
Tools: Alchemist’s Supplies
Saving Throws: Strength, Wisdom
Skills: Choose two from Athletics, Acrobatics, Arcana, History, Insight, and Perception.

You start with the following equipment, in addition to the equipment granted by your background:
• (a) a martial weapon or (b) two simple weapons
• (a) a light crossbow or (b) hand crossbow
• 20 crossbow bolts and a crossbow bolt case
• (a) studded leather armor or (b) scale mail armor
• an explorer's pack

Beginning at 1st level, you have survived the imbibing of the Hunter’s Bane, a poisonous alchemical
concoction that forever binds you to the darkness, honing your senses against it.
You have advantage on Wisdom (Survival) checks to track Fey, Fiends, Witches and Undead, as well as
on Intelligence checks to recall information about them.
Upon reaching 6th level, you gain advantage on Wisdom (Insight) checks and Wisdom saving throws to
see past the deceptions and illusions of Fey, Fiends, Witches and Undead.

108
111

At 2nd level, you learn to invoke a rite of blood
magic within your own weapon at the cost of your
own vitality. Choose one rite from the Primal Rites
list below. You cannot change this choice.
As a bonus action, you can wound yourself and
smear a single weapon you hold with your own
blood, temporarily reducing your maximum hit
points a number equal to your character level. These
lost hit points return after your next long rest, and
cannot be restored otherwise.
Until your next long rest, that weapon flares with elemental energy granting you a +1 bonus to attack rolls
made with it but not to damage. Attacks from this weapon are considered magical, and it deals an additional
1d4 elemental damage. This die changes as you gain witch hunter levels, as shown in the Blood Rite damage
die column of the witch hunter table. These benefits are cumulative with weapon enhancements, and fade
should anyone but you attempt to use the weapon.
Blood Rite can be used on multiple weapons, already given an active Blood Rite, the old one immediately
fades as the new one takes effect. Rite weapons can be sheathed safely without fading.
You gain access to an additional Primal Rite at 6th level and 9th level. You can choose to learn one Esoteric
Rite from the list below at 13th level.

Choose from the following:
Rite of the Flame – Your Blood Rite damage is Fire type.
Rite of the Frozen – Your Blood Rite damage is Cold type.
Rite of the Storm – Your Blood Rite damage is Lighting type.
Rite of the Ruined – Your Blood Rite damage is Acid type.

Choose from the following:
Rite of the Boar – Your Blood Rite damage is Thunder type.
Rite of the Aether – Your Blood Rite damage is Force type
Rite of the Dead – Your Blood Rite damage is Necrotic type.

At 3rd level, you commit to an order of witch hunting focus. Choose Order of the Mutant, Order of the
Ghostslayer, or Order of the Profane Soul, all detailed at the end of the class description. The order you
choose grants you features at 3rd level, and again at 7th, 10th, 15th, and 18th level.
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When you reach 4th level, and again at 8th, 12th, 16th and 19th level, you can increase one ability score of
your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can’t increase
an ability score above 20 using this feature.

Beginning at 5th level, you can attack twice, instead of once, whenever you take the Attack action on your
turn.

At 6th level, you’ve learned forgotten fractal magics, binding enemies where they stand. As a Bonus action,
you can attempt to bind an enemy no more than one size larger than you within 25 ft. The target must
succeed on a Strength or Dexterity saving throw (its choice) or become restrained (DC equal to 8 + your
proficiency bonus + your Wisdom modifier).
While restrained by the rune, the creature repeats the saving throw at the end of each of its turns. It can also
repeat the saving throw each time it takes damage. On a success, the rune breaks and it frees itself. You can
release the target whenever you like (no action required). You can only have 1 active Rune of Binding up
at any given time.
You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You
regain any expended uses when you finish a long rest.

Upon reaching 11th level, you see the shadows around you to better navigate the battlefield unharmed. All
Attacks of opportunity made against you have disadvantage.

When you reach 14th level, your brushes with the realm’s unholy terrors have reinforced your will. You
can no longer become Frightened, and you have advantage on saving throws against magical Charm effects.

At 17th level, your exposure to forbidden magics and the essence of death itself has halted your mortal
clock. You no longer age naturally, making you essentially immortal to the ravages of time. Magical effects
can still age you. Damage and death effects can still kill you per normal.

Upon becoming 20th level, you’ve become so attuned to your weapons that your Blood Rite requires a
lesser sacrifice to power the sanguine magic. Whenever you use your Blood Rite ability, you take damage
equal to your character level instead of lowering your maximum hit points by that amount.
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There are a handful of secretive orders of which hunters that guard their cryptic techniques and blasphemous
rituals. One must adhere to one of these orders to even be granted access to the Hunter’s Bane rite that starts
their journey, and only once they’ve proven their ability will the secrets of the order begin to be revealed.
Some even wait until they reach 3rd level before they are sure they want to continue down this cursed path.
Wither or, it’s within these small, enigmatic sects that the real power of a Witch Hunter is learned.

The order of the ghostslayer is the oldest and most ‘pure’ of the orders, having roots in divine practices and
created specifically to rid the realms of the scourge of undeath. Ghostslayers seek out and study the moment
of death, obsessing over the mystery of the transition. Some will sit with the terminally diseased to closely
witness their passing, while others go so far as to deliberately have a near-death experience, allowing them
to tune their senses to the ethereal realms beyond.

When you join this order at 3rd level, you learn to alter your Blood Rite to channel the wrath of the Light,
smiting the enemies of life itself. Whenever you deal elemental damage with your Blood Rite die, you also
deal additional radiant damage equal to your Wisdom modifier.

At 7th level, your physical body has become resistant to the life-draining curses of the most twisted of
monsters. Whenever you are subject to Ability damage or a reduction in your Maximum hit points by an
enemy attack or enemy spell, you halve the amount suffered (rounded up). Traps do not count as an enemy
attack or spell.

Beginning at 10th level, your binding magics transcend the prime material plane, grasping spirits and
entities between physical states. Your Rune of Binding ability ignores immunity to the restrained condition.

When you become 15th level, your vision has been so tuned to the ethereal curtain between worlds that
even the unseeable cannot escape your view. You can see in normal and magical darkness, as well as
invisible creatures and objects, up to 60 ft. Furthermore, you can see into the Ethereal Plane up to 60 ft.

At 15th level, you develop risky methods to goad your enemies into a vulnerable position. When a creature
makes an attack of opportunity against you and misses, you can immediately use your reaction to make one
melee attack against that creature. The attack interrupts your movement, occurring right after their attack
and before they leave your reach.

Upon reaching 18th level, you've learned the secret to draining the lifeforce of your quarry through a vicious
attack. Before attacking, you can declare your next strike to be a Voracious Strike. If the blow hits your
foe, you regain hit points equal to half of the total damage dealt by that attack. If the attack misses, your
Voracious Strike is still expended. You can use this feature a number of times equal to your Wisdom
modifier (a minimum of once). You regain any expended uses when you finish a long rest.
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Long ago, a demonic evil rose to power that had slaughtered with such cruelty that it broke the minds of
many a witch hunter who bore witness. A few brave, and possibly mad hunters saw that such depravity
could only be fought if you understood it, embraced it, and used it against itself. These witch hunters made
a pact with evil diabolist witches to learn their craft to defeat their enemies, allowing the witches familiars
to feed on their very soul and blood in exchange for this knowledge.
Using their new-found magical prowess, they felled the terrible demon at a great personal cost.
Understanding the potential power, and burden, of their dark dealing and acquired diabolist witch spellcraft,
they began a new sect of witch hunters. Thus began the Order of the Profane Soul.
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When you reach 3rd level, you can augment your combat techniques with the ability to cast Witches spells.
See chapter 10 (phb) for the general rules of spellcasting and this document for the witch’s spell list.
Cantrips. You learn two cantrips of your choice from the witch common spell list or the diabolist tradition
witch spell list. You learn an additional witch cantrip of your choice from the list at 10th level.
Spell Slots. The Profane Soul Spellcasting table shows how many spell slots you have. The table also shows
what the level of those slots is; all of your spell slots are the same level. To cast one of your witch spells of
1st level or higher, you must expend a spell slot. You regain all expended spell slots when you finish a short
or long rest. These known spells must come from either the common witch spell list or the diabolist tradition
witch’s spell list.
For example, when you are 8th level, you have two 2nd-leveI spell slots. To cast the 1st-level spell sleep,
you must spend one of those slots, and you cast it as a 2nd-leveI spell.
Spells Known of 1st Level and Higher: At 3rd level, you know two 1st-level spells of your choice from
the witch’s common spell list or the diabolist tradition witch spell list
.
The Spells Known column of the Profane Soul table shows when you learn more witch spells of your choice
of 1st level and higher. A spell you choose must be of a level no higher than what's shown in the table's
Slot Level column for your level.
When you reach 11th level, for example, you learn a new witch spell, which can be 1st, 2nd, or 3rd level.
Additionally, when you gain a level in this class and Order, you can choose one of the witch spells you
know and replace it with another spell from the warlock spell list, which also must be of a level for which
you have spell slots.
Spellcasting Ability. Wisdom is your spellcasting ability for your warlock spells, so you use your Wisdom
whenever a spell refers to your spellcasting ability. In addition, you use your Wisdom modifier when setting
the saving throw DC for a witch spell you cast and when making an attack roll with one.
Spell save DC = 8 + your proficiency bonus + your Wisdom modifier
Spell attack modifier = your proficiency bonus + your Wisdom modifier

At 3rd level, your weapon becomes a core to your pact with the diabolist and their dark patron. You can
use your weapon as a spellcasting focus (found in chapter 5, phb) for your witch spells.

Beginning at 7th level, when you use your action to cast a cantrip, you can make one weapon attack as a
bonus action.
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At 10th level, you can temporarily infuse your weapon with the seed of a powerful spell. As an action, you
can imbue your weapon or a piece of ammunition with one spell you can cast, then make a single attack
with that weapon. If that attack hits, the target takes weapon damage, and is subject to the effects of the
spell. The spell must have a casting time of 1 action and must target only that creature. If the attack misses,
the spell misses, and you still expend a use of this feature.
You can use this feature a number of times equal to your Wisdom modifier (a minimum of once). You
regain any expended uses when you finish a long rest.

Upon reaching 15th level, you learn to utilize a foe's error as an opportunity to retaliate with vicious magic.
If an enemy attack misses you, you can use your reaction to immediately cast a spell at that creature. The
spell must have a casting time of 1 action and must target only that creature.
Once you use this feature, you must finish a short or long rest before you can use it again.

When you reach 18th level, your pact with the dark patron further empowers your wicked spellcraft. When
you damage a foe with a witch spell, add your Wisdom modifier to the damage dealt.
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The process of consuming the Hunter's Bane is a painful, scarring, and often fatal experience. Those that
survive find themselves irrevocably changed, enhanced. Some found this experience exalting, embracing
the ability to alter one's own body and abilities through alchemy.
Over generations of experimentation, a splinter order of witch hunters began to emerge, one that focused
on brewing toxic elixirs to modify their capabilities in battle, and over time become something beyond
human. They called themselves the Order of the Mutant.

You begin to uncover forbidden alchemical formulas that temporarily alter your mental and physical
abilities.
Beginning at 3rd level, you choose to learn three mutagen formulas. Your formula options are detailed at
the end of this order description. You gain an additional formula at 7th level, 10th level, 13th level, 15th
level, and 20th level.
Additionally, when you gain a mutagen formula at levels 7, 10, 13, 15, and 20, you can choose one of the
formulas you know and replace it with another mutagen formula.

At 3rd level, you can take a short rest to concoct a single mutagen. Consuming a single mutagen requires a
bonus action, and the effects (including side effects) last until you finish another short or long rest.
Mutagens are designed for your biology and are fatal to anyone who consumes one other than you.
Mutagens are unstable by nature, losing their potency over time and becoming inert if not used before you
finish your next short or long rest.

Upon reaching 7th level, when you take a short rest to concoct a mutagen, you can now create two.
Mutagens must be different formulas, and can be ingested with overlapping effects that last until you finish
your next short or long rest. Each mutagen still takes a separate bonus action to imbibe.
Once you reach 15th level, you can now create three mutagens during a short rest.

At 10th level, your body has begun to adapt to toxins and venoms, ignoring their corroding effects. You
gain immunity to poison.

Beginning at 15th level, you've become resistant to the negative effects of some your own mutagens. Upon
imbibing a mutagen, you can choose to ignore the side effect of that mutagen for its duration.
Once you use this feature, you must finish a long rest before you can use it again.
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When you reach 18th level, the mutations you've subjected your body to have hardened your physical form.
Your Constitution score increases by 2, as does your Constitution maximum.

These mutagens are presented in alphabetical order. You can learn a mutagen at the same time you meet its
prerequisites.
Baleful.

Prerequisite: 7th level.
You gain resistance to necrotic damage.
Side effect: You gain vulnerability to psychic damage.

Celerity.

Your Dexterity score increases by an amount equal to your Constitution modifier
(minimum 2), as does your Dexterity maximum.
Side effect: Your Wisdom score decreases by 2.

Cruelty.

Prerequisite: 10th level.
You gain an additional action on each of your turns. That action can be used only to take
the Attack (one weapon attack only) action.
Side effect: You have disadvantage on all saving throws.

Fri4id.

You gain resistance to cold damage.
Side effect: Your speed is reduced by 5.

Impermeable. You gain resistance to piercing damage.
Side effect: You gain vulnerability to slashing damage.
Mobility.

You gain immunity to the grappled and restrained conditions. At 10th level, you also are
immune to the paralyzed condition.
Side effect: You gain a penalty to initiative equal to 2 times your Constitution modifier
(minimum 2).

Nighteye.

You gain darkvision for up to 60 feet. If you already have darkvision, this increases its
range by 60 additional feet.
Side effect: You gain sunlight sensitivity (phb pg. 24)

Potency.

Your Strength score increases by an amount equal to your Constitution modifier (minimum
2), as does your Strength maximum.
Side effect: Your Dexterity score decreases by 2.

Precision.

Prerequisite: 7th level.
Your weapon attacks score a critical hit on a roll of 19-20. At 12th level, you score a critical
hit on an 18-20.
Side effect: All healing you receive is halved.

Rapidity.

Your speed increases by 3 times your Constitution modifier (rounded to the nearest 5 ft
increment).
Side effect: You gain 1 level of exhaustion.
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Reconstruction. Prerequisite: 7th level.
You regenerate hit points equal to your level divided by 2 (rounded up) at the start of your turn as long as
you are above 0 hit points.
Side effect: Your speed decreases by 10 ft.
Sagacity. Your Wisdom score increases by an amount equal to your Constitution modifier (minimum 2),
as does your Wisdom maximum.
Side effect: Your Strength score decreases by 2.
Shielded. You gain resistance to slashing damage.
Side effect: You gain vulnerability to bludgeoning damage.
Smoldering. You gain resistance to fire damage.
Side effect: You have disadvantage on all Strength ability checks.
Unbreakable. You gain resistance to bludgeoning damage.
Side effect: You gain vulnerability to piercing damage.
Wariness. You gain a bonus to initiative equal to 2 times your Constitution modifier (minimum 2).
Side effect: You gain I level of exhaustion.
Zealous. Prerequisite: 7th level. You gain resistance to psychic damage.
Side effect: You gain vulnerability to necrotic damage.

This Witch Hunter Class is heavily based on the Witch Hunter Class created by Matthew Mercer for the
televised live broadcast on Twitch© of Critical Role featuring Vin Diesel as he played the Witch Hunter.
The class was adapted for play in the Reign of Winter campaign setting by Billy Watford
Art by: Christophe Swal, Square Enix, Akimog, Hans Olo
Critical Role:
Prominent voice actor Matthew Mercer plays Dungeon Master to a group of fellow voice actors, bringing epic D&D adventures to life in front of
a live audience on Twitch of up to 250,000 unique viewers every week. These talented artists from favorite video games and television shows
effortlessly weave together action, drama and comedy to create a unique experience that embodies what every gamer loves about role playing
games. In addition, the live platform of offers an opportunity for the audience to immerse themselves in the campaign, going so far as to help
choose enemies, and make critical choices for the players on screen.
Critical Role is more than just a regular pen and paper RPG. It is truly an immersive, global experience for players and fans alike, one that
highlights the humor and adrenaline-pumping action that roleplaying games can offer.
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Although the gods work through many agents, perhaps none is more mysterious than the oracle. These
divine vessels are granted power without their choice, selected by providence to wield powers that even
they do not fully understand. Unlike a cleric, who draws her magic through devotion to a deity, oracles
garner strength and power from many sources, namely those patron deities who support their ideals. Instead
of worshiping a single source, oracles tend to venerate all of the gods that share their beliefs. While some
see the powers of the oracle as a gift, others view them as a curse, changing the life of the chosen in
unforeseen ways.

Oracles do not usually associate with any one church or temple, instead preferring to strike out on their
own, or with a small group of like-minded individuals. Oracles typically use their spells and revelations to
further their understanding of their mystery, be it through fighting mighty battles or tending to the poor and
sick.
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As a oracle, you gain the following class features.

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

Armor: Light armor
Weapons: Daggers, darts, slings, quarterstaffs, light crossbows
Tools: None
Saving Throws: Wisdom, Charisma
Skills: Choose two from Arcana, History, Insight, Perception, Persuasion, and Religion

You start out with the following equipment, in addition to the equipment granted by your background:
 (a) a light crossbow and 20 bolts or (b) any simple weapon
 (a) a component pouch or (b) a holy focus
 (a) a priest’s pack or (b) an explorer’s pack
 Leather armor
 Two daggers

As a conduit for divine power, you can cast cleric spells. See chapter 10 for the general rules of spellcasting
and chapter 11 for the cleric spell list.

At 1st level, you know four cantrips of your choice from the cleric spell list. You learn additional cleric
cantrips of your choice at higher levels, as shown in the Cantrips Known column of the Oracle table.

The Oracle table shows how many spell slots you have to cast your spells of 1st level and higher. To cast
one of these oracle spells, you must expend a slot of the spell’s level or higher. You regain all expended
spell slots when you finish a long rest.
For example, if you know the 1st-level spell cure wounds and have a 1st-level slot and a 2nd-level slot, you
can cast cure wounds using either slot.

You know two 1st-level spells of your choice from the cleric spell list.
The Spells Known column of the Oracle table shows when you learn more oracle spells of your choice.
Each of these spells must be of a level for which you have spell slots. For instance, when you reach 3rd
level, you can learn one new spell of 1st or 2nd level.
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Additionally, when you gain a level in this class, you can choose one of the oracle spells you know and
replace it with another spell from the cleric spell list, which also must be of a level for which you have spell
slots.

Charisma is the spellcasting ability for your oracle spells, so you use your Charisma whenever a spell refers
to your spellcasting ability. In addition, you use your Charisma modifier when setting the saving throw DC
for an oracle spell you cast and when making an attack roll with one.
Spell save DC = 8 + your proficiency bonus + your Charisma modifier
Spell attack modifier = your proficiency bonus + your Charisma modifier

You can cast any oracle spell you know as a ritual if that spell has the ritual tag.

You can use a holy symbol (found in Chapter 5) as a spellcasting focus for your oracle spells.

