DDRPG Player PRimer

PART 1: WELCOME TO
DUNGEON DWELLERS
ROLEPLAYING

Dungeon Dwellers Roleplaying Game (DDRPG) is a
fantasy tabletop roleplaying game in which Players take on
the roles of Delvers - fearless explorers and adventurers seeking fortune and glory in a dangerous fantasy world.
DDRPG is…
ACCESSIBLE
The rules are simple and straightforward.
CONSISTENT
There are few exceptions to the rules.
FLEXIBLE
The system is easily modified, houseruled, and expanded.
FAMILIAR
The intent is to capture the original edition magic with
readily identifiable mechanics.
PERILOUS
Nothing is certain and danger lurks around every corner.
RULINGS OVER RULES
Rules exist to avoid confusion and friction. Only the rules
necessary to run the game are provided and explained.
Resolving vagaries and edge-cases falls to the Gamemaster
who makes a ruling and gameplay resumes.
ROLL WHEN NECESSARY
The only time dice are rolled is when success or failure
yield interesting results. If a task is routine and lacks
compelling consequences, don’t bother rolling dice, the
effort is minimally successful.
WHAT IS ROLEPLAYING?
Roleplaying gaming is “let’s pretend” with rules, roles, and
dice.
Rules covering the core game system (ability checks,
attacks, and saving throws) are covered in more detail
below.
One of the participants assumes the role of
Gamemaster (GM), the others are Players. The Players
each have at least one Player Character (PC) while the
Gamemaster is responsible for the rest of the world. While
the Players explore the fictional gamespace through their
PCs, the GM determines the pacing, makes rulings, and
describes what the PCs sense. The GM also portrays
the NPCs inhabiting the world, controls foes, and sets
challenges.
Dice are a tool used to determine success or failure
when faced with challenges. The game would not be fun
if every action always succeeded or failed. Uncertainty

is part of the game. Dice are rolled to generate numbers
which, when combined with Ability Scores and other PC
elements on the character sheet, determine outcomes.
WHAT’S NEEDED FOR PLAY
• Rules - These rules you’re holding in your hands.
• Miniatures and Gaming Mat - A playmat, terrain,
or scaled playing surface along with figurines of the
PCs and foes provides focus and clarifies tactical play.
Some groups use graph paper, others a whiteboard
and dry erase markers.
• Scenario or Adventure - A structured narrative of
challenges, hazards, rewards, consequences, and foes.
• Dice - Every participant should have at least one set
of standard gaming dice: d4, d6, d8, d10, d12, d20,
and d100 percentile dice. Dice can be shared but
every Player should have their own to save time.
READING DICE
The notation for dice is dX, where d indicates die and
the X the number of faces on the die. A notation of 3d6
indicates 3 six-sided dice are rolled and totaled. Some
die rolls involve a modifier such as d6+2. The modifier is
added to the die roll so a roll of 1d6+2 yields a result of
3-8. The minimum result from any die roll is a 1.
Some die rolls refer to exotic dice such as d2, d3, or
d5. For the d2, roll any die. On evens it is a 1, odds it is a 2.
For the d3 roll a d6, rolls of 1-2 is 1, 3-4 is 2 and 5-6 is 3.
For the d5 roll 1d10, on a 1-2 is a 1, rolls of 3-4 is a 2, 5-6
is 3, etc.
The d100 percentile dice consists of two ten-sided dice,
one has two numbers indicating the tens digit, and the
other indicates the ones digit, so a roll of 30 and 9 is a 39,
not a 309. A roll of 00 and 9 is a roll of 9, not 109.
Some rolls may require division, unless told otherwise,
drop the fraction.

PART 2: PLAYER CHARACTER
CREATION

Every Player needs a Player Character (PC). The PC is
the vehicle the Player senses and interacts with the shared
narrative. Player Characters are created with the following
steps:
CHARACTER CREATION STEPS
1. Assign Ability Scores
2. Choose Folk
3. Choose Class
4. Assign Saving Throws
5. Choose Background
6. Note Armor and Shield Proficiencies
7. Select Weapon Proficiencies
8. Choose Languages
9. Determine Hit Points
10. Purchase Gear