Each oracle is cursed, but this curse comes with a benefit as well as a hindrance. This choice is made at 1st
level, and once made, it cannot be changed. The oracle’s curse cannot be removed or dispelled without the
aid of a deity. An oracle’s curse is based against her oracle level. Each oracle must choose one of the
following curses.
BLACKENED
Your hands and forearms are blackened, as if you had plunged your
arms into a blazing fire, and your thin, papery skin is sensitive to the
touch. You have disadvantage on all weapon attack rolls, and you
add burning hands to your list of spells known. At 5th level, add
scorching ray and flaming sphere to your list of spells known. At
10th level, add wall of fire to your list of spells known. At 15th
level, add delayed blast fireball to your list of spells known. These
spells count as oracle spells for you but don’t count against the
number of oracle spells you know.
CLOUDED VISION
Your eyes are obscured, making it difficult for you to see. You
cannot see anything beyond 30 feet, but you can see in dim light as
if it were bright light, and in darkness as if it were dim light. At 5th
level, you gain the ability to see normally in darkness, both magical
and non-magical, to a distance of 30 feet. At 10th level, you gain
the ability to cast detect magic at will, without expending a spell
slot. At 15th level, you gain truesight out to a range of 15 feet.
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Your blood turns sluggish without sufficient heat, and you must seek warmth and shelter earlier than most.
This oracle curse is common among lizardfolk and other reptilian races. You have disadvantage on saving
throws to reduce cold damage, and whenever you fail such a saving throw, you are stunned for one round.
You have disadvantage on saving throws to resist cold, and wearing cold weather gear does not grant an
automatic success for you. At 5th level, poisons and diseases last for half the duration. At 10th level,
whenever you take a readied action to perform a melee attack, you can move up to half your speed as part
of the attack. At 15th level, you can take the Dash action as a bonus action a number of times equal to your
Charisma modifier. These uses are restored after completing a long rest.

Your connection to demons has left you diminished but still able to scorn mortal frailties. You have
vulnerability to all damage, but you automatically stabilize when you fall below zero hit points. At 5th
level, you have advantage on saving throws to resist poison and disease. At 10th level, you can survive
without food and water for a number of days equal to your oracle level before suffering adverse effects. At
15th level, whenever a creature within 30 feet falls below zero hit points in combat, you gain a number of
temporary hit points equal to its level or challenge rating.

You cannot hear and suffer all of the usual penalties for being deafened. You cast all of your spells without
needing verbal components. At 5th level, you have advantage on Perception checks that do not rely upon
hearing. At 10th level, you can no longer be surprised while you are conscious. At 15th level, you gain
tremorsense out to a range of 30 feet.

Malevolent spirits follow you wherever you go, causing minor mishaps and strange occurrences (such as
unexpected breezes, small objects moving on their own, and faint noises). Retrieving any stored item from
your gear requires an action, unless it would normally take longer. Any item you drop lands 10 feet away
from you in a random direction. You gain the mage hand and minor illusion cantrips. At 5th level, add
levitate to your list of spells known. At 10th level, add telekinesis to your list of spells known. At 15th
level, add reverse gravity to your list of spells known. These spells count as oracle spells for you but don’t
count against the number of oracle spells you know.

Insects, spiders, grubs, and other vermin plague you constantly. They crawl in your hair, fill your clothes,
and fly or crawl into your mouth, nose, and ears. You have disadvantage on all Persuasion checks with
people you do not know well, and everyone you meet has a starting attitude of “indifferent” or “hostile”.
Additionally, you have disadvantage on all Animal Handling checks. You have advantage on Constitution
saving throws to resist poison and disease caused by insects, scorpions, and spiders. At 5th level, you gain
resistance to all damage caused by swarms. At 10th level, add insect plague to your list of spells known.
At 15th level, add antipathy/sympathy to your list of spells known. These spells count as oracle spells for
you but don’t count against the number of oracle spells you know.
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One of your legs is permanently wounded, reducing your base land speed by 10 feet. Your speed is never
reduced due to encumbrance. At 5th level, you are immune to effects that reduce speed except via the
grappled, restrained, and incapacitated conditions. At 10th level, your speed is never reduced by armor.
At 15th level, you are immune to the exhausted condition.

The shackles of Hell impose savage consequences should you violate a covenant, but also imbue you with
remarkable guile. Whenever you break your word (whether intentionally or accidentally), you become
sickened (poisoned condition) for 24 hours. Once per day, you can grant yourself advantage on any one
ability check or attack roll that helps you fulfill a promise made to another individual. At 5th level, you
gain expertise on Persuasion, Intimidate, and Insight checks with which you already have proficiency while
talking with an individual one-on-one. At 10th level, you can make a new saving throw each minute to
resist mind-affecting effects as your subconscious searches for loopholes. At 15th level, any creature that
violates its freely given word to you takes a penalty to its AC and saving throws against you equal to your
Charisma modifier (minimum penalty of 1) for 24 hours.

Your body is slowly rotting away. You have disadvantage on Deception, Performance, and Persuasion
ability checks based on Charisma. You have advantage on saving throws against disease. At 5th level, you
are immune to the poisoned condition. At 10th level, you gain immunity to disease. At 15th level, you
gain immunity to poison damage.

Your face is deformed, as though you were born with a wolf’s muzzle; many mistake you for a lycanthrope.
You have a severe speech impediment which compromises your ability to cast spells with verbal
components. When casting such a spell, roll a d10; on a 1 or 2, the spell fails wasting your action, but you
do not expend a spell slot. You gain a natural weapon attack: bite, 1d4 piercing. At 5th level, your bite
damage increases to 1d6. Additionally, add alter self to your list of known spells. This spell counts as an
oracle spell for you but doesn’t count against the number of oracle spells you know. At 10th level, your
bite damage increases to 1d8. The “Natural Weapons” option of alter self does not reduce the damage die
of your bite attack, but it does grant the +1 bonus and magical effect. At 15th level, your bite damage
increases to 1d10, and you gain the ability to cast alter self as a ritual.

The destructive power of the Abyss and its teeming hordes of demons’ seeps from your very being into
your belongings and surroundings. All manufactured weapons you wield have a -1 penalty to attack and
damage rolls. All manufactured armor and shields you wear have a -1 penalty to AC. These penalties are
temporary, and the objects regain their original statistics one minute after leaving your possession. At 5th
level, whenever you attempt to damage an object with a melee attack, add your oracle level to the attack
roll. At 10th level, any attacks you make against objects and constructs ignore all damage reduction and
count as magical for the purpose of bypassing resistances. At 15th level, whenever you are dealt damage
by a manufactured weapon, you can use your reaction to force the wielder to make a Dexterity saving throw
to avoid having the weapon collapse into dust immediately after striking you. Magical weapons that would
collapse into dust can make a Constitution saving throw to resist this effect. The magical weapon’s
Constitution saving throw bonus is based on its rarity. Common grants a +5 bonus, Uncommon grants a
+7 bonus, Rare grants a +8 bonus, Very Rare grants a +9 bonus, and Legendary grants a +11 bonus.
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In times of stress or unease, you speak in tongues. Pick one of the following languages: Abyssal, Aquan,
Auran, Celestial, Ignan, Infernal, or Terran. Whenever you are in combat, you can only speak and
understand the selected language. This does not interfere with verbal components of spells, but it does
apply to spells that are language dependent. You gain the selected language as a bonus language. At 5th
level, pick an additional language to speak in combat and add it to your list of known languages. At 10th
level, you can understand any spoken language, even during combat. At 15th level, you can speak and
understand any language, but your speech is still restricted during combat.

At 2nd level, you gain the ability to channel divine energy directly from your deity, using that energy to
fuel magical effects. You start with two such effects: Ability Avatar and an effect determined by your
mystery. Some mysteries grant you additional effects as you advance in levels, as noted in the mystery
description.
When you use your Channel Divinity, you choose which effect to create. You must then finish a short or
long rest to use your Channel Divinity again.
Some Channel Divinity effects require saving throws. When you use such an effect from this class, the DC
equals your oracle spell save DC.
Beginning at 9th level, you can use your Channel Divinity 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 expended uses.

As an action, you can use your Channel Divinity to tap into a divine well of knowledge. As an action, you
choose one of the following skills: Arcana, History, Nature, or Religion. For 10 minutes, you can apply
double your proficiency bonus to any ability check that makes use of the chosen skill.

When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score
of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can’t
increase an ability score above 20 using this feature.
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Each oracle draws upon a divine mystery to grant her spells and powers. This mystery also grants additional
class features and other special abilities. This mystery can represent a devotion to one ideal, prayers to
deities that support the concept, or a natural calling to champion a cause.
An oracle must choose one mystery upon taking her second level of oracle. Once made, this choice cannot
be changed.

Each mystery has a list of spells - its mystery spells - that you gain at the oracle levels noted in the mystery
description. The mystery spells count as oracle spells for you but don’t count against the number of oracle
spells you know.

Each oracle must choose from among the following mysteries.

LEVEL
1st
3rd
5th
7th
9th

BATTLE MYSTERY SPELLS
false life, arms of Hadar
gentle repose, darkvision
fear, vampiric touch
blight, death ward
raise dead, insect plague

Skill at Arms
When you choose this mystery at 2nd level, you gain proficiency in all simple weapons, martial weapons,
light armor, medium armor, and shields.
Channel Divinity: Surprising Charge
Starting at 2nd level, you can use your Channel Divinity to move up to your speed toward an attacking
enemy. When you are attacked by a creature within your movement speed that you can see, you can use
your reaction to move toward the attacker and make a melee weapon attack before the enemy makes his
attack roll. This movement does not provoke attacks of opportunity.
Student of War
At 6th level, you gain proficiency with one type of artisan’s tools of your choice. Or you can choose to
gain expertise with a tool that you are already proficient with.
Combat Healer
Starting at 6th level, whenever you cast a spell of 1st level or higher with a casting time of one action to
restore hit points to a creature, you can cast it as a bonus action (as if using the Quickened Spell Metamagic)
by expending an additional spell slot of the same level.
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War Sight
Starting at 11th level, gain advantage on initiative rolls.
Channel Divinity: Battlefield Clarity
Starting at 11th level, after failing an Intelligence, Wisdom, or Charisma saving throw, you can use your
Channel Divinity to reroll the die, and you must use the new roll.
Battlecry
Starting at 14th level, using your action you can unleash an inspiring battlecry. All allies within 30 feet
gain a bonus to attack rolls equal to your Charisma modifier (with a minimum bonus of +1) for 1 minute.
A creature cannot gain this bonus again until it has finished a short or long rest.
Final Revelation: Champion Warrior
Upon reaching 20th level, you can become a master of battle. Using your action, you channel the powers
of your deity and gain the following benefits for 1 minute:
●
At the start of each of your turns, you regain 10 hit points.
●
You have advantage on weapon attack rolls.
●
Enemy creatures within 10 feet of you have disadvantage on saving throws against your oracle
spells and Channel Divinity options.
Once you use this feature, you can’t use it again until you finish a long rest.
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LEVEL
1st
3rd
5th
7th
9th

BONES MYSTERY SPELLS
false life, arms of Hadar
gentle repose, darkvision
fear, vampiric touch
blight, death ward
raise dead, insect plague

Armor of Bones
Starting at 2nd level, you gain the ability to cast barkskin on yourself at will, without expending a spell slot.
Channel Divinity: Death’s Touch
Starting at 2nd level, you can use your Channel Divinity to make a melee spell attack against a creature.
This attack deals necrotic damage equal to your oracle level + your Charisma modifier (minimum 1). If
used against an undead creature, it restores as many hit points rather than damaging. This has no effect on
constructs.
Voice of the Grave
At 6th level, add speak with dead to your list of spells known if you don’t already know it. Additionally,
you gain the ability to cast speak with dead as a ritual.
Bleeding Wounds
Starting at 6th level, whenever a creature takes damage from one of your spells or Channel Divinity options
that deals necrotic damage (such as inflict wounds or the death’s touch revelation), it begins to bleed, taking
1d4 damage at the end of each of its turns. The bleeding can be stopped by succeeding a Medicine ability
check against your spell save DC.
Resist Life
Starting at 11th level, when you are hit by an attack that deals necrotic damage, you can use your reaction
to make a Constitution saving throw. On a successful save, restore the hit points instead of taking damage.
On a failed save, take half damage. Additionally, you gain vulnerability to radiant damage.
Channel Divinity: Soul Siphon
Starting at 11th level, you can use your Channel Divinity to make a ranged spell attack to unleash a ray that
drains the life from an enemy. The ray has a range of 30 feet. On hit, the target takes necrotic damage
equal to your oracle level + its challenge rating (minimum 1). You heal a number of hit points equal to the
number of hit points lost by the target. This has no effect on constructs.
Undead Servitude
Starting at 14th level, whenever you cast animate dead, the undead creatures remain under your control for
an additional number of days equal to your Charisma modifier (minimum of 1 additional day). Creatures
under your control via this revelation have vulnerability to all damage.
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Spirit Walk
Starting at 14th level, as an action you can enter the Ethereal Plane. While in this form, you can move in
any direction and through any object (except for those made of force). After a number of rounds equal to
your Charisma modifier (minimum 1), you return to an unoccupied space of your choice that you can see
within 10 feet of the space you vanished from. You can end this effect prematurely as an action or bonus
action.
While on the Ethereal Plane, you can see and hear the plane you originated from, which is cast in shades of
gray, and you can’t see anything there more than 60 feet away. You can only affect and be affected by
other creatures on the Ethereal Plane. Creatures that aren’t there can’t perceive you or interact with you,
unless they have the ability to do so.
Final Revelation: Necrotic Master
Upon reaching 20th level, you become a master of death. You gain the ability to infuse your weapon strikes
with negative energy. Once on each of your turns when you hit a creature with a weapon attack, you can
cause the attack to deal an extra 2d8 necrotic damage to the target. Whenever you make a death saving
throw, you do not gain a failure on a roll lower than 10, and when you roll a 1 on the d20, you only gain
one failure instead of two.
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LEVEL
1st
3rd
5th
7th
9th

FLAME MYSTERY SPELLS
burning hands, hellish rebuke
continual flame, flame blade
protection from energy, fireball
fire shield, wall of fire
flame strike, hallow

Cinder Dance
Starting at 2nd level, your base speed increases by 10 feet.
Channel Divinity: Fire Breath
Starting at 2nd level, as an action, you can use your Channel Divinity to unleash a 15-foot cone of flame
from your mouth. Each creature in the area of the exhalation must make a Dexterity saving throw against
your spell save DC. A creature takes 2d6 fire damage on a failed save, and half as much on a successful
one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level.
Gaze of Flames
Starting at 6th level, you can see through fire, fog, and smoke without penalty as long as the light is
sufficient to allow you to see normally.
Burning Magic
Starting at 6th level, whenever a creature fails a saving throw and takes fire damage from one of your spells,
it catches on fire. The fire deals 1 fire damage per spell level at the beginning of the burning creature’s
turn. The fire lasts for 1d4 rounds, but it can be extinguished as an action if the creature succeeds a Dexterity
saving throw against your spell save DC. Dousing the creature with water as an action grants advantage on
the saving throw, while immersing the creature in water automatically extinguishes the fire. Spells that do
not grant a save do not cause a creature to catch on fire.
Touch of Flame
At 11th level, you gain the ability to infuse your melee spell and weapon attacks with righteous flame.
Once on each of your turns when you hit a creature with a melee attack, you can cause the attack to deal an
extra 1d8 fire damage to the target.
Channel Divinity: Heat Aura
Starting at 11th level, as a bonus action, you can use your Channel Divinity to cause waves of heat to radiate
from your body. Each other creature within 10 feet must make a Dexterity saving throw. A creature takes
3d8 fire damage on a failed save, and half as much on a successful one. In addition, your form wavers and
blurs, forcing disadvantage on all attack rolls against you until your next turn. The damage increases to
4d8 at 17th level.
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Wings of Fire
At 14th level, you gain the ability to manifest a pair of fiery wings from your back, gaining a flying speed
equal to double your current speed. You can create these wings as a bonus action on your turn. You can
use these wings for 1 minute per oracle level; this duration does not need to be consecutive, but it must be
spent in 1 minute increments. You regain all expended time upon completing a long rest.
Final Revelation: Focus Fire
Upon reaching 20th level, you become a master of fire. When you cast a spell that forces a creature to
make a saving throw to resist fire damage, you can give one target of the spell disadvantage on its first
saving throw made against the spell (as if using the Heightened Spell Metamagic). You can use this feature
a number of times equal to your Charisma modifier (a minimum of once). You regain all expended uses
when you finish a long rest.
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LEVEL
1st
3rd
5th
7th
9th

HEAVENS MYSTERY SPELLS
color spray, comprehend languages
levitate, augury
hypnotic pattern, fly
arcane eye, divination
legend lore, contact other plane

Lure of the Heavens
Your connection to the skies above is so strong that your feet barely touch the ground. Starting at 2nd level,
you no longer leave tracks when you walk, and you can hover above liquid surfaces, as if levitating.
Channel Divinity: Awesome Display
Starting at 2nd level, you can use your Channel Divinity to create phantasmagoric displays that accurately
model the mysteries of the night sky, dumbfounding all who behold them. Each creature that can see you
must make a Wisdom saving throw against your spell save DC or be paralyzed until the start of your next
turn.
Coat of Many Stars
Starting at 6th level, casting an illusion spell of 1st level or higher conjures a coat of starry radiance around
you that gives disadvantage to all attack rolls made by characters within 5 feet of you until the start of your
next turn.
Channel Divinity: Moonlight Bridge
Starting at 6th level, you can use your Channel Divinity to summon a bridge of shimmering moonlight as
an action. The 10-foot-wide span touches the ground at a point adjacent to your position. From this point
it can extend in any direction for 10 feet per oracle level. The path persists until you have crossed over the
bridge or for 24 hours, whichever is shorter.
Nothing can physically pass through the bridge. It is immune to all damage and can’t be dispelled by dispel
magic. A disintegrate spell destroys the bridge instantly, however. The bridge also extends into the Ethereal
Plane, blocking ethereal travel through the bridge.
Mantle of Moonlight
Starting at 11th level, your innate understanding of the moon renders you immune to lycanthropy.
Additionally, you may disrupt a shapechanger’s form with a touch. Upon making an unarmed strike or
melee spell attack against a shapechanger within 5 feet, the target is forced into its humanoid form, which
it must remain in for a number of rounds equal to your oracle level.
Guiding Star
Starting at 11th level, whenever you can see the open sky at night, you can determine your precise location.
When the night sky is visible to you, you may also add your Charisma modifier to your Wisdom-based
ability checks.
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Star Chart
Starting at 14th level, you can spend a short rest consulting your copious notes containing a working model
of the night sky expressed in artistic scribbles and arcane mathematical formulae. During this time, you
regain all expended spell slots, but you can only cast divination spells until you complete a long rest. You
cannot use this feature again until you complete a long rest.
Final Revelation: Heavenly Harmony
Upon achieving 20th level, your rapport with the heavens grants you perfect harmony with the universe.
You receive a bonus on all saving throws equal to your Charisma modifier. Additionally, you are immune
to fear effects.
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LEVEL
1st
3rd
5th
7th
9th

LIFE MYSTERY SPELLS
cure wounds, sanctuary
protection from poison, lesser restoration
aura of vitality, revivify
aura of life, death ward
greater restoration, mass cure wounds

Healing Hands
At 2nd level, you gain proficiency with the Medicine skill. If you are already proficient in Medicine, you
gain proficiency in another oracle skill. Your proficiency bonus is doubled for any ability check you make
that uses the Medicine skill. Additionally, you can make a Medicine ability check as a bonus action.
Channel Divinity: Enhanced Cures
At 2nd level, you can use your Channel Divinity to infuse your body with radiant energy. For a number of
rounds equal to your Charisma modifier (minimum one), whenever you cast a spell that heals hit points,
roll twice the number of dice listed in the spell description. Additionally, you emit bright light in a 10-foot
radius, and dim light 10 feet beyond that, and your weapon attacks deal radiant damage instead of their
normal damage type.
Spirit Boost
Starting at 6th level, whenever your healing spells heal a target up to its maximum hit points, any excess
points are gained as temporary hit points (up to a maximum number of temporary hit points equal to twice
your oracle level + your Charisma modifier).
Life Link
Starting at 6th level, you may spend one short rest bonding with a willing creature. Whenever your target
is at 0 hit points and takes damage, you take the damage instead as long as you are conscious and have at
least 1 hit point. Similarly, whenever you are at 0 hit points and take damage, your bonded target takes the
damage instead as long as he is conscious and has at least 1 hit point. This bond continues until the bonded
creature dies, you die, the distance between you and the other creature exceeds 1 mile, or you end it as a
bonus action or action. Both of you notice instantly when the bond is broken. Any creature may only be
linked to one other creature at any given time.
Lifesense
Starting at 11th level, you can see the aura of living creatures within 30 feet of you. This vision 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.
Combat Healer
Starting at 11th level, whenever you cast a spell of 1st level or higher with a casting time of one action to
restore hit points to a creature, you can cast it as a bonus action (as if using the Quickened Spell Metamagic)
by expending an additional spell slot of the same level.
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Channel Divinity: Delay Affliction
Starting at 14th level, whenever you fail a saving throw against a disease or poison, you may use your
Channel Divinity as a reaction to ignore its effects for one hour.
Final Revelation: Radiant Lifeblood
Upon reaching 20th level, you become a perfect channel for life energy. You become immune to necrotic
damage, poison damage, exhaustion, and fatigue. Ability damage and drain cannot reduce you below 1 in
any ability score. You gain advantage on Constitution saving throws.
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LEVEL
1st
3rd
5th
7th
9th

LORE MYSTERY SPELLS
identify, illusory script
locate object, augury
tongues, nondetection
locate creature, arcane eye
contact other plane, legend lore

Arcane Archivist
At 2nd level, your experience with lore-filled tomes has granted you the ability to comprehend spellbooks
and scrolls as if your oracle levels were levels of the class associated with the spell. This allows you to use
scrolls of any class and record wizard scrolls into spellbooks for use by wizards.
Channel Divinity: Focused Trance
Starting at 2nd level, you can use your Channel Divinity as an action to enter a deep trance, blocking out
visual and auditory stimuli and allowing you to concentrate on a single problem, philosophical issue, or
memory. This trance lasts 1d6 rounds, during which time you cannot speak or take actions, bonus actions,
or reactions. When you come out of your trance, you may make a single Intelligence-based skill check
with +10 bonus and advantage.
Sidestep Secret
At 6th level, your innate understanding of the universe has granted you preternatural reflexes and the
uncanny ability to step out of danger at the very last second. Add your Charisma modifier (instead of your
Dexterity modifier) to your Armor Class and your Dexterity saving throws. Your armor’s maximum
Dexterity bonus applies to your Charisma instead of your Dexterity.
Lore Keeper
In addition to encyclopedic knowledge, you learn information through tales, songs, and poems. Starting at
6th level, once per day, you may add your Charisma modifier in addition to your Intelligence modifier on
any arcana, history, nature, or religion ability check.
Automatic Writing
Starting at 11th level, you can spend one hour during a long rest in uninterrupted meditation. During this
period, your hands produce mysterious writing that pertains to the future. The writing takes the form of a
divination spell with 90% effectiveness with no material components required.
Channel Divinity: Whirlwind Lesson
Starting at 11th level, you can use your Channel Divinity to give a swift lesson to a number of allies up to
your Charisma modifier (minimum of one). For a number of minutes equal to your oracle level you and
your students add your Intelligence modifier to all skills in which you are proficient.
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Brain Drain
Starting at 14th level, you can use you action to violently probe the mind of a single intelligent enemy
within 100 feet. The target must have an Intelligence score of at least 3, and it must speak at least one
language, though you need not share a language with the target. The target must succeed an Intelligence
saving throw to negate the effects. Upon failure, the target takes 1d4 psychic damage per oracle level.
After successfully attacking with this ability, you may use a bonus action on the same turn to jumble through
the thoughts and memories of the target. You learn a number of facts equal to your Charisma modifier.
The first time you use this, you suffer no adverse effect. Each time you use this feature again before you
finish a long rest, you gain 1 level of exhaustion.
Final Revelation: Paramount Scholar
Upon reaching 20th level, your studious career grants you a wide breadth of knowledge. You gain
advantage on all arcana, history, nature, and religion ability checks.
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LEVEL
1st
3rd
5th
7th
9th

NATURE MYSTERY SPELLS
animal friendship, speak with animals
barkskin, spike growth
plant growth, speak with plants
conjure woodland beings, grasping vine
awaken, commune with nature

Spirit of Nature
Starting at 2nd level, when in a natural setting, whenever you make a death saving throw, you make it with
advantage.
Channel Divinity: Life Leach
Starting at 2nd level, you can use your Channel Divinity to draw life force from the bodies of enemies and
channel it into yourself. As an action, you can drain the life essence from one living target within 30 feet.
The target must make a Constitution save or take 1d6 necrotic damage per two oracle levels you possess.
A successful save halves the damage. You gain temporary hit points equal to the damage you deal. You
cannot gain more than the target’s maximum hit point total.
Friend to the Animals
Starting at 6th level, animals within 30 feet of you receive a bonus on all saving throws equal to your
Charisma modifier.
Nature’s Whispers
At 6th level, you have become so attuned to the whispers of the natural world, from the croaking of frogs
to the groaning of great boulders, that your surroundings constantly keep you preternaturally aware of
danger. When in a natural setting, you may add your Charisma modifier, instead of your Dexterity modifier,
to your initiative rolls.
Natural Divination
Starting at 11th level, you can read the signs of nature foresee a future event. Upon spending 10 minutes
reading the natural sign, you gain a bonus to your Charisma modifier (minimum bonus of +1) for 24 hours.
You may only have one bonus from this feature active at a time. Reading the entrails of a freshly killed
animal or humanoid grants the bonus to your next saving throw. Observing the flight patterns of birds
grants the bonus to your next ability check. Charting marks in the dirt or stone, or observing the behavior
of sand thrown into the wind grants the bonus to your next initiative roll.
Transcendental Bond
At 14th level, you become so attuned to the common spirit shared by all living things that you can use it to
communicate with allies. You may communicate with your allies for a number of rounds equal to your
oracle level as if using Rary’s telepathic bond. Once you use this feature, you must complete a long rest
before you can use it again. You may designate a number of willing creatures as your ally equal to your
Charisma modifier. Designating a creature is an action that requires a touch.
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Channel Divinity: Undo Artifice
At 14th level, you gain the ability to use your Channel Divinity to reduce a nonliving item to its component
parts, essentially erasing the hand of artifice and rendering the item into a pile of raw natural materials.
Magical items subject to this effect receive a Constitution saving throw against your spell save DC to negate
the effect. Uncommon items have a +5 bonus on the save, rare items have a +7 bonus, very rare items have
a +9 bonus, and legendary items have a +11 bonus.
Final Revelation: One with Nature
At 20th level, you have discovered the intrinsic secrets of life itself, granting you incredible control over
your own body. During a long rest, you can surround yourself with an organic cocoon. While enclosed in
the cocoon, you are considered paralyzed. Eight hours later, you emerge having changed your type to plant,
animal, or humanoid. This change does not alter your hit dice, hit points, saving throws, skill points, class
features, or proficiencies. Each time the transformation is made, you are cleansed of all poisons and
diseases, are restored to full hit points, and heal all ability damage. You must select a new type every time
the transformation is made.

138
141

LEVEL
1st
3rd
5th
7th
9th

STONE MYSTERY SPELLS
find traps, heroism
barkskin, heat metal
dispel magic, meld into stone
stoneskin, stone shape
dispel evil and good, wall of stone

Acid Skin
Starting at 2nd level, you gain resistance to acid damage.
Channel Divinity: Shard Explosion
At 2nd level, you can use your Channel Divinity as a bonus action to cause jagged pieces of stone to explode
outward from your body. These shards deal 1d4 piercing damage per oracle level to all creatures within 10
feet of you. In addition, the broken shards make the area difficult terrain.
Rock Throwing
Starting at 6th level, you are an accomplished rock thrower and have proficiency in improvised thrown
weapons. You can hurl rocks up to two categories smaller than your own size. The range for a hurled rock
is 50 feet or 200 feet with disadvantage. Damage for a hurled rock is 2d4 + twice your Strength modifier.
Steelbreaker Skin
Starting at 6th level, as a reaction to a melee weapon attack, you can harden your flesh so that weapons that
strike you are damaged or destroyed. You grant the attacker advantage on his attack. Any time a
nonmagical melee weapon strikes you, the weapon takes an amount of damage equal to your oracle level.
This ability does not prevent the weapon from harming you unless the damage destroys the weapon.
Touch of Acid
At 11th level, you gain the ability to infuse your melee spell and weapon attacks with corrosive acid. Once
on each of your turns when you hit a creature with a melee attack, you can cause the attack to deal an extra
1d8 acid damage to the target.
Clobbering Strike
Starting at 11th level, whenever you score a critical hit against an opponent with a spell that requires an
attack roll, the target must make a Strength saving throw or be knocked prone.
Channel Divinity: Crystal Sight
Starting at 14th level, you can use your Channel Divinity to see through stone, earth, or sand as easily as if
it were transparent crystal. Your gaze can penetrate a number of feet equal to your oracle level.
Additionally, you can see through a number of inches of metal equal to your oracle level. A thin sheet of
lead still blocks your sight. This effect lasts for a number of minutes equal to your Charisma modifier.
Final Revelation:
Upon reaching 20th level, you take on characteristics of unmoving earth. You have advantage on Strength
saving throws against being knocked back or thrown prone. Additionally, you gain resistance to
nonmagical slashing damage.
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LEVEL
1st
3rd
5th
7th
9th

WAVES MYSTERY SPELLS
create or destroy water, fog cloud
misty step, gust of wind
water breathing, sleet storm
control water, ice storm
cone of cold, mass cure wounds

Icy Skin
Starting at 2nd level, you gain resistance to cold damage.
Channel Divinity: Ice Armor
Starting at 2nd level, you can use your Channel Divinity to summon thick plates of ice around yourself as
an action. For a number of minutes equal to your Charisma modifier, your AC becomes 18 (ignore your
Dexterity modifier, as with heavy armor). Additionally, your speed is reduced by 10 feet. This feature
ends early when the ice armor is broken or when dismissed as an action.
Whenever you are attacked, the ice armor takes damage. If the attack roll equals or exceeds your Armor
Class, both you and your ice armor take damage. The ice armor has a number of hit points equal to three
times your oracle level + your Charisma modifier, vulnerability to fire and bludgeoning damage, resistance
to slashing and acid damage, and immunity to cold damage.
Water Sight
Starting at 6th level, you can see through fog and mist without penalty as long as the light is sufficient to
allow you to see normally.
Fluid Nature
At 6th level, your understanding of the fluid nature of water manifests in your own physical ability. You
can take a bonus action on each of your turns in combat to take the Dodge action.
Wintry Touch
At 11th level, you gain the ability to infuse your melee spell and weapon attacks with bitter cold. Once on
each of your turns when you hit a creature with a melee attack, you can cause the attack to deal an extra
1d8 cold damage to the target.
Freezing Spells
Starting at 11th level, whenever a creature takes cold damage from one of your spells, its speed is reduced
by 10 feet until the start of your next turn.
Channel Divinity: Fluid Travel
Starting at 14th level, you can use your Channel Divinity to manipulate the flow of water around you. As
an action, you designate a number of allies up to your Charisma modifier (minimum of one). For eight
hours, you and these allies gain a swim speed of 60 feet and the ability to breath water. Additionally,
weapon attacks made by you and your allies do not suffer disadvantage from being submerged in water.
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Final Revelation: Converging Cold
Upon reaching 20th level, you become a master of cold. When you cast a spell that forces a creature to
make a saving throw to resist cold damage, you can give one target of the spell disadvantage on its first
saving throw made against the spell (as if using the Heightened Spell Metamagic). You can use this feature
a number of times equal to your Charisma modifier (a minimum of once). You regain all expended uses
when you finish a long rest.
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LEVEL
1st
3rd
5th
7th
9th

WIND MYSTERY SPELLS
fog cloud, sanctuary
silence, gust of wind
sending, fly
freedom of movement, confusion
insect plague, dream

Spark Skin
Starting at 2nd level, you gain resistance to lightning damage.
Channel Divinity: Lightning Breath
Starting at 2nd level, as an action, you can use your Channel Divinity to unleash a 30-foot line of electricity
from your mouth. Each creature in the area of the exhalation must make a Dexterity saving throw against
your spell save DC. A creature takes 2d6 lightning damage on a failed save, and half as much on a
successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level.
Vortex Spells
Starting at 6th level, whenever you score a critical hit against an opponent with a spell that requires an
attack roll, the target must make a Constitution saving throw or be stunned until the end of its next turn.
Channel Divinity: Air Barrier
Starting at 6th level, you can use your Channel Divinity to create an invisible sphere of swirling air
extending from a 10-foot radius around you as an action. The barrier remains for a number of minutes
equal to your Charisma modifier (minimum of one) or until dispelled as an action. Any ranged projectile
attack (including ranged spell attacks, except rays) that originates from outside the barrier has disadvantage
if the projectile must pass through the barrier.
Additionally, if the attack fails to hit, the projectile is caught within the sphere, and as a reaction, you can
fire the projectile at any target within 30 feet, or 120 feet with disadvantage. Use your Charisma modifier
for the return attack roll.
Touch of Electricity
At 11th level, you gain the ability to infuse your melee spell and weapon attacks with flashing electricity.
Once on each of your turns when you hit a creature with a melee attack, you can cause the attack to deal an
extra 1d8 lightning damage to the target.
Wings of Air
At 14th level, you gain the ability to manifest a pair of translucent, cloud-like wings from your back, gaining
a flying speed equal to double your current speed. You can create these wings as a bonus action on your
turn. You can use these wings for 1 minute per oracle level; this duration does not need to be consecutive,
but it must be spent in 1 minute increments. You regain all expended time upon completing a long rest.
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Final Revelation: Amplify
Upon reaching 20th level, you become a master of air and electricity. When you cast a spell that forces a
creature to make a saving throw to resist thunder or lightning damage, you can give one target of the spell
disadvantage on its first saving throw made against the spell (as if using the Heightened Spell Metamagic).
You can use this feature a number of times equal to your Charisma modifier (a minimum of once). You
regain all expended uses when you finish a long rest.
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LEVEL
1st
3rd
5th
7th
9th

WIND MYSTERY SPELLS
ice knife, chromatic orb
snilloc's snowball swarm
elemental bane, ice storm, cone of cold
investiture of ice, otiluke's freezing sphere, wall of ice
control weather

Oracles of the winter mystery embrace the howling winds, biting cold, and wind- driven snows of the far
north. Most oracles of winter find their callings in the frigid realms of Irrisen, the Lands of the Linnorm
Kings, and the Realm of the Mammoth Lords.
Trained Knowledge
Starting at 2nd level, an oracle with the winter mystery gains proficiency with Intimidate, Nature, Stealth,
and Survival if he or she is not already proficient with these skills.
Channel Divinity: Cold Aura
Starting at 2nd level, you can use your channel divinity to cause waves of cold to radiate from your body.
This cold deals 1d6 points of cold damage per 2 oracle levels to all creatures within 10 feet. A successful
Constitution save halves the damage. In addition, a flurry of snow momentarily surrounds you, granting
you concealment until your next turn.
Child of Winter
Starting at 2nd level, you gain the constant benefit of being immune to cold temperatures in your
environment. You can move across regular snow without penalty, and heavy snow costs you only 2 squares
of movement instead of 4. You can move across icy surfaces without penalty, and never need to make
Acrobatics checks to run or charge on ice. You leave no trail in ice or snow, and cannot be tracked (you
may choose to leave a trail if you so desire). During winter months, you gain a +2 bonus on Initiative checks
and Dexterity saving throws.
Ice Armor
Starting at 6th level, once per long rest you can conjure armor of ice that grants you a +2 armor bonus to
AC. At 10th level and every 5 levels thereafter, this bonus increases by 2. At 13th level, this icy armor
grants you resistance to piercing damage. In cold conditions, the armor bonus increase by 1; in very hot
conditions, however, they decrease by 1. You can use this armor for 1 hour.
Freezing Spells
Starting at 6th level, whenever a creature fails a saving throw or is hit by a spell attack and takes cold
damage from one of your spells, it is slowed by 10 feet for 1 round. At 11th level, the slow duration increases
to 1d4 rounds.
Icy Skin
Starting at 11th level, you gain cold resistance. This resistance increases at 17th level, you gain immunity
to cold.
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Channel Divinity: Blizzard
Starting at 11th level you can use your channel divinity to create a blizzard of snow and ice. You can create
one 10-foot cube of this storm per oracle level. These cubes can be arranged in any pattern you desire, but
each cube must be adjacent to another, and at least one must be adjacent to you. Any creature caught in the
blizzard takes 1d4 points of cold damage per oracle level, per round, with a successful Dexterity save
resulting in half damage. The storm lasts for a number of rounds equal to your Charisma modifier; the
ground remains icy (+5 to Acrobatics DCs, difficult terrain) as long as local conditions permit. The blizzard
obscures sight beyond 5 feet, providing total cover. A creature within 5 feet has half cover.
Channel Divinity: Servant of Winter
Starting at 14th level you can use your channel divinity to summon a single large ice elemental to serve
you. This elemental stays with you for 1 hour or until destroyed.
Wintry Touch
Starting at 14th level, as a standard action, you can perform a melee touch attack that deals 2d6 points of
cold damage + 1 point for every 2 oracle levels you possess. Also any weapon that you wield is considered
a frost weapon and does 1d6 points of cold damage +1 point for every 2 oracle levels you have on top of
the normal damage that the weapon deals. You can use the wintry touch ability a number of times per day
equal to 3 + your Charisma modifier.
Final Revelation: Amplify
Upon reaching 20th level, you become an avatar of winter and the North. Your body permanently
transforms into living ice. In addition, your mastery of winter magic is such that any of your attacks that
deal cold damage bypass cold immunity or cold resistance.
Your new form gives you the following:
Your form transmutes into living ice, granting you several abilities. You gain the cold subtype and damage
resistance to all types of damage except that dealt by magic weapons. You are immune to ability score
damage, blindness, critical hits, deafness, disease, drowning, lighting, poison, stunning, and all spells or
attacks that affect your physiology or respiration, because you have no physiology or respiration in your
new form. You cannot drink (and thus can't use potions) or play wind instruments.
Your unarmed attack deals damage equal to a club sized for you (1d4 for Small characters or 1d6 for
Medium characters) plus 1 point of cold damage, and you are considered armed when making unarmed
attacks. You may burrow through nonmagical ice or snow at your base speed as easily as a fish swims
through water. You can move through magical ice and snow if you succeed on a caster level check (1d20
+ caster level) against a DC of 11 + the caster level of the effect; you automatically succeed on caster level
checks against effects that you created. Your passage through snow and ice in this fashion leaves behind
no tunnel or hole.
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Deep in the caverns of a mystic dungeon, a group of
adventurers count their gold as an elf extracts the
venom from a giant snake, pocketing it in her pouch.
In a busy part of the city, a human rushes, to find
the right potion for the poor family. It might not
stop the disease, but the child will live to fight
another day.
Feeling a tingle in his arm, an orc laughs as his
biceps grow twice as large, writing down with
his other the recipe for later use.
Alchemists strive to learn the mysteries
of nature, manipulating it in ways
only they know. While not
technically spell casters, they're
magical in their own right,
and the effects of their concoctions
provide much to any
adventuring party.