STEP 1: ASSIGN ABILITY SCORES
Ability Scores are numerical ratings, the higher the Score
the more effective it is. Every creature has the same six
Ability Scores:
• Strength (Str): Might and physique useful for melee
attacks, athletics, lifting, pushing, and forcing
• Dexterity (Dex): Nimbleness and reflexes useful for
ranged attacks, dodging, tumbling, and catching
• Constitution (Con): Vitality and health useful for
surviving injury and resisting poison, fatigue, and
disease
• Intelligence (Int): Memory and reasoning useful for
recalling lore, searching, and solving puzzles
• Wisdom (Wis): Insight and willpower useful for
detecting lies, crafts, and resisting compulsions
• Charisma (Cha): Appeal and leadership useful for
charming, manipulating, and influencing others
A score 6 or less denotes a severe impairment. There is
no upper limit for a score, but 10-11 is average.
Ability Modifiers, sometimes called modifiers or
mods, are adjustments to dice rolls involving an Ability
Score. Every Ability Score has an associated Ability
Modifier. In the case of Strength (Str) the modifier applies
to most melee attacks, damage rolls, and attempts to apply
muscular power to push, pull or break something. See
Table 2-1 for Ability Scores & Modifiers
Table 2-1
Ability
Score
0-1		
2-3		
4-5		
6-7		
8-9		
10-11
12-13
14-15
16-17
18-19
20		

Ability Scores & Modifiers
Ability
Modifier
-5
-4
-3
-2
-1
0
+1
+2
+3
+4
+5

GENERATING ABILITY SCORES
To generate a PC’s Ability Scores, Players distribute the
following numbers: 16 (+3), 14 (+2), 12 (+1), 11 (+0), 10
(+0), 8 (-1). Folk Ability Score adjustments are added to
these scores to determine the final Ability Score. Note this
on the character sheet.

STEP 2: CHOOSE FOLK
Folk defines a number of inherent and learned traits.
There are four playable folk to choose from. Note your
choice of folk on the character sheet along with the folk’s
traits.
DWARF
Dwarves are stocky, subterranean, bearded folk known
for their toughness and craft skills especially with metal,
stone, and gems.
Move: 6 paces
Folk Ability Score Adjustments: +2 Con, -1 Cha
Size: Medium; may not use longbows or melee weapons
with Reach greater than 2
Weapon Proficiency: choose any two Weapon
Proficiencies: any axe, any pick, or any hammer
Typical Proficiencies: Dwarves are extraordinarily
gifted with senses developed from millennia of living
underground. Many of their talents relate to crafting as
well as surviving the hostile Darkreaches.
• Underground survival to find and identify edible
fungi and drinkable water
• Underground navigation to traverse dangerous
terrain and recognize denizens
• Finding and disarming stonework traps, noticing
secret doors, and avoiding hazards
• Knowledge relating to dwarven allies and foes
Magic Resistant:+2 to saves vs. magic and magical effects
Poison Resistant: +2 to saves vs. poisons and venoms
Darkvision: 20 paces, black and white only
Doughty: no reduction to Move due to worn armor or
Load until Heavily Encumbered is exceeded.
Grudgesworn: +1 to hit goblin-kind (goblins, hobgoblins,
orcs, and half-orcs)
Giant Fighter: +4 bonus to Defense when fighting giants
and their kin
Bonus Languages: Any Human, Giant, Gnome, Goblin,
Orc, Terran, and Undercommon
ELF
Elves are tall, willowy sylvan-dwelling folk known for their
nimbleness and skill with bows.
Move: 15 paces
Folk Ability Score Adjustments: +2 Dex, -1 Con
Weapon Proficiency: proficient in shortbow, longbow,
shortsword and either rapier or longsword
Typical Proficiencies: Elves live in harmony with the
natural world as they have for millennia, magic is equally
part of their makeup.
• Wilderness survival, foraging, setting traps and
snares, and hunting
• Wilderness navigation and traversing difficult
wilderness terrain
• Knowing the ways of ancestral enemies and allies
• Spotting minute details to find secret doors
• Recognizing and identifying spells and magic items
Elfsight: +2 bonus to checks involving vision. Elves may