Alchemists are studied
professionals but study
is only half the battle. To
unlock the true mysteries of
the world, experimentation is in
order. Alchemists collect
ingredients which they use to
practice their craft in hopes of
discovering a new way to change
the world, whether for better or
worse.
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In society, alchemists are usually recluses, and even medicinal doctors aren't the most popular
people, though they are found to be vital to any city. However, in an adventuring party, the
intellectual mind of an alchemist can be the voice of reason, and a valuable ally for their limitless
uses in combat and exploration.
Alchemists have several sub schools of research, mainly explosives, poisons, and potions, but many
areas of study exist, as the possibilities of alchemy are limitless. Some study to become medicinal
experts, while others strive to strengthen the body and mind. Whatever the case, their goals are to
better every aspect of our lives.

147
150

First, decide what your character might be studying. Is he studying to heal their village who had no way to
cure diseases, or is he finding ways to make exploring dungeons safer and easier? Are you studying
yourself, or did you learn from someone else? Do you spend your days perfecting your current recipes, or
discovering new ones?
What was your first exposure to alchemy? Were you poisoned and someone made a traditional herb to heal
you making you search for new healing methods, or did you hear the sounds of explosions and wish to
make your own brand of thunderous noise? Think about
this as you decide what concoctions to focus on as you research the world.

Follow these guidelines when creating an alchemist. Firstly, intelligence should be your highest stat,
followed by dexterity if you plan on being the adventurous type, or charisma if you plan on dealing with
people on a regular basis. Second, choose the hermit background.

As an alchemist, you gain the following class features.

Hit Dice: 1d8 per alchemist level
Hit Points at 1st Level: 8 + your Constitution modifier
Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier

Armor: Light Armor
Weapons: All simple weapons, Rapier, Blowgun
Tools: Choose two from Poisoner's Kit, Alchemist Supplies, Herbalist Kit
Saving Throws: Intelligence, Constitution
Skills: Choose two from Insight, Investigation, Medicine, Nature, Perception, Persuasion, and Survival

You start with the following equipment, in addition to the equipment granted by your background:
 Any simple weapon and a blowgun with 10 darts
 (a) scholar's pack, or (b) explorer's pack
 (a) poisoner's kit, or (b) alchemist supplies, or (c) herbalist kit
 Leather Armor
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At 1st level, you learn how to create a variety of alchemical concoctions. Each day after a long rest, you
have a number of reagent points equal to your Intelligence modifier + your class level (minimum 1). At
first level, you can use a reagent point to make a concoction: a serum, a poison, or a bomb. At higher levels,
you learn to augment your concoctions and create new ones using reagent points. You must prepare your
concoctions immediately following a long rest. If you do not, then it requires a short rest to make any
unused reagent points into concoctions before you can use them. Concoctions are good until the next long
rest when they become inert. You must have alchemy supplies to make serums and bombs and you must
have a poisoner’s kit to make poisons.
If a concoction requires a save, it uses the Alchemist's save DC, calculated as follows:
Alchemist Save DC = 8 + your proficiency bonus + your Intelligence modifier
Each concoction begins with a Concoction Die equal to 1d4, and increases to 2d4 at 5th level, 3d4 at 9th
level, 4d4 at 13th level, and 5d4 at 17th level.
Basic Bomb (Alchemy Supplies Required) (1 Reagent Point)
You know how to mix explosive residue into casings which detonate on impact. You can create a simple
bomb using one reagent point 'that deals damage equal to the Concoction Die in a 5 ft. radius outward from
the square the bomb is centered on. These bombs have a range of 30 feet. Targets in the area must succeed
on a Dexterity saving throw against the Alchemist's save DC If they succeed, they avoid all damage. If you
throw this directly at an enemy, you make an attack roll against that enemy, instead of the enemy receiving
a saving throw. Bombs are considered simple weapons with the thrown property for the purposes of
proficiency and attack rolls. These bombs deal piercing, slashing, or bludgeoning damage, chosen upon
creation.
Basic Poison (Poisoner’s Kit Required) (1 Reagent Point)
You can mix together volatile ingredients into poisons of all types. In addition to being able to make typical
poisons that you can find formula for, you can create basic poison using one reagent point that can be
applied to any of your weapons. As an action, you can apply one of these poisons to your melee weapon or
three pieces of ammunition. This poison deals poison damage equal to the Concoction Die if it hits and the
target fails a Constitution save against the Alchemist's save DC. The poison's potency lasts for one minute
when applied to a weapon or ammunition before it becomes inert.
Basic Serum (Herbalist Kit Requires) (1 Reagent Point)
You can mix together healing herbs and create liquids which cure ailments and injuries. In addition to being
able to make typical potions that you have the formula for, you can create a basic serum using a reagent
point that can be injected. These serums heal damage taken equal to the Concoction Die, and can be given
to anyone. Serums given out are held in syringes that are ready to use. Serums can be injected as an action.
Serums can also be delivered by blowgun, however if you miss the target the serum is destroyed.

At 2nd level, you have learned how to perfect one of your concoctions to the point that it requires no effort
on your part to craft them. You choose an alchemist study, either grenadier (bombs), doctor (serums), or
poisoner (poison). These archetypes grant or add several features to your concoctions at higher levels. In
addition, they change the Concoction Die value for one of your concoctions.
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By the time you reach 3rd level, practice of alchemy has resulted in new knowledge unknown to you
previously, also known as discoveries. You gain 1 discovery al 3rd level, and you learn additional
discoveries every 2 levels after. These discoveries augment your concoctions and allow you to use in new
ways.
In addition, you gain additional discoveries determined by your archetype.

When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score of
your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can’t increase
an ability score above 20 using this feature.

At 20th level, you have achieved the peak of intellectual studies, and have perfected all forms of alchemy.
The Concoction Die value for your concoctions increases by 1 Step (1d4 to 1d6, 1d6 to 1d8). In addition,
the total cost of your concoctions and discoveries is decreased by 1 (to a minimum of 1).
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If a discovery has prerequisites, you must meet them to learn it. You can learn the discovery at the same
time that you meet its prerequisites.

Prerequisite: 7th level
You have discovered ingredients that are devoid of any magical essence. You can spend a reagent point to
make a serum that renders the target immune to any magic, beneficial or otherwise for one hour.

You have learned to create a loud grenade capable of disorienting opponents. You can spend a reagent point
to create a grenade that explodes with a loud audible noise. Any creatures within 30 feet of the designated
square must succeed on a Constitution saving throw equal to the Alchemist’s save DC or be deafened for a
number of rounds equal to your intelligence modifier (minimum 1). A creature that has advantage on
perception checks based on hearing has disadvantage on this saving throw.
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Prerequisite: 9th level
You have learned to get the most lethality from poisonous extracts. Add your intelligence modifier to the
damage dealt by any poisons you use.

Prerequisite: 5th level
You have discovered techniques used to extract the essence of rare ingredients. You can use an additional
reagent point to grant an elemental boost to your concoctions. If applied to a poison or bomb the damage
type of the concoction becomes fire, cold, or lightning (your choice). If you use it on a serum, when you
inject that serum, you gain resistance to that damage type for a number of rounds equal to your Intelligence
modifier.

Prerequisite: 17th level, Elemental Perfection
You can create a serum which has the pure essence of an element. You can use 3 additional reagent points
to extend the duration of a serum augmented by Elemental Perfection to 1 hour.

Prerequisite: 13th level, Elemental Concoction
You have perfected the techniques used to extract the essence of rare ingredients, whenever you create a
concoction, it gains additional benefits. If it was a poison or bomb, it deals an additional 2 dice worth of
damage of the element chosen. If it was a serum, the serum grants immunity to the chosen element for a
number of rounds equal to your Intelligence modifier,

Prerequisite: 7th level
Your casings for your bombs have been improved so they can hold more ingredients. When you create a
bomb using a reagent point, its radius is increased to 10 feet instead of 5 feet.

Prerequisite: 7th level, Concussive Bombs
You include bright flashing powder in your concussive bombs. You can spend an additional reagent point
to make your concussive bombs blind enemies who fail their Constitution save versus the Concussive
Bomb. Any creature who has advantage on perception based on sight or hearing has disadvantage on this
save.

152
155

Prerequisite: 7th level
You fill your bombs with bits of glass, rocks, or other small harmful bits. When an enemy succeeds the
save to resist your bomb's damage, they take half the damage instead of no damage

Prerequisite: 5th level
You create a poison which stimulates the nerves around one's body to itch uncontrollably. You can spend
a reagent point to alter a poison to apply the "Irritating" effect. Spellcasters who are under this effect are so
distracted that they must make a Constitution saving throw each turn to be able to cast spells. If they fail,
they may only cast cantrips during that turn. This effect lasts for a number of turns equal to your Intelligence
modifier.

Prerequisite: 13th level, Irritating Poison
You discover an irritant that is vastly more powerful than before. You can spend three reagent points to
alter a poison to apply the "Magebane" effect. Spellcasters who are under this effect cannot cast any magical
spells for a number of turns equal to your Intelligence modifier.

Prerequisite: 5th level
You discover a way to make poisons affect the mind rather than the body. Whenever you create a poison,
you can make the save Wisdom based instead of Constitution based, and the damage becomes psychic
damage instead of poison. The poison works the same in all other regards, and any enemy immune to poison
damage (not psychic damage) is immune to a poison augmented in this way.

Prerequisite: 11th level, Elemental Concoction
Your elemental poisons are so powerful that they can cause enemy's to become weaker to such elements.
You can spend one additional reagent point to make a poison augmented by elemental concoction into a
poison of vulnerability. In addition to doing damage, if an enemy fails the Constitution save against this
poison, it becomes vulnerable to the elemental damage taken for a number of rounds equal to your
Intelligence modifier. An enemy who has resistance to that damage type instead loses the resistance. An
enemy with immunity to the damage type is immune to this poison.

You have discovered a substance that flushes the body of filth. You can use a reagent point to create a
serum that removes a single type of disease or poison.
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Prerequisite: 11th level
You have learned to enhance a person's physical or mental prowess with special ingredients. You can spend
a reagent point to create a serum that does the following, the effect must be chosen upon creation.







Bear’s Endurance. The target has advantage on Constitution checks. It also gains 2d6
temporary hit points, which are lost when the spell ends.
Bull’s Strength. The target has advantage on Strength checks, and his or her carrying
capacity doubles.
Cat’s Grace. The target has advantage on Dexterity checks. It also doesn’t take damage
from falling 20 feet or less if it isn’t incapacitated.
Eagle’s Splendor. The target has advantage on Charisma checks.
Fox’s Cunning. The target has advantage on Intelligence checks.
Owl’s Wisdom. The target has advantage on Wisdom checks.

The effect lasts for 1 hour. If someone under the effect of this serum injects another one, the previous
serum’s effect ends early. They do not stack.

Prerequisite: 7th level
You have found a way to distill ingredients in a way to make their effects more potent. Your basic serum
now heals additional hit points equal to your Intelligence modifier (minimum l).

Prerequisite: 9th level
You have learned to alter a person's blood flow so that injuries are not as fatal as they would be. You can
spend a reagent point and choose one damage type (Acid, Fire, Cold, Poison, Necrotic, Radiant, Lightning,
Psychic, Thunder, Force, Slashing, Piercing or Bludgeoning) to grant resistance to. Whoever injects that
serum gains this resistance for 1 minute. If someone under this effect injects another serum of resistance,
the new one overrides the previous one's effect. You can spend additional reagent points at the time of
creation to add more energy types to the effect. Each energy type added to the resistance increases the cost
by one reagent point per type.

Prerequisite: 15th level
All syringes you create are now designed for quicker delivery of the serums within and self-deliver once
the needle is inserted. You and your allies can use your "serum" concoctions as a bonus action instead of a
standard action.
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Alchemists strive to unravel the knowledge found within the world without magic. While they all learn the
basics of alchemy, some try to perfect their art in certain areas.

A doctor is one who uses his alchemical gifts for good, helping all who are injured or sick. Doctors are
always looked upon as valuable assets. Most doctors are good, outstanding members of society, but some
tend toward the underground syndicates as private doctors.
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POTION FOCUS
At level 2, a doctor's potions use d6s instead of d4s for its Concoction Die.
HEALTHY BODY
At 2nd level your practices lead your body to perfect health. You gain advantage on all saving throws to
resist diseases, and you gain 1 additional hit point per level. At level 10, you are immune to all diseases,
and you gain 2 additional hit points per levels instead of 1.
DOCTOR DISCOVERIES
A doctor gains the following discoveries for free at certain levels. Some of these are only available to the
doctor, while others are available to other alchemists at higher levels.
SERUM IMPROVEMENT
At 2nd level, you have found a way to distill ingredients in a way to make their effects more potent. Your
basic serum now heals additional hit points equal to your Intelligence modifier (minimum l).
SURGICAL PRECISION
Starting at 6th level, your skill with small and precise tools is so refined that it shows in your skills in battle.
You can attack twice, instead of once, whenever you take the Attack action on your turn. The attack must
use a finesse or light weapon.
SYRINGE IMPROVEMENT
Starting at 10th level, all syringes you create are now designed for quicker delivery of the serums within
and self-deliver once the needle is inserted. You and your allies can use your "serum" concoctions as a
bonus action instead of a standard action
MUTAGENIC
At 14th level, you discover a way to increase the physical and mental abilities of the body. You can spend
4 reagent points to create a mutagenic serum. Choose one ability score, which then increases by 2 for a
number of rounds equal to your intelligence modifier. An ability score increased this way can surpass the
ability score limit. If someone under the effect of a mutagen tries to use a second one, the previous one's
effect ends. At 18th level you can instead spend 8 reagent points to make a mutagenic that lasts for 1 hour.
SERUM OF LIFE
By 18th level, have discovered the ultimate in serums, combining the greatest healing ingredients available.
You can spend 10 reagent points to create a Serum of Life, you inject a creature that has died within the
last month. That creature returns to life with the same hitpoints as if you had healed it with a basic serum.
You cannot use a Serum of Life unless the body is present and intact. If you use it on a body whose soul is
lost, the soul may return to the body at any point, but it is not forced back into it. You may only create one
Serum of Life per long rest.
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A grenadier is often considered a demolitions expert, and at worst can be considered an arsonist, but in
reality they are simply able to mix ingredients which become unstable within their confines namely bomb
shells. Grenadiers are the most diverse alchemists, sometimes serving in armies, supplying explosives for
soldiers, or serving as guides for mining expeditions, blasting away debris.
BOMB FOCUS
At 2nd level, a grenadier's bombs use d6s instead of d4s for its Concoction Die.
FLAK JACKET
At 2nd level, a grenadier fashions himself a flak jacket he can wear, preventing all damage to himself from
his bombs. This flak jacket can be fitted under any armor the grenadier can wear
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GRENADIER DISCOVERIES
A grenadier gains the following discoveries for free at certain levels. Some of these are only available to
the grenadier, while others are available to other alchemists at higher levels.
NAPALM BOMB
At 2nd level, you discover a fiery substance that ignites upon a bomb's detonation. You can use 2 additional
reagent points to create a lingering fire in the blast radius of your basic bombs. If a creature ends its turn in
the fire, the fire deals 1d4 fire damage. This fire lasts a number of rounds equal to your intelligence modifier
(minimum 1). If you have the elemental concoction discovery and use it, the damage increases to 1d6 and
can be fire, cold, or lightning damage. If you have the elemental perfection discovery, this damage increases
to 3d6 damage.
MAKESHIFT BOMBS
At 6th level, the creation of bombs is so ingrained in the grenadier's memory that he can do it in an instant
with limited resources. As an action, you can create and throw a bomb at a single enemy. This bomb acts
like a bomb created using a concoction, except it only targets one creature and it deals only 2d6 damage no
matter what level the grenadier is. This bomb can only be altered by the Fragmentation Bombs and Blast
Powder discoveries. This bomb uses NO reagent points to use.
BLAST POWDER
At 10th level, you have discovered a volatile substance that makes explosives all the deadlier. You add your
intelligence modifier to all damage your bombs do, and any enemy you miss with your makeshift bombs
must succeed on the Dexterity save against your Alchemist DC or take half damage anyway.
STICKY BOMB
At 14th level, discover an extremely powerful adhesive that can expand in an instant, encasing foes. You
can spend 2 reagent points to create a sticky bomb. This bomb does no damage, but instead expands in a
30-foot radius. Any creature of size Large or smaller must succeed on a Dexterity saving throw against the
Alchemist's save DC, or be caught within this adhesive. Any creature caught in this way gains the restrained
condition. A creature who begins its turn within this adhesive may attempt to break free as an action with
a successful Strength saving throw against the Alchemist's save DC. The adhesive can be destroyed with
25 damage, but any creature caught in the adhesive also takes the damage due to the adhesive tightening as
its pulled and damaged. A creature of size Huge or larger is instead Grappled if it fails its Dexterity save.
At 18th level, the grenadier can spend 2 more reagent points to cause the adhesive to become immune to
fire, cold, and lightning damage, and combines the Napalm Bomb with the Sticky Bomb, causing creatures
caught in the adhesive to take damage every turn equal to the Napalm Bomb's damage.
INTERCHANGABLE CASINGS
By 18th level, you have discovered a way to quickly put cartridges of material into different bomb casings.
Instead of choosing which concoctions form which bombs after a long rest, you simply choose how many
reagent points you are devoting to bomb making. At any point after that, you can use an action to make a
bomb with any combination or discoveries on these bombs at the cost of however many reagent points it
would have taken to make it. You cannot go over your reagent total devoted to bomb making. Serums and
poisons must still be chosen after a long rest.
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A poisoner is typically found within the company of thieves and those who focus on subterfuge and trickery.
A poisoner is no stranger to the black market, and even the straightest individual will find themselves
purchasing rare ingredients from shady fellows.
POISON FOCUS
At 2nd level, a poisoner's poisons use d6s instead of d4s for its Concoction Die.
POISON IMMUNITY
At 2nd level, a poisoner has advantage on all saving throws that involve poison, and they have resistance
to poison damage from any source. At level 10, they gain immunity to all poisons and poison damage.
POISONER DISCOVERIES
A poisoner gains the following discoveries for free at certain levels. Some of these are only available to the
poisoner, while others are available to other alchemists at higher levels.

159
162

DEADLY POISON
At 2nd level, you have learned to get the most lethality from poisonous extracts. Add your intelligence
modifier to the damage dealt by any poisons you use.
POISONER'S GLOVE
At 6th level, the poisoner creates an apparatus that only he can use that allows him to excrete poisons
through the palm. Using this glove, the poisoner can apply any poisons he's created as a bonus action on
his turn instead of using his action.
POISONOUS RESIDUE
By 6th level, you've treated your weapons with so many poisons that some of its potency is still there even
after it's been used. Any weapon you use that you've treated with poison at least once has some of its residue
on it, allowing it to deal additional poison damage to creatures. This acts like a poison created from a
concoction except it only deals 1d6 damage no matter what level the poisoner is. This damage is overridden
by other poisons, and if the weapon is washed or cleaned in some way the weapon must be treated with
poison again to have this feature. The only discovery that effects this poison is Deadly Poison.
PARALYTIC POISON
At 10th level, you discover a powerful paralytic agent. You can spend 2 reagent points to create a poison
that numbs a person's body. This poison does no damage, but if the enemy fails the poison save, they lose
feeling in their legs or arms, your choice when attacking If a person's arms are paralyzed, they receive
disadvantage on all attack rolls and strength checks, and if they are wielding a shield they lose that shield's
bonus to AC. If a person's legs are paralyzed, their speed is halved, they receive disadvantage on all
dexterity checks, and all attacks against them have advantage. This poisons lasts for a number of rounds
equal to the poisoner's Intelligence modifier (minimum l). If this poison is used again on the same target, it
overrides the previous effect.
CRIPPLING POISON
At 14th level, you discover an agent that debilitates the nerves. You can spend 4 additional reagent points
to create a crippling poison. When this poison is created, you choose one ability score. When a target fails
the save against the poison, in addition to taking damage their ability score is reduced by 1d6 for I hour.
Crippling poisons of the same ability score do not stack, but they can override previous ones if it's higher
than the last. Different crippling poisons can be used against the same target. At 18th level, 5 additional
reagent points can be used to make the ability score penalty permanent. It can only be restored by the
poisoner who made the poison, a doctor of equal level, a Greater Restoration spell, or a Wish spell. This
penalty is removed upon death.
POISON OF DEATH
At 18th level, you discover the most lethal ingredients known in the worlds. Once per day at the cost of 10
reagent points you can create a Poison of Death. This poison can only be applied to one piece of
ammunition. The poison loses its potency within 1 minute of being applied to a weapon or piece of
ammunition Any creature hit by this poison must make 2 saves against your poison save, one wisdom and
one constitution. If they make both saves, there is no effect. If they fail the constitution save, their body is
weakened severely and they are paralyzed for 1 hour. If they fail the wisdom save, their mind is destroyed
and they are stunned for 1 hour. If they fail both their saves, their body stops functioning and they
immediately die. You can only make I poison of death per long rest.
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"Alchemist Shop" by Kayla Joncas
"The Alchemist Room" by Ognian Bonev
"Alaeron" by Eric Belisle
"Alchemist Satchel" from Orcs Must Die!
"Pr. Viktor Von 'Drakh" by ktle1985 on ObsidianPorta1
"Milo Boggs" by dedurett on ObsidianPortal
"Drow" by Alexandre Chaudret
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The spells listed here are in addition to spells available to players that are listed in the Player’s Handbook
and the Elemental Evil Player’s Companion.
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cantrip
1st
2nd
3rd
5th
7th

animate rope*, healer's charm*, mirror*, soothe fear and pain*
secure home*
excite emotions*, secure ship*, warding wind*
bestow curse**
bestow community curse*, bestow major curse*, oathbinding*
cloudship*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide

cantrip
1st
2nd
3rd
4th
5th
6th
7th

amanuensis*, healer's charm*, predict weather*, soothe fear and pain*, word of censure*
secure home*
inflict pain*, object history*, secure ship*
bestow curse**, remove curse**
contact patron saint*, warding*
bestow community curse*, bestow major curse*, oathbinding*
mark of apostasy*
frost mammoth*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide

cantrip
1st
2nd
7th

snowball*
flurry of snowballs*, winter’s grasp*
frost mammoth*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide

1st
3rd

warded duel*
remove curse**

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide
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1st
2nd
3rd
4th

absorb elements*, predict weather*, punji trap*, secure home*
animal wildness*, beast bond*, snare trap*
flame arrows*, nature's veil*, bolt trap*
soporific trap*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide

cantrip
1st
2nd
7th

snowball*
flurry of snowballs*
frost mammoth*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide

1st
2nd
5th

evil eye*
inflict pain*
immolation*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide

cantrip
1st
2nd
3rd
4th
5th
6th
7th
8th

absorb elements*, amanuensis*, animate rope*, control flames*, green-flame blade*,
gust*, magic glue*, mirror*, oilskin*, shape water*
ice knife*, secure home*, snowball*
flurry of snowballs*, ice slick*, inflict pain*, excite emotions*, object history*, secure
ship*
bestow curse**, flame arrows*, flesh mask*, phantasmal trap*, remove curse**
warding*
bestow community curse*, bestow major curse*, control winds*, immolation*,
oathbinding*
wall of bones*
cloudship*, frost mammoth*, whirlwind*
fantastic vision*, dominate undead*

* New spell, see New Spell List in this guide. ** Changed spell, see New Spell List in this guide
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1st-level abjuration
Casting Time: 1 reaction, which you take when you take acid, cold, fire, lightning, or thunder damage
Range: Self
Components: S
Duration: 1 round
The spell captures some of the incoming energy, lessening its effect on you and storing it for your next
melee attack. You have resistance to the triggering damage type until the start of your next turn. Also, the
first time you hit with a melee attack on your next turn, the target takes an extra 1d6 damage of the triggering
type, and the spell ends.
At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the extra damage
increases by 1d6 for each slot level above 1st.
[This spell is reprinted from the Elemental Evil Player's Companion.]

2nd-level enchantment
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 24 hours
Choose a single beast or bestial monstrosity within range that can see and hear you. It loses any training or
domestication, reverting to its ancestral, instinctive nature. Thus, a dog act will act like a wolf, a horse will
be unbroken and refuse riders, a hunting falcon will fly away, a griffon will forget its training. This spell
will cancel an ongoing animal friendship, animal messenger or speak with animals’ spells.
Only beasts and monstrosities with beast-like intelligence (i.e. Intelligence 1 or 2) are affected by this spell,
and the creature will resume its domestication or training after 24 hours. This spell does not affect familiars
(which are actually spirits that manifest as animals), awakened animals or paladin's steeds (too intelligent).
The spell will affect a ranger's animal companion and similar strongly-bonded creatures, but the companion
can make a Will saving throw, using either its saving throw or its master's score; and if the saving throw
succeeds, then the spell has no effect.
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Transmutation cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: Concentration, up to 10 minutes
You cause writing from one source (such as a book, scroll or ledger) into a blank book, paper, or another
writing surface. The spell copies 250 words per minute and creates a perfect duplicate of the original. The
spell will also copy line drawings, diagrams, simple maps and other simple illustrations, but without any
artistry. Only nonmagical writings are copied. Any magic writings are rendered as gibberish. The spell will
trigger any writing-based magical traps in the material being copied.

Transmutation cantrip
Casting Time: 1 minute
Range: Touch
Components: S, M (a length of rope)
Duration: 1 minute
You animate an ordinary piece of hemp, silk or similar rope up to 50 feet long. You can command the rope
to coil, loop, tie itself, etc. The rope can climb surfaces as if it had a climb speed but it cannot support itself
in midair. If you need to make a Strength or Dexterity check using the rope (for example, to lift someone
out of a pit or to throw the rope to someone), you have advantage on the check.
Also, you can use the rope to make a melee spell attack against a target within half the length of the rope.
If the attack succeeds you can lash the target for 1d4 bludgeoning damage or grapple the target. The creature
is not restrained but its movement speed is 0’. A restrained target can escape by making a DC 10 Athletics
or Acrobatics check, or by severing the rope by dealing slashing damage (a typical rope is severed by
dealing 5 hit points of damage).
If the rope is severed or broken, the spell ends. When you reach 5th level, you can cast the spell on a rope
of 100-foot length, or you can cast the spell on a 20-foot length of light chain (which does 1d8 bludgeoning
damage and has a DC 12 check to escape). At 11th level, you can cast the spell on a 150-foot rope, a 30foot light chain or a 10-foot heavy chain (which does 1d12 bludgeoning damage and has a DC 14 to escape).
At 17th level, you can cast the spell on a 200-foot rope, a 50-foot light chain or a 30-foot heavy chain.
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1st-level divination (ritual)
Casting Time: 1 action
Range: Touch
Components: V, S, M (a bit of fur wrapped in a cloth)
Duration: Concentration, up to 10 minutes
You establish a telepathic link with one beast you touch that is friendly to you or charmed by you. The spell
fails if the beast's Intelligence is 4 or higher. Until the spell ends, the link is active while you and the beast
are within line of sight of each other. Through the link, the beast can understand your telepathic messages
to it, and it can telepathically communicate simple emotions and concepts back to you. While the link is
active, the beast gains advantage on attack rolls against any creature within 5 feet of you that you can see.
[This spell is reprinted from the Elemental Evil Player's Companion.]
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5th-level necromancy
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Permanent until removed
You speak aloud a curse on a community of no more than 500 susceptible creatures (see below). A
community can be geographic (e.g. the village of Gruncomt), familial (e.g. the descendants of Comte
Zarren), or by association (e.g. the Eidelburg stonemason's guild). Creatures without natural, preexisting
relationships don't constitute a community (e.g. the patrons of this tavern). If you specify a community with
more than 500 members, the spell fails.
The curse must be made in the presence of at least 7 members of the community, including at least one
prominent leader that can see you and hear you. The leader with the highest saving throw (not necessarily
the one which witnessed the curse) makes a Wisdom saving throw on behalf of the entire community. If it
fails, then beginning on the next dawn and continuing until the curse is removed, the targeted community
is subject to one of the following effects (chosen by you at the time the spell is cast):







The community is plagued by rats or other vermin.
Crops fail, tools break, raw materials become unsuitable and the material basis of the community
erodes.
Visitors dwindle and bypass the community as it fades from the memory of the wider world.
Members who die rise as zombies or other undead.
No children are born to community members.
An effect of similar power that is appropriate for the target and approved by the DM.

At the time the spell is cast, the caster must announce an appropriate condition that will allow the curse to
be broken. In addition, a remove curse spell ends it as described in the remove curse spell, but this spell
cannot be dispelled.
In order to be susceptible to a curse, the creatures who constitute the community must be capable of
understanding the curse and be mortal, i.e. have a soul. Thus, a creature that is unintelligent, cannot hear,
or cannot understand the language in which the curse is pronounced, is not susceptible. Undead, most
constructs, and some aberrations, plants, and monstrosities are not mortal. Extraplanar creatures such as
celestials, elementals and fiends are considered mortal only on their home plane.
At Higher Levels. If you cast this spell using a spell slot of 6th level or higher, it can affect larger
communities: 1,000 at 6th level; 5,000 at 7th level; 25,000 at 8th level; and 100,000 at 9th level. In addition,
the curse will become more difficult to remove, but there is no difference in the effect of the curse.
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3rd-level necromancy
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Permanent until removed
You speak aloud a curse on one susceptible creature (see below) of your choice within 60 feet of you that
can see you and hear you. That creature must make on a Wisdom saving throw. If it fails, then beginning
on the next dawn and continuing until the curse is removed, the target is subject to one of the following
effects (chosen by you at the time the spell is cast):








Choose one ability score. The target has disadvantage on ability checks and saving throws made
with that ability score.
The target has disadvantage on attack rolls against you.
The target must make a Wisdom saving throw at the start of each of its turns. If it fails, it wastes
its action that turn doing nothing.
Your attacks and spells deal an extra 1d8 necrotic damage to the target.
The target cannot regain hit points by any means other than natural healing, and natural healing
recovers only half as many hit points as it otherwise would.
The target falls in love with the next gender-and-species appropriate person it sees.
An effect of similar power that is appropriate for the target and approved by the DM.

At the time the spell is cast, the caster must announce an appropriate condition that will allow the curse to
be broken. In addition, a remove curse spell ends it as described in the remove curse spell, but this spell
cannot be dispelled.
In order to be susceptible to a curse, a creature must understand the curse and be mortal, i.e. have a soul.
Thus, a creature that is unintelligent, cannot hear, or cannot understand the language in which the curse is
pronounced, is not susceptible. Undead, most constructs, and some aberrations, plants, and monstrosities
are not mortal. Extraplanar creatures such as celestials, elementals and fiends are considered mortal only
on their home plane.
At Higher Levels. If you cast this spell using a spell slot of 4th level or higher, there is no difference in the
power of the curse, but it will become more difficult to remove.

169
172

5th-level necromancy
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Permanent until removed
You speak aloud a curse on one susceptible creature (see below) of your choice within 60 feet of you that
can see you and understand you. That creature must make on a Wisdom saving throw. If it fails, then
beginning at the time described below, the target is subject to one of the following effects which must be
appropriate to the target (chosen by you at the time the spell is cast):











One minute after the spell is cast, the target is polymorphed into a beast whose challenge rating is
equal to or less than the target's (or the target's level, if it doesn't have a challenge rating), and which
symbolically represents the target's nature. The target's game statistics are as described in the
polymorph spell.
The next time the target falls asleep, either naturally or by magical means, it cannot be awoken
until the curse is ended.
The target is struck by wanderlust. Beginning the next dawn, it begins to travel to see the wonders
of the world. The wanderlust lasts for one decade.
The target immediately is subject to constant, embarrassing faux pas. This effect lasts until a
beautiful person agrees to marry the target.
Beginning at the next full moon, the target is transformed into a lycanthrope. This lasts until the
target sincerely repents for his past murders.
Starting with the next dawn and lasting until the target solves a riddle posed by the caster, the target
has disadvantage on all ability checks, attack rolls and saving throws while in direct sunlight.
One hundred and one days after the spell is cast, the target must succeed on a new Constitution
saving throw. If it fails, then it immediately drops to 0 hit points and begins dying. This curse
cannot be broken but it is suspended for as long as the target sincerely foreswears earthly power
and possessions, and lives a simple life.
An effect of similar power that is appropriate for the target and approved by the DM.

This spell cannot be dispelled, but a remove curse spell ends it as described in the remove curse
spell.
In order to be susceptible to a curse, a creature must understand the curse and be mortal, i.e. have a soul.
Thus, a creature that is unintelligent, cannot hear, or cannot understand the language in which the curse is
pronounced, is not susceptible. Undead, most constructs, and some aberrations, plants, and monstrosities
are not mortal. Extraplanar creatures such as celestials, elementals and fiends are considered mortal only
on their home plane.
At Higher Levels. If you cast this spell using a spell slot of 6th level or higher, there is no difference in the
power of the curse, but it will become more difficult to remove.
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3rd-level transmutation
Casting Time: 1 action or 1 minute
Range: 30 feet
Components: V, S, M (a light crossbow worth at least 25 gp)
Duration: 1 minute (1 action casting time) or 8 hours (1-minute casting time)
You enchant a crossbow and place it where you wish, either hurling it into the midst of battle or fixing it
carefully in place. Choose a 20-foot cube within range. Until the spell ends, the first creature other than you
entering or leaving the area is attacked by the crossbow, using your spell attack modifier and causing 3d10
piercing damage.
If you are still within range when the trap is triggered, you can cause it to fire again in later rounds as a
bonus action; it lasts until the spell expires. You may pick targets other than the creature who initially
triggered the trap, but they must be within the 20-foot cube. These attacks use your spell attack modifier
and causing 1d10 piercing damage.
If you are not within range when the trap is triggered, it fires one more time on the following round, at the
same target if possible and at a new target within the spell's area if the original target is missing or dead.
This attack uses your spell attack modifier and causes 3d10 piercing damage.
Those who do not observe the spell being cast must succeed on a Wisdom (Perception) check or an
Intelligence (Investigate) check to detect the crossbow, and a Dexterity (thieves' tools) check to disable the
trap as an action. These ability checks use the spell's saving throw DC.
At Higher Levels. When you cast the spell using a spell slot of 4th level or higher, the damage increases
by 1d10 for each slot level above 3rd.

1st-level divination (ritual)
Casting Time: 1 minute
Range: 1 mile
Components: V, S, M (a worm or fly)
Duration: 1 hour
This spell alerts and attracts ordinary fish and similar marine creatures (crabs, eels, etc.) within 1 mile of
you. They will do everything in their power to move to you, rising to the surface if you are above water.
Marine creatures of CR ½ or greater are made aware of your presence, but are not compelled by this spell.
As a result, this spell will sometimes attract unwanted creatures. This spell is usually used to aid fishermen.
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7th-level transmutation
Casting Time: 10 minutes
Range: 1 mile
Components: V, S, M (an air bladder)
Duration: Concentration, up to 8 hours
This only works outdoors where there are clouds within range. A cloud forms into a flying cloudship and
descends rapidly to your location.
You and up to 20 passengers can board the cloudship. The cloudship can also hold up to 1 ton of cargo.
The cloudship moves under your command, but you may be required to make navigation checks to steer
the cloudship because you will be unable to see the ground while aboard the cloudship. To anyone below
the cloudship, it appears as a normal cloud, but anyone at the same height or higher can see passengers and
cargo being carried. The cloudship moves at 12 miles per hour (half speed against prevailing winds), has
an AC of 11 and 200 hit points.
When the spell ends, the cloudship dissipates and passengers and cargo slowly drift down 500 feet over the
course of 5 rounds. At the end of 5 rounds, if they are still in the air, they fall any remaining distance.

5th-level divination (ritual)
Casting Time: 1 minute
Range: Self
Components: V, S
Duration: Instantaneous
You briefly become one with the seas and gain knowledge of the surrounding seas. The spell gives you
knowledge of the seas within 3 miles of you.
You instantly gain knowledge of up to three facts of your choice about any of the following subjects as they
relate to the area:
• underwater terrain and characteristics of water (current, temperature, depth, etc.)
• prevalent plants, minerals, animals, or peoples
• powerful celestials, fey, fiends, elementals, or undead
• influence from other planes of existence
• shipwrecks, flooded buildings and other unnatural features
For example, you could determine the location of sharks in the area, the location of dangerous currents, and
the location of any nearby shipwrecks.
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5th-level conjuration
Casting Time: 1 minute
Range: 90 feet
Components: V, S
Duration: Concentration, up to 1 hour
You summon a fey spirit that takes the form of a marine creature of challenge rating 5 or lower. The
following creatures may be conjured: chuul, giant shark, scrag (troll), or a pair of sea hags. Other creatures
may also be available at the discretion of your DM. The creature appears in an unoccupied water-filled
space that you can see within range. The creature disappears when it drops to 0 hit points or when the spell
ends.
The creature is friendly to you and your companions for the duration. Roll initiative for the creature, which
has its own turns. It obeys any verbal commands that you issue to it (no action required by you), as long as
they don't violate its alignment. If you don't issue any commands to the fey creature, it defends itself from
hostile creatures but otherwise takes no actions.
If your concentration is broken, the creature doesn't disappear. Instead, you lose control of the creature, it
becomes hostile toward you and your companions, and it might attack. An uncontrolled creature can't be
dismissed by you, and it disappears 1 hour after you summoned it.
The DM has the creature's statistics.
At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the challenge rating
increases by 1 for each slot level above 6th, allowing you to conjure different creatures.
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5th-level transmutation
Casting Time: 1 minute
Range: 90 feet
Components: V, S, M (a large area of ice or snow)
Duration: Concentration, up to 1 hour
This spell is similar to conjure elemental, but you can only call forth an ice elemental servant. Choose an
area of ice or snow that fills a 10-foot cube within range. An ice elemental of challenge rating 5 or lower
appropriate to the area you chose appears in an unoccupied space within 10 feet of it, rising from the icy
area. The elemental disappears when it drops to 0 hit points or when the spell ends.
The elemental is friendly to you and your companions for the duration. Roll initiative for the elemental,
which has its own turns. It obeys any verbal commands that you issue to it (no action required by you). If
you don't issue any commands to the elemental, it defends itself from hostile creatures but otherwise takes
no actions.
If your concentration is broken, the elemental doesn't disappear. Instead, you lose control of the elemental,
it becomes hostile toward you and your companions, and it might attack. An uncontrolled elemental can't
be dismissed by you, and it disappears 1 hour after you summoned it. Appendix J: New Creatures presents
the elemental's statistics.
At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the challenge rating
increases by 1 for each slot level above 5th.
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3rd-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 hour
This spell is similar to conjure animals, but it only conjures sea beasts such as sharks, octopuses, garfish,
crabs, sea horses, plesiosaurus, and other marine creatures. You summon fey spirits that take the form of
beasts and appear in unoccupied spaces that you can see within range. Choose one of the following options
for what appears:
• One beast of challenge rating 2 or lower
• Two beasts of challenge rating 1 or lower
• Four beasts of challenge rating 1/2 or lower
• Eight beasts of challenge rating 1/4 or lower
Each beast is also considered fey, and it disappears when it drops to 0 hit points or when the spell ends.
The summoned creatures are friendly to you and your companions. Roll initiative for the summoned
creatures as a group, which has its own turns. They obey any verbal commands that you issue to them (no
action required by you). If you don't issue any commands to them, they defend themselves from hostile
creatures, but otherwise take no actions. The DM has the creatures' statistics.
At Higher Levels. When you cast this spell using certain higher-level spell slots, you choose one of the
summoning options above, and more creatures appear: twice as many with a 5th-level slot, three times as
many with a 7th-level slot, and four times as many with a 9th-level slot.
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3rd-level conjuration
Casting Time: 1 minute
Range: 30 feet
Components: V, S, sometimes M
Duration: Up to 24 hours
You summon a yeth hound that will undertake a single task for you. The yeth hound appears in an
unoccupied space that you can see within range. It disappears when it drops to 0 hit points or when the spell
ends. You can instruct the yeth hound to do one of the following: guard a single location for up to 24 hours;
kill a single creature who is not present when the spell is cast; or fetch a single object. The spell ends when
the task is completed or 24 hours passes. If you instruct the yeth hound to kill a creature, you must present
it with a possession or body part of the target (which may lead to mistaken identity). A yeth hound does not
automatically know the location of the target, but it will take instructions from you about where it might
be, and will track the target if possible. If you instruct the yeth hound to fetch an object, you must give a
reasonable description of the item and its location (and a poor description could lead to a mistake). A yeth
hound does not automatically know the location of the object, nor have any special abilities to bypass
barriers, locks, magical wards or traps, and cannot transport any item that it cannot carry in its mouth. A
yeth hound always acts alone or with other yeth hounds summoned at the same time. While you are present,
a yeth hound will cease executing its task and if you repeatedly interfere, it may choose to end the spell.
At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, three yeth hounds are
summoned. They may be set to the same or different tasks.