detect secret doors walking within 2 paces of concealed
portals of any kind
Feykin: +2 to saves vs. enchantment and charm spells
and effects. Spell Resistance 20 + Character Level vs. sleep
spells and similar effects
Unspoiled: Immune to ghoul paralysis but not from
ghasts
Trance: Require 1 hour of rest per day during which time
they enter a deep meditative trance similar to sleep
Low-Light Vision: treat starlight and moonlight as
normal daylight; all light sources count as double to elves;
color vision is retained
Bonus Languages: Any Human, Draconic, Gnoll, Gnome,
Goblin, Orc, and Sylvan
HALFLING
Halflings are small, pudgy pastoral dwelling folk known
for their fearlessness and stealthiness.
Move: 9 paces
Folk Ability Score Adjustments: +2 Dex, -1 Str
Size: Small for Load and Heft, +1 Defense
Weapon Proficiency: Sling
Typical Proficiencies: Despite their brief adolescent
period of intense curiosity, of all the Folk produce the
fewest adventurers as such most of their knowledge relates
to the pastoral and sedentary lifestyle
• Evaluating the quality of food, drink, and creature
comforts
• Knowledge of halfling foes and allies
• Moving silently and remaining hidden
• Knowledge of the best taverns and inns and knowing
the names of the owners, the wait staff, and even the
cooks and brewmasters of the establishments
Deadeye: +1 Attack Rolls with thrown weapons, slings,
and staff slings
Lucky: +1 to all saves
Sneaky: +2 bonus to rolls involving stealth including
picking pockets and moving unseen and unheard
Sharp Eared: +2 bonus to checks involving hearing
Plucky: +2 to saves vs. Fear and fear-based effects
including mundane intimidation attempts
Peckish: count as medium-sized for provision
consumption
Bonus Languages: Any Human, Dwarven, Elven, Gnome,
Goblin, and Orc
HUMAN
Humans are the most common of the folk, they dwell
everywhere and are known for their versatility
Move: 12 paces
Folk Ability Score Adjustments: +2 to one score or +1 to
two scores
Weapon Proficiency: Pick any single weapon
Typical Proficiencies: Humans being highly versatile
enjoy the most leeway in terms of what they likely learned
in the few years before they took to adventuring
• Highly variable, while some humans live in cities,

others are nomads
Knowledge of the geography and history of their
lands as well as the legends and rumors
• Knowledge of their regional allies and foes
Proficient Save: nominate a third Ability Score as a
Proficient Saving Throw
Versatile: Once per game session, a human PC may reroll
any one Attack, Saving Throw, or Ability Check. The new
roll supersedes the original roll even if it’s lower
Bonus Languages: Any
•

STEP 3: CHOOSE CLASS
Class refers to a character’s role as a delver. A delver is a
professional explorer and adventurer.
Class defines many character traits, among them hit
points, armor and weapon training, and special Class
features such as spellcasting, rebuking undead, sneak
attack, and weapon focus. There are four playable Classes.
Note your selection on the character sheet.
CLERIC
Clerics are the divine representatives of the gods. They are
skilled in battle and wield divine magic.
Proficient Save: Wisdom
Armor Proficiencies: Very Light, Light, Medium, Heavy,
and Shield
Weapon Proficiencies: All clerics gain Weapon
Proficiency in their deity’s weapon plus any 3 from the
following: club, any flail, any mace, any hammer, any staff
or club, sling. Clerics learn 1 Weapon Proficiency every 3
levels.
Hit Die: 1d8 + Con per level.
Typical Proficiencies: Clerics are active representatives of
the gods straddling the intersection of a crusader, temple
defender, and cloistered priest. Different faiths emphasize
different aspects: a cleric devoted to a god of battle studies
strategy, military history, and siegecraft more typical of
warriors and professional soldiers, but a cleric serving a
nature goddess will have a more agrarian focus, schooled
in healing, various crafts, animal husbandry, and farming.
• Religious beliefs and practices of both allied and
enemy faiths
• Planar knowledge relating to locales and entities
dwelling there
• Treating wounds, curing poisons, diseases, herbal
remedies and apothecary work
• Public speaking and social interactions in the name of
the faith
• Domain knowledge such as streetwise and burglary
for clerics of the god of thieves or economics,
stewardship, and haggling for a goddess of trade.
Spellcasting: Clerics use Wisdom as their casting Ability
Score
Orisons: Clerics know 3 orisons at level 1 and gain
additional orisons as they gain levels (see Table 2.2).
Unlike normal spells, orisons are not expended when cast.

Spells Prepared Per Day: Clerics pray one hour per day
to receive their spells. Clerics may prepare level + Wisdom
Modifier spells per day selected from the Cleric list.
Prepared spells are cast by expending slots.
Devotion: The cleric may spend a short rest to restore
some of their spent spell power. The cleric recovers a
number of spell slots equal to half their level, rounded
down. A 5th level cleric would recover 2 levels of spell
slots either 2 1st level spell slots or 1 2nd level spell slot.
This feature recharges after a long rest.
Healing Hands: Clerics always have the cure wounds spell
prepared. This does not count against their daily limit. As
the Cleric levels, additional spells are treated as always
prepared:
Cleric
Level
1 		
3 		

Prepared Spells
Cure Wounds
Lesser Restoration

Rituals: Prepared cleric spells with the ritual descriptor
may be cast. The ritual takes 10 minutes longer to cast but
does not use up a spell slot.
Spells Per Day: Clerics access to spells increases in terms
of slots per day and available spell levels, see below.
Spellcasting Attack Bonus: Proficiency Bonus + Wisdom
Bonus
Spellcasting Save (DC): 10 + Proficiency Bonus +
Wisdom Bonus
Rebuke Undead: When rebuked, undead within 10 paces
must make a Wisdom save DC 10 + Cleric’s Charisma
Modifier+ Proficiency Bonus. If the Save is successful,
the undead ignores the rebuke attempt. If the save is
unsuccessful the undead must immediately retreat away
from the Cleric. Turned undead may approach no closer
than 10 paces for 2d6 rounds (GM rolls in secret). Undead
unable to retreat cower and take the defend action +4 AC.
Any injury, hostile abilities, or effects targeting the undead
breaks the rebuke.
This feature is restored after a short rest.
FIGHTER
Fighters are professional warriors. They are broadly skilled
in arms and armor and are the toughest of the classes.
Proficient Save: Strength
Armor Proficiencies: Very Light, Light, Medium, Heavy,
Very Heavy, Shield
Weapon Proficiencies: Any 4, fighters learn +1 weapon
proficiency per 2 levels
Hit Die: 1d10 + Con Mod per level
Typical Proficiencies: Fighter training is very diverse and

tied to their battlefield experiences.
• Feats of athletics such as climbing, lifting, pulling, and
swimming as well as riding beasts and driving chariots
• Evaluating the quality of weapons, armor, and tools of
warfare
• Recognizing standards, heraldry, and related
iconography
• Intimidating and evaluating foes
• Spotting an ambush or tactical hazard
Second Wind: Once between long rests a fighter may, as a
bonus action, spend one or more of their Recovery Dice to
immediately recover hit points.
Cleave: After reducing a foe to 0 hit points, the Fighter
may execute an additional attack against an enemy. Every
round the Fighter may perform as many Cleave attacks as
they have levels. A fighter may move to reach additional
foes with cleave attacks provided they have unused
movement.
Weapon Focus: At level 1, the Fighter chooses a weapon
focus to gain +1 to hit and +1 damage with a specific
weapon. Every even level the Fighter chooses to increase
the bonus with a previously chosen weapon by a further
+1 to hit and +1 damage (max weapon focus bonus +3 to
hit and +3 damage) or selects a new Weapon Focus.
ROGUE
Rogues are the generalists, thieves and scouts. They are
modestly skilled in weapons but are lethal with surprise.
Proficient Save: Dexterity
Armor Proficiencies: Very Light, Light
Weapon Proficiencies: 3 selected from the following:
short sword, rapier, short bow, dart, club, dagger, light
crossbow, +1 per 4 levels
Hit Die: 1d6 + Con Mod per level
Typical Proficiencies: Rogues are, by nature, generalists.
Some are sneak thieves, others spies, many are assassins
making their livings with poison and garrotes.
• Tumbling, scaling sheer surfaces, and feats of balance,
moving unseen and unheard
• Picking locks, finding and disabling traps, and other
security measures
• Picking pockets, cutting purses, and sleight of hand,
concealing goods on yourself or others
• Lying and deception, running cons, bluffing to
manipulate a foe
• Contacting, identifying, and interacting with figures
within the criminal underworld
Sneak Attack: Once per turn, a flanked or a surprised
enemy may be targeted with a Sneak Attack with a finesse
or ranged weapon. The attack roll is +4, on a successful hit
the attack deals the listed Sneak Attack as bonus damage.
Ranged weapons can be used to deliver Sneak Attacks
so long as the target is within 10 paces and unaware of