YETH HOUND (AKA MAUTHE DOG OR SCHWARZHUND)
Medium fey, chaotic evil
Armor Class 13
Hit Points 82 (11d8 + 33)
Speed 40 ft.
Str Dex Con Int Wis Cha
18 (+4) 12 (+1) 16 (+3) 6 (-2) 13 (+1) 10 (+0)
Skills Perception +5, Survival +5, Stealth +5
Damage Resistance bludgeoning, piercing, slashing from non-iron or non-magic weapons
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Condition Immunities charmed, frightened
Senses darkvision 60 ft., see invisible and ethereal, passive Perception 15
Languages understands Common, Giant and Sylvan but can't speak
Challenge 3
Keen Hearing and Smell. The yeth hound has advantage on Wisdom (Perception) checks that rely on
hearing or smell.
Pack Tactics. The yeth hound has advantage on an attack roll against a creature if at least one other yeth
hound is within 5 feet of the creature and the other yeth hound isn't incapacitated.
Implacable Tracker. The yeth hound has advantage on Wisdom (Survival) checks to track any creature
that has been affected by its dreadful howl or that it has been summoned to hunt.
Harbinger of Doom. If a living creature sees one or more yeth hounds at night but is not attacked by any
yeth hound during the encounter, at the end of the encounter it must make a must make a DC 16 Wisdom
saving throw (creatures warded by a protection from evil and good or magic circle spell do not need to
save). If the creature fails, then at a stressful time chosen by the DM that creature has disadvantage on all
ability checks, attack rolls and saving throws, for 10 minutes (or the duration of any activity that is
represented by a single roll). The effect does not apply to any attack or saving throw against a yeth hound
and must occur no later than 30 days after the encounter. This effect can be removed by a remove curse
spell (treating the effect as a third level spell).
Actions
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 13 (2d8 + 4) piercing damage.
Dreadful Howl. Each creature that is within 360 feet of the yeth hound when it howls at night but cannot
see it must succeed on a DC 16 Wisdom saving throw or become frightened for 10 minutes. A creature can
repeat the saving throw at the end of each of minute, or each of its turn after it has been -160-attacked, or
sees an ally being attacked, by a yeth hound. If a creature's saving throw is successful the effect ends for it
and the creature is immune to any yeth hound's dreadful howl for 10 minutes. A dreadful howl also does
not affect any hag or any creature under the protection of the Wild Hunt.

Background
The yeth hound (also known as a mauthe dog or a schwarzhund) is a fey creature that haunts lonely moors,
appearing alone or in a pack of three. A larger pack appears accompanies the Horned Man in the Wild Hunt,
and solitary yeth hounds sometime serve witches or hag covens. It appears as a powerfully built, coal-black
mastiff with glowing white or yellow eyes. Although they are powerful combatants, yeth hounds are more
likely to use their dreadful howl and harbinger of doom abilities to torment travelers or chosen victims. A
typical encounter occurs with the yeth hound tracking its target for several miles, howling to keep it
frightened but staying out of sight. The yeth hound will then either attack when its target is thoroughly
frightened, or merely show itself to the target, invoking its harbinger of doom ability. Yeth hounds hunt
only at night. They fear the sun and never venture out in daylight, even if their lives depend on it. To escape
daylight, their lairs are always subterranean.
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2nd-level necromancy
Casting Time: 1 minute
Range: Touch
Components: V, S, M (a flea)
Duration: 1 year
You touch a source of water, such as a well or spring, or another liquid container, such as a pitcher, sink,
washbasin or barrel. Any creature that comes into contact with liquid in or from the source or container
risks infection with sewer plague. The Dungeon Master's Guide has more detail about sewer plague. This
spell is considered a curse, and thus it cannot be dispelled, but remove curse is effective against it.

4th-level necromancy (ritual)
Casting Time: 1 minute
Range: Self
Components: V, possibly M (see description)
Duration: 1 minute
You mentally contact the spirit of a specific dead person. You must know at least the name of the spirit you
are trying to contact. Contacting a spirit can strain, or even break your mind. When you cast this spell, make
a DC 20 Wisdom saving throw, modified as below.
Relationship (at most one modifier applies) Save Modifier
You, or someone present, are a descendant of the spirit +2
You, or someone present, knew the spirit when it was alive +4
You have successfully contacted the spirit before +6
Connection (at most one modifier applies) Save Modifier
Likeness or picture +2
Possession or garment +4
Signature/prized possession or body part, lock of hair, etc. +6
On a failure, you take 4d6 psychic damage and are insane until you finish a long rest. While insane, you
can't take actions, can't understand what other creatures say, can't read, and speaks only in gibberish. A
greater restoration spell cast on you ends this effect.
On a successful save, you can ask the spirit up to five questions. You must ask your questions before the
spell ends. The spirit is under no compulsion to answer the questions, but you may try to persuade it or
compel it to do so.
This spell is painful to spirits. A spirit that has successfully found a place in the afterlife can choose not to
respond to this spell (and most powerful spirits will choose not to respond).
However, a spirit in limbo or a wandering spirit (such as a ghost) must respond.
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4th-level divination (ritual)
Casting Time: 1 minute
Range: Self
Components: V, S, M (statuette of saint)
Duration: 1 minute
This spell is similar to commune, except that you can only contact your patron saint. You can ask your
patron saints up to three questions, but they don't necessarily need to be yes or no questions.
Your patron saint will do his best to answer, but unless you ask something relating to his life, he is unlikely
to have intimate knowledge.
If you cast the spell two or more times before finishing your next long rest, there is a cumulative 25 percent
chance for each casting after the first that you get no answer. The DM makes this roll in secret.

Transmutation cantrip (ritual)
Casting Time: 1 action
Range: 60 feet
Components: S
Duration: Instantaneous or 1 hour (see below)
You choose non-magical flame that you can see within range and that fits within a 5-foot cube. You affect
it in one of the following ways:





You instantaneously expand the flame 5 feet in one direction, provided that wood or other fuel is
present in the new location.
You instantaneously extinguish the flames within the cube.
You double or halve the area of bright light and dim light cast by the flame, change its color, or
both. The change lasts for 1 hour.
You cause simple shapes-such as the vague form of a creature, an inanimate object, or a locationto appear within the flames and animate as you like. The shapes last for 1 hour.


If you cast this spell multiple times, you can have up to three of its non-instantaneous effects active at a
time, and you can dismiss such an effect as an action.
[This spell is reprinted from the Elemental Evil Player's Companion.]
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5th-level Transmutation
Casting Time: 1 action
Range: 300 feet
Components: V, S
Duration: Concentration, up to 1 hour
You take control of the air in a 100-foot cube that you can see within range. Choose one of the following
effects when you cast the spell. The effect lasts for the spell's duration, unless you use your action on a later
turn to switch to a different effect. You can also use your action to temporarily halt the effect or to restart
one you've halted:






Gusts: A wind picks up within the cube, continually blowing in a horizontal direction that you
choose. You choose the intensity of the wind - calm, moderate, or strong. If the wind is moderate
or strong, ranged weapon attacks that pass through it or that are made against targets within the
cube have disadvantage on their attack rolls. If the wind is strong, any creature moving against the
wind must spend 1 extra foot of movement for each foot moved.
Downdraft: You cause a sustained blast of strong wind to blow downward from the top of the
cube. Ranged weapon attacks that pass through the cube or that are made against targets within it
have disadvantage on their attack rolls. A creature must make a Strength saving throw if it flies into
the cube for the first time on a turn or starts its turn there flying. On a failed save, the creature is
knocked prone.
Updraft: You cause a sustained updraft within the cube, rising upward from the cube's bottom
edge. Creatures that end a fall within the cube take only half damage from the fall. When a creature
in the cube makes a vertical jump, the creature can jump up to 10 feet higher than normal.

[This spell is reprinted from the Elemental Evil Player's Companion.]

2nd-level Transmutation
Casting Time: 1 bonus action
Range: Touch
Components: S
Duration: 1 minute
When you cast the spell, you make a melee spell attack against a creature with your bonded weapon (from
the Eldritch Knight special ability). If the attack succeeds, it deals normal damage for the weapon plus your
spellcasting ability modifier. The attack roll and damage modifier, as well as other effects, take into account
any special weapon abilities (such as magic weapons) but aren't adjusted for your abilities (such as special
abilities and feats). The weapon then flies from your hand.
As a bonus action on your turn, the weapon will fly up to 30 feet and repeat the attack against a creature
within range for it. At the end of the spell, the weapon flies up to 30 feet and tries to return to your hand. If
you have no hand free, you are out of range or there is no unobstructed path, it moves as close as possible
within 30 feet to you and then falls to the ground.
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Illusion cantrip
Casting Time: 1 minute
Range: 60 feet
Components: S
Duration: 1 minute
The shadows in a 10 foot radius sphere within range gradually grow deeper and more concealing. An area
that is brightly lit becomes dim light. Because the change is gradual, it won't be noticed except within an
active Wisdom (Perception) check equal to the spell's saving throw.
This spell's area increases to a 20 foot radius sphere when you reach 5th level, a 50 foot radius sphere when
you reach 11th level, and a 120 foot radius sphere when you reach 17th level.

8th-level necromancy
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 hour
You attempt to beguile an undead creature that you can see within range. It must succeed on a Wisdom
saving throw or be charmed by you for the duration, even if it is normally immune to being charmed. If you
or creatures that are friendly to you are fighting it, it has advantage on the saving throw. In addition, a lich,
demilich, dracolich or other undead created using a similar process always has advantage on the saving
throw.
While the creature is charmed, you have a telepathic link with it as long as the two of you are on the same
plane of existence. You can use this telepathic link to issue commands to the creature while you are
conscious (no action required), which it does its best to obey. You can specify a simple and general course
of action, such as "Attack that creature," "Run over there," or "Fetch that object." If the creature completes
the order and doesn't receive further direction from you, it defends and preserves itself to the best of its
ability.
You can use your action to take total and precise control of the target. Until the end of your next turn, the
creature 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. Each time the target takes damage, it makes a new Wisdom saving throw against the spell. If the
saving throw succeeds, the spell ends.
At Higher Levels. When you cast this spell with a 9th-level spell slot, the duration is concentration, up to
8 hours.
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2nd-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute
You attempt to intensify emotions in a group of people. Each humanoid in a 20-foot-radius sphere centered
on a point you choose within range must make a Charisma saving throw; a creature can choose to fail this
saving throw if it wishes. If a creature fails its saving throw, then any pre-existing emotions, such as anger,
friendship, fear or love are intensified for the duration of this spell. Thus, this spell might be used to drive
disgruntled laborers to riot, or cause a flirtatious amour to succumb to a seduction. Mechanically, if a target
is subject to an emotion-based effect that allows for ongoing saving throws, or any other saving throw that
follows a natural inclination (such as the spells charm person, fear and tasha's hideous laughter), the saving
throw is made at disadvantage. The calm emotions spell automatically ends this spell on the applicable
targets.

9-level transmutation
Casting Time: 1 hour
Range: Touch
Components: V, S, M (a stone carved with symbols of the current season)
Duration: One month
You enact a ceremony over a specially prepared carved stone that extends the current season in a 6-mile
radius for another month. This affects ambient temperature, rate of precipitation, humidity, and similar
weather-related aspects. At the edges of the spell's radius, the weather fades into normal.
The carved stone must have line-of-sight visibility to the sky for the duration of the spell, and if the stone
is disturbed or the visibility is blocked for more than an hour, the spell ends. The spell can also be ended
by a remove curse spell, but cannot be dispelled.
If you cast this spell consecutively on the same stone in succeeding months, the extension continues, i.e.
you can extend summer for six months by casting this spells six times consecutively. Casting this spell on
the same stone every month for a year makes the season permanent (until ended as described above).
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1st-level necromancy
Casting Time: 1 action
Range: 30 feet (target must actually see you)
Components: V, S
Duration: 1 week
One creature of your choice within 30 feet of you and that actually sees you must make a Wisdom saving
throw (creatures warded by a protection from evil and good or magic circle spell can't be targeted). If the
creature fails, then at a stressful time chosen by the DM, that creature has disadvantage on all ability checks,
attack rolls and saving throws for 1 minute (or the duration of any activity that is represented by a single
roll). The effect cannot occur sooner than 24 hours after cast, and must occur no later than one week after
cast.
This spell cannot be dispelled, but a remove curse spell ends this effect as described in the remove curse
spell.

8th-level illusion
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (an opal carved with a stylized eye)
Duration: Concentration, up to 1 hour
The target must make an Intelligence saving throw. If it fails, then you completely control the target's
perceptions. You control the target's sight, hearing, touch, smell, taste, pain, sense of balance, as well as
more esoteric senses such as tremorsense, blindsight and even truesight. The target does not benefit from
spells which enhance the target's senses, such as detect magic and true seeing, but spells which directly
provide information, such as commune, operate normally.
By manipulating the target's perceptions, you can force the target to take damage from the illusion, up to
6d6 psychic damage per turn.
However, each time that you do so, the target makes a new Intelligence saving throw, and if the target
succeeds, then the spell ends.
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3rd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 hour
You touch a quiver containing arrows or bolts. When a target is hit by a ranged weapon attack using a piece
of ammunition drawn from the quiver, the target takes an extra 1d6 fire damage. The spell’s magic ends on
the piece of ammunition when it hits or misses, and the spell ends when twelve pieces of ammunition have
been drawn from the quiver.
At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the number of pieces
of ammunition you can affect with this spell increases by two for each slot level above 3rd.

3rd-level necromancy
Casting Time: 1 minute
Range: Self
Components: V, S, M (the face and scalp of a fresh corpse)
Duration: Until dispelled
You peel the face and scalp from a fresh humanoid corpse the same size as you, and attach the resulting
mask tightly to your head, assuming both the visual appearance and the voice of the corpse. The mask
actually changes your body (similar to the alter self spell); it is not mere illusion. Nevertheless, the mask
will have some minor imperfections that make it possible for a person familiar with the corpse to detect the
disguise after a close examination by succeeding on an Intelligence (Investigation) check at disadvantage.
You may end this spell at any time, or it may be dispelled. When the spell ends, the mask is ruined and
cannot be re-used.

2nd-level evocation
Casting Time: 1 action
Range: 30 ft. Cone
Components: V, S
Duration: instant
Saving Throw: Dexterity half
You send a flurry of snowballs hurtling at your foes. Any creature in the area takes 4d6 points of cold
damage from being pelted with the icy spheres.
At Higher Levels. When you cast this spell using a higher spell slot the damage increases by 1d6 for every
level higher than 2nd.
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7th-level conjuration
Casting Time: 1 round
Components: V, S , M ( a fragment of mammoth tusk)
Range: 25 ft. + 5 ft./2 levels
Effect: one frost mammoth
Duration: 1 round/level
A blast of snow suddenly fills an area with a space of 15 feet, this snow immediately forms the shape of a
woolly mammoth that seems to be m a d e of snow, with tusks of solid ice. The mammoth has statistics
identical to those of a mastodon (5e D&D Monster Manual 333), save that it also has the cold subtype (and
thus gains immunity to cold damage and vulnerability to fire damage). The frost mammoth obeys your
telepathic commands. It allows you or another you designate to ride it, and is treated as if combat t rained.
At Higher Levels. When you reach 17th level, a frost mammoth you conjure deals an additional 1d6 points
of cold damage with each physical attack.

1st-level illusion
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute
You surface the fears of a creature that you can see within range. The target must succeed on a Wisdom
saving throw or be frightened for the duration. At the end of each of its turns, the target can make another
Wisdom saving throw (as usual for the frightened condition, the saving throw will be at disadvantage if the
target can see you). On a success, the spell ends.

Evocation cantrip
Casting Time: 1 action
Range: 5 feet
Components: V, M
Duration: 1 round
As part of the action used to cast this spell, you must make a melee attack with a weapon against one
creature within the spell's range, otherwise the spell fails. On a hit, the target suffers the attack's normal
effects, and green fire leaps from the target to a different creature of your choice that you can see within 5
feet of it. The second creature takes fire damage equal to your spellcasting ability modifier. This spell's
damage increases when you reach higher levels. At 5th level, the melee attack deals an extra 1d8 fire
damage to the target, and the fire damage to the second creature increases to 1d8 + your spellcasting ability
modifier. Both damage rolls increase by 1d8 at 11th level and 17th level.
[This spell is reprinted from the Sword Coast Adventurer's Guide.]
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Transmutation cantrip
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: Instantaneous
You seize the air and compel it to create one of the following effects at a point you can see within range.




One Medium or smaller creature that you choose must succeed on a Strength saving throw or be
pushed up to 5 feet away from you.
You create a small blast of air capable of moving one object that is neither held nor carried and that
weighs no more than 5 pounds. The object is pushed up to 10 feet away from you. It isn't pushed
with enough force to cause damage.
You create a harmless sensory affect using air, such as causing leaves to rustle, wind to slam
shutters shut, or your clothing to ripple in a breeze.

[This spell is reprinted from the Elemental Evil Player's Companion.]

Divination cantrip
Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 10 minutes
You have advantage on ability checks to diagnose or identify an illness, disease or other medical condition,
including pregnancy.