the Rogue’s presence or be adjacent to one of the Rogue’s
allies.
WIZARD
Wizards are scholars of the dark arts. They are poor in a
fight but they wield potent arcane spells.
Proficient Save: Intelligence
Armor Proficiencies: None
Weapon Proficiencies: 1 selected from the following:
quarterstaff, dagger, dart, light crossbow, club, +1 weapon
proficiency every 5 levels
Hit Die: 1d4 + Con Mod per level
Typical Proficiencies: Wizards are scholars and sages by
necessity.
• Sensing and identifying magic items
• Decrypting magical formulas and codes, solving
ancient mysteries, riddles, and puzzles
• Obscure and erudite knowledge, myths and legends,
fey, magical beasts
• Interacting with scholars, sages, librarians, alchemists,
and wizard guild members.
Spellcasting: Wizards use Intelligence as their casting
Ability Score.
Cantrips: Wizards know 3 cantrips at level 1 and gain
additional cantrips as they level, see Table X.X: Wizard
Features below.
Diligence: Beginning at the 2nd level, once per day,
between long rests, the wizard may spend a short rest to
restore some of their spent spell power. After the rest, the
wizard recovers a number of spell slots equal to half their
level, rounded down.

Rituals: Cast any ritual known if the spell is in a
spellbook. The spell takes 10 minutes longer to cast. The
ritual spell doesn’t need to be prepared and does not use
up a slot.
Spells Prepared Per Day: Wizards must study their
spellbooks to replenish their arcane powers. Studying
takes one hour. The wizard prepares a number of spells
equal to their wizard level + Intelligence Modifier. It is
from this pool of spells a Wizard draws from when casting
spells throughout the day. For more details see Chapter 7:
Spells & Magic.
Spellbooks: All wizards begin play with a spellbook
containing 6 1st level spells. When the character levels,
they gain 2 Wizard spells of their choosing but the spells
must be castable. Most spellbooks are 100 pages and weigh
around 10 lbs. Each spell occupies one page per level.
If a Wizard comes upon a spell they can, with time and
materials, copy the spell into their spellbook.
Spells Per Day: As Wizards level their access to spells
increases both in terms of slots per day and available spell
levels, see below.
Spellcasting Attack Bonus: Proficiency Bonus +
Intelligence Bonus
Spellcasting Save DC: 10 + Proficiency Bonus +
Intelligence Bonus

STEP 4: ASSIGN SAVING THROWS
All PCs have at least 2 proficient saving throws, and
human PCs receive one additional proficient saving throw.
Class determines the first proficient saving throw, and
any additional proficient saving throws are selected by
the Player. All other saving throws are considered NonProficient. For more information see Saving Throws below.
STEP 5: CHOOSE BACKGROUND
Players define their character’s three background elements:
Culture, Upbringing, and Trade. Choose one from each
element.
Culture defines the circumstances of a character’s birth,
in part defining access to education, language, and
technologies. The four cultures in Dungeon Dwellers RPG
are as follows:
• Nomad. These are always on the move, rarely staying
in an area for long. Some are seasonal foragers while
others follow game migrations or seek grazing lands.
• Barbarian. They live in modest tribes and clans
on the very fringes of civilization. They tend to be
superstitious, obeying taboos handed down by their
elders ages ago. They may even worship unusual
nature and elemental gods some of which date back to
the earliest days of the world.
• Urban. These folk have abandoned rural living and
are reliant upon technology and trade to sustain
themselves. Most urban folk are skilled tradesmen
either crafting or providing services in exchange for
goods or funds.
• Rural. These folk are farmers, homesteaders, and
hermits living on the bounty of the land.