Enchantment cantrip
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: Instantaneous
Tendrils of doubt and hopelessness invade the mind of a creature within range that can see and hear you
(although it need not understand you). The target must make a Charisma saving throw or take 1d6 psychic
damage, and has disadvantage on all saving throws until the end of your next turn.
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1st-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a drop of water or piece of ice)
Duration: Instantaneous
You create a shard of ice and fling it at one creature within range. Make a ranged spell attack against the
target. On a hit, the target takes 1d10 piercing damage. Hit or miss, the shard then explodes. The target and
each creature within 5 feet of the point where the ice exploded must succeed on a Dexterity saving throw
or take 2d6 cold damage.
At Higher Levels: When you cast this spell using a spell slot of 2nd level or higher, the cold damage
increases by 1d6 for each slot level above 1st.

2nd-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a few drops of water or a small piece of glass)
Duration: Concentration, up to 1 minute
Slick ice covers the ground in a circle with a 10-foot radius 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 takes 1d6 cold
damage and must succeed on a Dexterity saving throw or fall prone. A creature that enters the area or ends
its turn there also takes 1d6 cold damage and must succeed on a Dexterity saving throw or fall prone.
At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases
by 1d6 for each slot level above 2nd.

5th-level evocationCasting Time: 1 action
Range: 90 feet
Components: V
Duration: Concentration, up to 1 minute
Flames wreathe one creature you can see within range. The target must make a Dexterity saving throw. It
takes 7d6 fire damage on a failed save, or half as much damage on a successful one. On a failed save, the
target also burns for the spell's duration. The burning target sheds bright light in a 30-foot radius and dim
light for an additional 30 feet. At the end of each of its turns, the target repeats the saving throw. It takes
3d6 fire damage on a failed save, and the spell ends on a successful one. These magical flames can't be
extinguished through nonmagical means. If damage from this spell reduces a target to 0 hit points, the target
is turned to ash.
[This spell is reprinted from the Elemental Evil Player's Companion.]
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2nd-level necromancy
Casting Time: 1 action
Range: 120 feet
Components: S, V
Duration: Concentration, up to 1 minute
You point at one creature and laugh cruelly, wracking it with terrible pain. The target must make a
Constitution saving throw. On a failed save, it takes 2d10 psychic damage and until the end of its next
action, it has disadvantage on all attack rolls and ability checks. On a successful save, the target takes half
damage and the spell ends. Until the spell ends, you can use your action to force the target to make another
saving throw, with the same effects. The spell ends if you use your action to do anything else. The spell
also ends if the target is ever outside the spell's range or if it cannot hear you for any reason (including
being deafened).
At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases
by 1d10 for each slot level above 2nd.

1st-level illusion
Casting Time: bonus action
Range: Self
Components: S, V
Duration: Concentration, until the beginning of your next turn
You become invisible to humanoids until the beginning of your next turn. This invisibility does not affect
any non-humanoids. Anything you are wearing or carrying is invisible as long as it is on your person. The
spell also ends if you attack or cast a spell.
At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the spell will last up
to 1 hour.
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3rd-level conjuration
Casting Time: 10 minutes
Range: 60 feet
Components: V, S
Duration: Instantaneous
This spell is similar to planar ally, but is more restricted in its use. A lesser fiend responds to your request
for aid, appearing in an unoccupied space within range. Ordinarily, the lesser fiend is an imp or quasit if
this spell is cast as a 3rd level spell; a nightmare or succubus/incubus if cast as a 4th level spell; and a night
hag or cambion if cast as a 5th level spell. If you know a specific lesser fiend's name, you can speak that
name when you cast this spell to request that fiend, though you might get a different creature anyway (DM's
choice). Moreover, if you know a specific lesser fiend's name, it may be sent even if it is not one of the
types noted above (but is similar in power).
When the lesser fiend appears, it is under no compulsion to behave in any particular way. You can ask the
fiend to perform a service in exchange for payment, but it isn't obliged to do so, and will typically cooperate
only if it serves its own ends, such as spreading mischief, seducing the innocent or capturing souls. Often,
a lesser fiend will not be willing to fight for you unless it furthers its own goals.
You must be able to communicate with the fiend to bargain for its services. Payment can take a variety of
forms. If you are unable to agree on terms, the fiend can choose to remain and serve its own sends, or
immediately return to its home plane.
At Higher Levels. When you cast the spell using a spell slot of 3rd or 4th level, more powerful fiends can
respond, as described above.

Transmutation cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: 10 minutes
You join the surfaces (up to 6 inches square) of two objects together with a very strong bond. Breaking the
bond requires a DC 25 Strength check (although the objects themselves may be more fragile). The spell can
be dispelled normally. At the end of the spell's duration, the bond dissolves. If this spell is cast every 10
minutes for an hour, it becomes permanent.
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Conjuration cantrip
Casting Time: 1 action
Range: 5 feet
Components: V, S
Duration: 5 minutes
You conjure a floating ethereal mirror. By default, the mirror will be a flat, silvery circle 6 inches in
diameter, but you can shape and color the mirror as you please (including forming it into convex and
concave shapes). You can even make the mirror transparent so that it acts as a lens, rather than mirror. In
addition to more conventional uses, the mirror can be used to look around corners, as an aid for small
manipulations, or to magnify close objects.

5th-level evocation
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (paper or leaf in the shape of a funnel
Duration: Concentration, up to 1 minute
You designate a point in water at least 5 feet deep that you can see within range. Water within a 30-foot
radius centered on that point appears and swirls in a 30-foot radius. Until the spell ends, that area is difficult
terrain, and any creature that starts its turn there must succeed on a Strength saving throw or take 6d6
bludgeoning damage and be pulled 10 feet toward the center.
At Higher Levels: When you cast this spell using a spell slot of 5th level or higher, the damage increases
for each of its effects by 1d6 for each slot level above 4th.
[This spell is reprinted with modifications from the Elemental Evil Player's Companion.]
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6th-level necromancy
Casting Time: 10 minutes
Range: touch
Components: V, S
Duration: Permanent until removed
This spell affects an actual or purported worshipper of a good aligned god who committed a great sin. You
ritually expel the target from the Church, placing an invisible mark upon his person. The mark can be clearly
seen by anyone that can cast divine magic, and worshippers of other good aligned gods are uneasy within
30 feet of the marked target. This spell cannot be dispelled, but a remove curse spell cast by divine magic
ends the spell as described in the remove curse spell.
If you cast this spell on an invalid target (i.e. the target did not commit a great sin or is not an actual or
purported worshipper), you are automatically driven insane. While insane, you can't take actions, can't
understand what other creatures say, can't read, and speaks only in gibberish. A greater restoration spell
cast on you ends this effect.

3rd-level transmutation
Casting Time: 1 minute
Range: Touch
Components: V, S
Duration: 1 hour (others) or 24 hours (self)
This spell is often used to hide or ambush. You, or a willing creature you touch, lie prone on a pliable
natural surface, such as vegetation, dirt, sand or mud. The natural surface covers the target, leaving only
holes for eyes and ears. The spell also slows down the target's metabolism, reducing breathing and heartbeat
to undetectable levels. While the spell is in effect, the target is indistinguishable from the natural surface
except upon very close inspection, and even upon close inspection, a creature has disadvantage on Wisdom
(Perception) checks to detect the target. This includes detection by sight, smell, hearing, as well as
blindsight, darkvision and tremorsense.
However, the target can be seen with truesight or detected via magical means such as detect magic or locate
creature. The target has resistance to all damage except psychic damage, and any disease or poison effects
are suspended until the spell ends. The target continues to sense the world around it, and can make Wisdom
(Perception) checks as normal. If the target takes any other action other than purely mental actions, the spell
ends with the target lying prone on the natural surface.
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5th-level enchantment
Casting Time: 1 minute
Range: Touch
Components: V
Duration: One year
The target of this spell must voluntarily swear an oath, repeating binding words that you give to it.
Typically, the oath will be to carry out some service or refrain from some action or course of activity, but
it may be swear to the truth of some circumstances. The target must consent to the spell, thus there is no
saving throw. The consent may be coerced but it may not be magically compelled. However, a target that
is immune from being charmed is not affected by this spell.
While the spell is in effect, it takes 5d10 psychic damage each time it acts in a manner directly counter to
its oath (or it has knowledge that the circumstances sworn to are untrue), but no more than once each day.
A remove curse or wish spell also ends this spell.
At Higher Levels. When you cast this spell using a spell slot of 7th or 8th level, the duration is 10 years.
When you cast this spell using a spell slot of 9th level, the spell lasts until it is ended by one of the spells
mentioned above.

2nd-level divination
Casting Time: 10 minutes
Range: Touch
Components: V, S
Duration: Instantaneous
You touch a discrete object. You learn significant historical information about the object that occurred in
the past year, including its owner(s), its creation, general use or significant uses, damage it has sustained,
etc. For example, you might learn that a particular sword was sold by an itinerant peddler to a lieutenant of
a powerful baron, which was used in several battles against goblins, but the sword was discarded when the
lieutenant died in a griffon attack. The spell won't work on any object larger than a big desk.
At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you learn the history
of the object for a longer period of time: 10 years for a 3rd level slot; 100 years for a 4th level slot; and since
the object's creation for a 5th level slot.
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Transmutation cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: 10 minutes
You touch one willing creature. For the duration of the spell, the creature and his possessions can't get wet,
either from precipitation or submersion. This spell does not protect the target from drowning or being
damaged from rough water.

1st-level transmutation
Casting Time: 1 action or 1 minute
Range: 30 feet
Components: V, S, M (a bundle of sticks and twine)
Duration: 1 minute (1 action casting time) or 8 hours (1-minute casting time)
You lay out a bundle of sticks, either hurling them into the midst of a battle or laying them out carefully.
Choose a 5-foot square within range. Until the spell ends, the first creature other than you entering or
leaving the area must succeed on a Dexterity saving throw or take 4d6 piercing damage (a successful save
causes half damage). At your option at the time of casting, beasts may take an additional 2d6 piercing
damage.
Those who do not observe the spell being cast must succeed on an Intelligence (Investigate) check to detect
that there is magic in the sticks and twine, and a Dexterity (thieves' tools) or Intelligence (Nature) check to
disable the magical trap as an action. These ability checks use the spell's saving throw DC. The spell may
be cast with a single-action casting time in the midst of combat, or a one minute casting time out of combat.
This only affects the spell's duration. In both cases the spell ends the first time it deals damage, or when the
magical trap is disarmed.
At Higher Levels. When you cast the spell using a spell slot of 2nd level or higher, the trap's damage
increases by 1d6 for each slot level above 1st.
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4th-level illusion
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 minute
You tap into the nightmares of a creature you can see within range and create an illusory manifestation of
its deepest fears, visible only to that creature. The target must make a Wisdom saving throw. On a failed
save, the target becomes frightened for the duration and takes 4d10 psychic damage at the beginning of its
turns. At the end of its turn, the target makes a Wisdom saving throw. On a successful save, the spell ends.
At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the damage increases
by 1d10 for each slot level above 4th.
[This spell incorporates errata from the Player's Handbook.]

3rd-level illusion
Casting Time: 1 action
Range: 500 feet
Components: V, S
Duration: 7 days from next sunset
You draw on the unconscious paranoia of a creature you can see within range and create the illusion it is
being stalked by a half-seen, shadowy representation of its deepest fears, visible only to the target. If the
target fails a Wisdom saving throw, the illusion manifests starting from the next sunset.
Until the spell ends, the target has disadvantage on any saving throw against an illusion-based fear effect
(including the dream, fear, phantasmal trap, phantasmal killer and weird spells, but excluding this spell),
any frightening effects from incorporeal undead, or any frightening effects from creatures or sources that
are not clearly seen. In addition, if the target is subjected to a dream, phantasmal killer, phantasmal trap or
weird spell, it takes double damage from that spell. This spell does not affect any creature immune to being
frightened, and any saving throw adjustments based on being frightened or fear effects apply to this spell.
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3rd-level illusion
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 minute
You draw on the fears of being immobilized of a creature you can see within range and create an illusion
of a trap, embracing tentacles, or other similar effect that holds it in place. The illusion is visible only to the
target. The target must make a Wisdom saving throw.
On a failed save, the target becomes restrained for the duration and takes 2d10 psychic damage at the
beginning of each of its turns. At the end of its turn, the target makes a Wisdom saving throw. On a
successful save, the spell ends.
At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the damage increases
by 1d10 for each slot level above 3rd.

Transmutation cantrip
Casting Time: 1 action
Range: Touch
Components: S, M (a tiny needle which is not consumed and a dose of poison or a potion, which is)
Duration: Instantaneous
You use a tiny needle to deliver a poison or potion to a creature you try to touch. Make a melee spell attack
against the target. If the attack hits, you do 1 point of piercing damage. In addition, you can deliver a single
dose of any poison or potion in your possession against the target (even if the poison or potion must
normally be ingested, inhaled or touched). If the piercing damage is prevented for any reason, the dose is
not delivered (and is not consumed by the spell).
The somatic and material components of this spell are very subtle. The DM may grant advantage (or even
automatic success) on the melee spell attack if a casual touch would not be seen as hostile.
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1st-level divination (ritual)
Casting Time: 1 minute
Range: Self
Components: V, S
Duration: Instantaneous
You learn the weather at your location for the next 48 hours, including both ordinary weather and extreme
weather events. The prediction takes into account natural forces, but does not address changes in weather
arising from spells or other unnatural forces.
At Higher Levels. When you cast the spell using a 2nd level spell, you learn the weather for the next 7
days.

6th-level enchantment
Casting Time: 1 action
Range: 100 feet
Components: V, S, M (an iron band)
Duration: See text
You open the mind of a creature within range to the horrors of the Shadowfell, making it vulnerable to
madness and insanity. The target must make a Charisma saving throw. If the saving throw is successful, the
target takes 5d6+20 psychic damage, and the spell has no other effect. If the saving throw is unsuccessful,
the target takes 10d6+40 psychic damage. If this damage reduces the target to 0 hit points, it becomes
insane. While insane, the target can't take actions, can't understand what other creatures say, can't read, and
speaks only in gibberish. A greater restoration spell cast on the target ends this effect.
If this damage does not reduce the target to 0 hit points, the target acts as if under the confusion spell. At
the end of each of its turns, the target can make another saving throw. If it succeeds the confusion effect
ceases. Regardless, the confusion effect also ends after 1 minute. Finally, if the initial saving throw is
unsuccessful, the target is afflicted with a new character flaw representing an indefinite psychosis. The DM
will choose the character flaw based on the target's personality. See "Madness" in the Dungeon Master's
Guide.
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1st-level necromancy
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 10 minutes
You fire a ray of black energy at a target. Make a ranged spell attack. If you hit, the target gains one level
of exhaustion. This spell is not cumulative with itself; once a creature has been exhausted by it, this spell
cannot further exhaust it.
At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the target gains two
levels of exhaustion; at a spell level of 3rd level or higher, the target gains three levels of exhaustion; and
at 4th level or higher, the target gains four levels of exhaustion. Higher level spells don't grant additional
levels of exhaustion.

4th-level conjuration
Casting Time: 1 minute
Range: Self
Components: V, S, M (a small net)
Duration: See description
You conjure elemental spirits of the deep seas and describe or name an object that is familiar to you and
request that they retrieve it for you. Contacting these spirits can strain or even break your mind. When you
cast this spell, make a DC 15 Intelligence saving throw. The second and any subsequent times you cast this
spell in a month, the saving throw is make at disadvantage. On a failure, you take 6d6 psychic damage and
are insane until you finish a long rest. While insane, you can't take actions, can't understand what other
creatures say, can't read, and speaks only in gibberish. A greater restoration spell cast on you ends this
effect.
Upon a successful saving throw, if the object is anywhere in the seas, the spirits will return the object to
you. The length of time depends on how far away the object is: if within 1,000 feet, 10 minutes; if within a
mile, an hour; if within 10 miles, 4 hours; if within 100 miles, 24 hours; if within 1,000 miles, a week; if
further, a month. The spell can retrieve a specific object known to you, as long as you have seen it up
close—within 30 feet—at least once. Alternatively, the spell can locate a non-specific object if you describe
it in sufficient detail. The amount of detail required depends on the power or rarity of the object and the
DM will make a final decision.
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3rd-level abjuration
Casting Time: 10 minutes
Range: Touch
Components: V, S
Duration: Instantaneous
At your touch, all curses affecting one creature or object end if the spell level of the curse is third level or
lower. If the spell level of the curse is higher than third level, the curse ends only if your level is higher than
the level of the person who cast the curse. If the object is a cursed magic item, its curse remains, but the
spell breaks its owner's attunement to the object so it can be removed or discarded.
At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you automatically end
the effects of a curse on the target if the curse's spell level is equal to or less than the level of the spell slot
you used.

1st-level abjuration (ritual)
Casting Time: 1 minute
Range: 30 feet
Components: V, S, M (a piece of iron, and a small bag of herbs which the spell consumes)
Duration: 1 season
You ward a small dwelling, up to 30 foot radius, against magical creatures. Celestials, elementals, fey,
fiends, lycanthropes and undead with less than 30 hit points cannot willingly enter the dwelling without the
permission of a resident. You can only cast this spell on the first day of a season, and the spell lasts until
the end of the season.

2nd-level abjuration (ritual)
Casting Time: 1 minute
Range: 30 feet
Components: V, S, M (a piece of iron, and a small bag of powdered spices which the spell consumes)
Duration: 1 season
You ward a ship, up to 100 tones displacement, against magical creatures. Elementals and fey with less
than 45 hit points cannot willingly enter the ship or affect the ship without the permission of the ship's
captain (designated upon the spell's casting). This spell is especially useful against mischievous air and
water elementals that frolic in storms. You can only cast this spell on the first day of a season, and the spell
lasts until the end of the season.
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4th-level conjuration
Casting Time: 10 minutes
Range: 60 feet
Components: V, S
Duration: Instantaneous
This spell is similar to planar ally, but it only summons a shadow demon. A shadow demon responds to
your request for aid, appearing in an unoccupied space within range. If you know a specific shadow demon's
name, you can speak that name when you cast this spell to request that shadow demon, though you might
get a different creature anyway (DM's choice). When the shadow demon appears, it is under no compulsion
to behave in any particular way. See the planar ally spell for guidelines about payment. This spell grants
you the ability to communicate with the summoned demon, so you don't need any other way to
communicate with it.
After the demon completes the task, or when the agreed-upon duration of service expires, the creature
returns to its home plane after reporting back to you, if appropriate to the task and if possible. If you are
unable to agree on a price for the service, the demon immediately returns to its home plane. A shadow
demon enlisted to join your group counts as a member of it, receiving a full share of experience points
awarded.
At Higher Levels. When you cast the spell using a 6th level spell slot, three shadow demons appear. When
you cast the spell using a 8th level spell slot, nine shadow demons appear.

4th-level conjuration
Casting Time: 1 action
Range: 1,000 feet
Components: V
Duration: Instantaneous
This spell is similar to dimension door, but has a greater range and more restrictive conditions. If you are
standing in a dimly lit or dark area, you teleport yourself from your current location to any other dimly lit
or dark spot within range. You arrive at exactly the spot desired. It can be a place you can see, one you can
visualize, or one you can describe by stating distance and direction. You can bring along objects as long as
their weight doesn’t exceed what you can carry, but no other creatures. If you would arrive in a place already
occupied by an object or a creature, you take 4d6 force damage, and the spell fails to teleport you; if you
would arrive in a place that is brightly lit, you take 2d6 radiant damage, and the spell fails to teleport you.
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Transmutation catnip
Casting Time: 1 action
Range: 30 feet
Components: S
Duration: Instantaneous, or 1 hour (see below)
You choose an area of water that you can see within range and that fits within a 5-foot cube. You manipulate
it in one of the following ways.





You instantaneously move or otherwise change the flow of the water as you direct, up to 5 feet in
any direction. This movement doesn't have enough force to cause damage.
You cause the water to form into simple shapes and animate at your direction. This change lasts
for 1 hour.
You change the water's color or opacity. The water must be changed in the same way throughout.
This change lasts for 1 hour.
You freeze up to 1 cubic foot of water (about 7 gallons), provided that there are no creatures in it.
The water unfreezes in 1 hour.

If you cast this spell multiple times, you can have no more than two of its non-instantaneous effects active
at a time, and you can dismiss such an effect as an action.
[This spell is reprinted with modifications from the Elemental Evil Player's Companion.]

2nd-level transmutation
Casting Time: 1 action or 1 minute
Range: touch
Components: V, S, M (circle of vine, rope, or thong)
Duration: 1 minute (1 action casting time) or 8 hours (1-minute casting time)
You make a snare that functions as a magic trap. Choose a 10-foot cube within range. Until the spell ends,
the first creature other than you entering or leaving the area must succeed on a Dexterity saving throw or
take 1d6 blunt damage and is grappled. A creature grappled by the spell (or an ally of the creature) can take
one minute to make a Strength check (using the spells' saving throw DC) in order to free itself. However,
if three saving throws are failed before a single success, the creature is grappled until the spell ends. A
Large or larger creature has advantage on the initial saving throw and later Strength checks. Those who do
not observe the spell being cast must succeed on a Wisdom (Perception) check or an Intelligence
(Investigate) check to detect the snare, and a Dexterity (thieves' tools) to disable the trap as an action. These
ability checks use the spell's saving throw DC. The spell may be cast with a single-action casting time in
the midst of combat, or a one-minute casting time out of combat. This only affects the spell's duration. In
both cases the spell ends the first time it is triggered, or when the magical trap is disarmed.
At Higher Levels. When you cast the spell using a spell slot of 2nd level or higher, the trap's damage
increases by 1d6 for each slot level above 1st.
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4th-level illusion
Casting Time: 1 minute
Range: 120 feet
Components: V, S, M (snow or ice in quantities sufficient to fabricate the desired object)
Duration: Until dispelled
You shape snow or ice into an imitation of nonliving objects that have the properties of any ordinary,
vegetable or mineral material, such as wood, cloth, stone, metal, glass, or crystal. However, the object is
always slightly cold to the touch, has no taste or smell, and its color is paler than normal. Furthermore, the
object cannot burn, but if exposed to high heat will melt at the rate of ordinary ice (the object won't melt at
ordinary ambient temperatures). For example, you can shape snow into an imitation stone bridge, hemp
rope, leather tent, or iron door. You can use this spell to form objects made of apparently extraordinary
materials, such as adamantine, mithril or silver, but their actual properties will be those of non-extraordinary
materials, such as iron, stone or wood. Similarly, food, alchemical items, acids, poisons, and similar
materials will lack any nourishing, harmful or similar effects.
You can shape a Large or smaller object (contained within a 10-foot cube, or eight connected 5-foot cubes),
given a sufficient quantity of raw material. You can't use this spell to form items that ordinarily require a
high degree of craftsmanship, such as books, jewelry, weapons, or armor, unless you have proficiency with
the type of artisan's tools used to craft such objects.

1st-level conjuration
Casting Time: 1 action
Components: V, S
Range: 25 ft. + 5 ft./2 levels
Effect: one ball of snow and ice
Duration: instant
Saving Throw: Constitution partial (see text)
You conjure a ball of packed ice and snow that you can throw at a single target as a ranged spell attack.
The snowball deals 1d6 points of cold damage per caster level (maximum 5d6) on a successful hit, and the
target must make a successful Constitution saving throw or be blinded for one round.
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4th-level transmutation
Casting Time: 1 action or 1 minute
Range: 30 feet
Components: V, S, M (a handful of fungal puffballs)
Duration: 1 minute (1 action casting time) or 8 hours (1-minute casting time)
You scatter magic fungal puffballs that will burst and release soporific toxins. Choose a 10-foot square
within range. Until the spell ends, the first creature other than you to enter or leave the area triggers the
release of the toxins, causing all creatures within 30 feet, including itself, to make Constitution saving
throws. On a failed saving throw, the creature suffers 6d6 poison damage and is slowed as per the slow
spell (speed is halved; -2 penalty to AC and Dexterity saving throws; cannot use reactions; may take only
an action or a bonus action on its turn; spells with a casting time of 1 action may be delayed). On a successful
saving throw, the creature suffers half damage and is not slowed. A slowed creature makes a new
Constitution saving throw at the end of its turn each round; on a success, the slowing effect ends.
Those who do not observe the spell being cast must succeed on a Wisdom (Perception) check or an
Intelligence (Investigate) check to detect the puffballs, and a Dexterity (thieves' tools) to disable the trap as
an action. These ability checks use the spell's saving throw DC.
At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the spell's poison
damage increases by 1d6 for each slot level above 4th.

Enchantment cantrip
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Concentration, up to 1 minute
You touch one willing creature. While the spell is active, you soothe fear or pain felt by the target. If the
target is subject to an ongoing pain or fear effect, it gains advantage on its single next saving throw against
that effect. The target can't benefit from this spell more than once per effect, even if the spell is cast multiple
times.
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8th-level conjuration
Casting Time: 1 action
Range: 500 feet
Components: V, S, M (a spider egg-sac)
Duration: Concentration, up to 10 minutes
Swarming, poisonous spiders cover the round in a 100-foot-radius circle centered at a point within range
that you designate. The circle remains for the duration and its area is difficult terrain. When the area appears,
each creature in it must make a Constitution saving throw. A creature takes 8d10 poison damage on a failed
save, or half as much damage on a successful one. On a failed save, it is also poisoned until the end of its
next turn. A creature must also make this saving throw when it enters the spell's area for the first time on a
turn or ends its turn there.
This spell does not affect creatures that are immune or have resistance against piercing damage. It also does
not affect any creature that deals damage when touched or attacked in melee such as a fire elemental or a
creature protected by the fire shield spell. Finally, because this spell only affects creatures on the ground, it
does not affect flying creatures. However, the spiders summoned by this spell exist in both the material and
ethereal planes, so this spell is effective against ethereal creatures.

6th-level necromancy
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Permanent until removed
When you touch a living creature and it fails a Constitution saving throw, one set of its organs of your
choice is transformed into a small stone in your possession, and the target suffers the effect described below.
No form of healing or other effect, magical or otherwise can reverse the effect until the organ-stone is
recovered. Once the organ-stone is placed on the body of the target, a regenerate or wish spell will reverse
the effect of this spell.
Ears. The target is deafened.
Eyes. The target is blinded.
Heart. The target is incapable of feeling emotions and always has at least two levels of exhaustion.
Genitalia. The target is impotent.
Hand. The target loses a single hand. It can no longer hold anything with two hands, and can hold only a
single object at a time (unless it had more than two hands).
Liver. The target must carefully control its diet under the care of a competent healer, or else it is considered
poisoned.
Stomach. The target constantly feels hungry, no matter how much it eats.
Tongue. The target cannot speak or taste.
This spell only affects living creatures with the appropriate physiognomy. This spell cannot be dispelled
and remove curse has no effect.
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4th-level evocation
Casting Time: 1 action
Range: 150 feet
Components: V, S
Duration: Concentration, up to 1 minute
A 20-foot-radius sphere of whirling air springs into existence centered on a point you choose within range.
The sphere remains for the spell's duration. Each creature in the sphere when it appears or that ends its turn
there must succeed on a Strength saving throw or take 2d6 bludgeoning damage. The sphere's space is
difficult terrain.
Until the spell ends, you can use a bonus action on each of your turns to cause a bolt of lightning to leap
from the center of the sphere toward one creature you choose within 60 feet of the center. Make a ranged
spell attack. You have advantage on the attack roll if the target is in the sphere. On a hit, the target takes
4d6 lightning damage. Creatures within 30 feet of the sphere have disadvantage on Wisdom (Perception)
checks made to listen.
At Higher Levels: When you cast this spell using a spell slot of 5th level or higher, the damage increases
for each of its effects by 1d6 for each slot level above 4th.
[This spell is reprinted from the Elemental Evil Player's Companion.]

3rd-level conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (a drop of water)
Duration: Instantaneous
You conjure up a wave of water that crashes down on an area within range. The area can be up to 30 feet
long, up to 10 feet wide, and up to 10 feet tall. Each creature in that area must make a Dexterity saving
throw. On a failure, a creature takes 4d8 bludgeoning damage and is knocked prone. On a success, a creature
takes half as much damage and isn't knocked prone. The water then spreads out across the ground in all
directions, extinguishing unprotected flames in its area and within 30 feet of it.
[This spell is reprinted from the Elemental Evil Player's Companion.]
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6th-level necromancy
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (a handful of tiny animal bones)
Duration: Concentration, up to 10 minutes
You draw long-buried bones through the earth to rise in a wall of interlocking random bones with sharp
points. The wall appears within range on a solid surface and lasts for the duration. You choose to make the
wall up to 60 feet long, 10 feet high, and 5 feet thick or a circle that has a 20-foot diameter and is up to 20
feet high and 5 feet thick. The wall blocks line of sight.
When the wall appears, each creature within its area must make a Dexterity saving throw. On a failed save,
a creature takes 7d8 damage (half piercing and half necrotic), or half as much damage on a successful save.
A creature can move through the wall, albeit slowly and painfully. For every 1 foot a creature moves through
the wall, it must spend 4 feet of movement.
Furthermore, the first time a creature enters the wall on a turn or ends its turn there, the creature must make
a Dexterity saving throw. It takes 7d8 damage (half piercing and half necrotic) on a failed save, or half as
much damage on a successful one. Undead creatures are affected differently.
Nearby undead feel a faint attraction to the wall and undead that can see the wall and with an intelligence
of 8 or less must succeed on a Wisdom saving throw or immediately move to touch the wall. Each undead
need only make this saving throw once.
All undead creatures can touch the wall without suffering any damage, and incorporeal undead can move
through the wall without treating it as difficult terrain. However, corporeal undead that touch the wall
(whether as a result of attraction or otherwise), must succeed on a Wisdom saving throw or become partially
incorporated into the wall, becoming restrained. An undead creature that is partially incorporated into the
wall can make a new saving throw at the end of each of its turns. On a successful save, it frees itself. If a
corporeal undead is partially incorporated into the wall when the spell ends or is forcibly separated from
the wall while still incorporated, it suffers 10d8 damage, with no saving throw.
At Higher Levels. When you cast this spell using a spell slot of 7th level or higher, damage increases by
1d8 for each slot level above 6th.

205
208

5th-level transmutation
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (a spider's spinneret and egg-sac)
Duration: Concentration, up to 10 minutes
You create a wall of webs inhabited by thousands of tiny spiders on a solid surface within range. The wall
is 6 inches thick and is composed of ten 10-foot-by-10-foot panels. Each panel must be contiguous with at
least one other panel. The wall must appear on a solid surface, but is supported by an internal frame so it
does not need to be anchored like web spell. Each creature that starts its touching the webs or that enters
them during its turn must make a Dexterity saving throw. On a failed save, the creature is restrained as long
as it remains touching the webs or until it breaks free. A creature restrained by the webs can use its action
to make a Strength check against your spell save DC. If it succeeds, it is no longer restrained.
In addition, spiders swarm over each creature that starts its turn touching the webs or that enters them during
its turn and such creatures must make a Constitution saving throw. On a failed saving throw, the creature
takes 2d8 poison damage, or half as much damage on a successful saving throw. On a failed save, it has the
poisoned condition until the end of its next turn. Creatures that are immune or have resistance to piercing
damage aren't subject to these effects. The webs are flammable. Any 10-foot panel of webs exposed to fire
burns away in 1 round, dealing 4d4 fire damage to any creature that starts its turn in the fire.

4th-level abjuration
Casting Time: 1 bonus action
Range: 30 feet
Components: V
Duration: 1 minute
You attempt to prevent others from interfering in a duel. When you cast this spell, you must designate one
creature that you can see within range as your counterparty. Until the spell ends, any other creature who
targets you or the counterparty with an attack or a harmful spell must first make a Wisdom saving throw.
On a failed save, the creature must choose a new target or lose the attack or spell. This spell protects you
and the counterparty against being intentionally targeted with area of effect spells, but you and the
counterparty may be caught in area effect spells that target others. Furthermore, both you and your
counterparty assisted with spells or special abilities. If you make an attack or cast a spell that affects an
enemy creature other than the counterparty, this spell ends.

206
209

4th-level abjuration (ritual)
Casting Time: 10 minutes
Range: 120 feet
Components: V, S, M (either 100 gp of powdered silver and platinum which is consumed by the spell or a
specially prepared silver and platinum inlay worth at least 2,000 gp and taking 1 month to prepare)
Duration: 24 hours
You ward an area within range against hostile creatures and spirits. Creatures that are hostile to you, as well
as celestials, elementals, fey, fiends and undead, must make a Charisma saving throw to enter the warded
area. In addition, such creatures must succeed on a Charisma saving throw each time it wishes to attack,
cast a spell or take other hostile action while within the warded area. Instead of yourself, you can designate
another person, a family or an organization as a focus for hostility. If there is actual ambiguity about whether
a creature is hostile, it isn't treated as hostile for purposes of this spell. Casting this spell on the same spot
every day for a year makes this effect permanent.

2nd-level evocation
Casting Time: 1 action
Range: self
Components: V
Duration: Concentration, up to 10 minutes
A strong wind (20 miles per hour) blows around you in a 10-foot radius and moves with you, remaining
centered on you. The wind lasts for the spell's duration.
The wind has the following effects:






It deafens you and other creatures in its area.
It extinguishes unprotected flames in its area that are torch-sized or smaller.
The area is difficult terrain for creatures other than you.
The attack rolls of ranged weapon attacks have disadvantage if they pass in or out of the wind.
It hedges out vapor, gas, and fog that can be dispersed by strong wind.

[This spell is reprinted from the Elemental Evil Player's Companion.]
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Transmutation cantrip
Casting Time: 1 action
Range: Touch
Components: S
Duration: Instantaneous
At your touch, up to 1 cubic foot (about 7 gallons) of water freeze into ice. The ice is natural, and will melt
based on ambient temperatures. This spell does not shape the ice, but with enough time and application,
you could freeze enough water to form a bridge over still water.
You can also use this spell to freeze ambient moisture out of the air, creating a small amount of snow or
artistic effects. The volume of water effected by this spell increases to a 5 foot cube when you reach 5th
level, a 10 foot cube at 11th level, and a 20 foot cube at 17th level.

Transmutation cantrip
Casting Time: 1 bonus action
Range: Touch
Components: S
Duration: 1 minute
This spell makes a minor change to your bonded weapon (from the Eldritch Knight special ability). Choose
one of the following effects:






Lengthen or shorten the weapon, adding or removing the reach property to the weapon. The
weapon's balance is off, so attack rolls suffer a -1 penalty.
Alter the weapon's surface, changing the damage type to bludgeoning, piercing or slashing.
The weapon turns matte black and is utterly silent (including when drawn or struck against other
weapons or armor).
The weapon sheds bright light in a 20-foot radius and dim light for an additional 20 feet.
The weapon thrums with power, emits a shower of sparks, is coated with fire or frost, or other
minor effects.


If the weapon is a sentient magic weapon, then it can choose to make a Charisma saving throw to prevent
the effect.
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9th-level illusion
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 minute
Drawing on the deepest fears of a group of creatures, you create illusory creatures in their minds, visible
only to them. Each creature in a 30- foot-radius sphere centered on a point of your choice within range must
make a Wisdom saving throw. On a failed save, a creature becomes frightened for the duration. The illusion
calls on the creature’s deepest fears, manifesting its worst nightmares as an implacable threat. Each
frightened creature takes 4d10 psychic damage at the beginning of its turns. At the end of its turn, it makes
a Wisdom saving throw or take 4d10 psychic damage. On a successful save, the spell ends for that creature.
[This spell incorporates errata from the Player's Handbook.]

7th-level Evocation
Casting Time: 1 action
Range: 300 feet
Components: V,M (a piece of straw)
Duration: Concentration, up to 1 minute
A whirlwind howls down to a point on the ground you specify. The whirlwind is a 10-footradius, 30-foothigh cylinder centered on that point. Until the spell ends, you can use your action to move the whirlwind
up to 30 feet in any direction along the ground. The whirlwind sucks up any Medium or smaller objects
that aren't secured to anything and that aren't worn or carried by anyone.
A creature must make a Dexterity saving throw the first time on a turn that it enters the whirlwind or that
the whirlwind enters its space, including when the whirlwind first appears. A creature takes 10d6
bludgeoning damage on a failed save, or half as much damage on a successful one. In addition, a Large or
smaller creature that fails the save must succeed on a Strength saving throw or become restrained in the
whirlwind until the spell ends. When a creature starts its turn restrained by the whirlwind, the creature is
pulled 5 feet higher inside it, unless the creature is at the top.
A restrained creature moves with the whirlwind and falls when the spell ends, unless the creature has some
means to stay aloft. A restrained creature can use an action to make a Strength or Dexterity check against
your spell save DC. If successful, the creature is no longer restrained by the whirlwind and is hurled 3d6 x
10 feet away from it in a random direction.
[This spell is reprinted from the Elemental Evil Player's Companion.]
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2nd-level conjuration
Casting Time: 1 action
Components: V, S, M/DF (ground glass)
Range: 100 ft. + 10 ft./level
Area: 20-ft - radius spread
Duration: 1 round/level
Ice encrusts the ground, radiating supernatural cold and making it difficult for creatures to maintain their
balance. This icy ground is treated as normal ice, forcing creatures to spend 2 squares of movement to enter
an icy square and increasing the DC of Acrobatics checks attempted in the area by 5. A creature that begins
its turn in the affected area takes 1d6 points of cold damage, and has disadvantage on saving throws against
all spells that do cold damage for one round.

Abjuration cantrip
Casting Time: 1 action
Range: 30 feet
Components: V
Duration: 1 round
You deliver a stern word of rebuke, empowered by your consecration into holy mysteries, against a creature
within range that can understand a language (not necessarily a language you speak). The target must succeed
a Wisdom saving throw or take 1d6 psychic damage. If the target ends its next turn closer to you than it
began that turn, it suffers the cantrip's damage again (roll the damage a second time).
The spell's damage increases by 1d6 when you reach 5th level (2d6), 11th level (3d6), and 17th level (4d6).
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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 computer 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 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; artifacts,
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 registered 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 Contributor 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 License except as
described by the License itself. No other terms or conditions may be applied to any Open Game Content
distributed using this License.
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of
this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a
perpetual, worldwide, 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 contributing 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 COPYRIGHT 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.
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7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to
compatibility, except as expressly licensed in another, independent Agreement 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 distributing 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 distribute 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 unless 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 governmental 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 sublicenses 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 1.0a © 2000, Wizards of the Coast, Inc.
System Reference Document © 2000, Wizards of the Coast, Inc; Authors: Jonathan Tweet, Monte Cook,
and Skip Williams, based on material by E. Gary Gygax and Dave Arneson.
Reign of Winter Player’s Guide © 2013, Paizo Publishing, LLC; Author: Adam Daigle et al.
Reign of Winter 5e D&D Player’s Guide Conversion © 2016, Billy Watford
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