Upbringing describes the circumstances into which a PC
was born, raised, and educated. It is, in part, their social
class and standing within their community.
• Orphan. The character wasn’t raised in a typical
family situation and generally had to look after
themselves. They are self-reliant out of necessity. For
them, life is hard and often very short.
• Bondsmen. The lowest rung of any society is
occupied by those who are considered property. Most
born indentured will die indentured as will their
children.
• Commoner. The bulk of any society is the common
man. Most are tenants spending the bulk of their
earnings keeping a roof over their heads and food in
their bellies; many struggle to do either.
• Freemen. Also known freeholders, freemen are
among the few middle-class. They may own land
provided they stay in the good graces of the presiding
noble and pay bribes to the right people.
• Noble. Born into a life of privilege or, through good
fortune, acquire privilege, nobles rule from on high,
wielding power and prestige for their selfish ends.
• Outlaw. Every society has outsiders, those who live
on the fringes either choosing the life of a criminal
and outsider. Outlaws are treated as dangerous
animals. Outlaws are reviled, distrusted, and face
severe consequences if caught by the authorities.
Trade defines a character’s vocation. PCs in DDRPG are
not born Wizards or Fighters. Most folk are apprenticed.
Training begins before adolescence, in some cases when
the character is a child. Some sample trades include:
barber, beggar, pickpocket, burglar, bandit, poacher,
hunter, fisherman, bookbinder, woodcutter, scribe,
cartographer, midwife, herbalist, cobbler, brewer, vintner,
distiller, innkeeper, server, artisan, farmer, alchemist,

apothecary, drover, fence, entertainer, smuggler, forger,
healer, grifter, stevedore, sailor, emissary, soldier, watch,
ferrier, furrier, tailor, haberdasher, tinkerer, bower, fletcher,
glassblower, dyer, weaver, herer, cook, servant, cryer,
groundskeeper, tanner, leatherworker, smith, armorer,
carpenter, woodworker, laborer, potter, wheelwright,
logger, toymaker, trapper, baker
STEP 6: NOTE ARMOR & SHIELD
PROFICIENCIES
Class defines what armor and shield characters are trained
to wear and use. Note these on the character sheet.
STEP 7: CHOOSE WEAPON PROFICIENCIES
Folk provide opportunities to learn one or more cultural
weapons. Class provides additional opportunities. Note
these on the character sheet.
STEP 8: CHOOSE LANGUAGES
All characters know their native tongue. Characters with
Intelligence 8+ are assumed literate with their native
script. Characters learn additional tongues and scripts,
equal to their Intelligence Modifier. Note these on the
character sheet.
STEP 9: DETERMINE HIT POINTS
Characters begin play at Level 1 with maximum hit points
based upon their Constitution Modifier and their Class.
For example, a Fighter with Constitution 15 at 1st level has
12 hit points (1d10 + 2). Note this on the character sheet.
STEP 10: PURCHASE GEAR
All characters begin with 200 gold pieces (gp) representing
savings and goods acquired prior to beginning play as a
1st level delver. These monies are spent to purchase armor,
shield, weapons, ammunition, and other adventuring
equipment. Choose wisely and enter this onto the
character sheet. Unspent funds are noted on the character
sheet.
CHARACTER LEVEL
All Player Characters begin at level 1 with 0 XP. As they
accumulate Experience Points (XP) they gain levels. As
characters gain levels they become tougher, acquire new
class abilities, and become more competent.

PART 3: DDRPG GAME SYSTEM
PROFICIENCY AND NON-PROFICIENCY
The Proficiency Bonus is equal to the character level. The
Non-Proficiency Bonus is ¼ character level (dropping
the fraction). When faced with a challenge, a character is
proficient or non-proficient. A character’s folk, class, and
background determine if an action is Proficient or NonProficient.
CHALLENGES & DIFFICULTY
The core of the game is the twenty-sided die or the d20.
Most actions involving success or failure, the d20 is rolled.
For non-combat actions the Gamemaster (GM) assigns
a Difficulty Class (DC). An average challenge is DC 10
meaning a 10 or higher is a success. A modified roll less
than a 10 indicates failure. An unmodified roll of 20 may
indicate a Critical Success has occurred yielding benefits.
A roll of 1 may indicate a fumble has occurred, usually a
setback or complication.
Ability Checks
These are the most common dice rolls. These can be
anything from moving a boulder, leaping to a rope, or
deciphering a riddle. Ability Checks are tied to one of the
six Ability Scores. Ability checks are listed along with the
Difficulty Class (DC) thusly: Strength check DC 11. A
d20 is rolled adding the Ability Modifier and either the
Proficiency Bonus or the Non-Proficiency Bonus.
Saving Throws
Saves are reactive rolls often used to resist or evade some
harm such as a falling boulder, poison gas, or a spell.
Saving throws are tied to Ability Scores and are made
by the target of the effect. When asked to make a saving
throw a d20 is rolled and the stated Ability Modifieris
added along with the Proficiency or Non-Proficiency
bonus against a DC set by the GM. If the modified roll
equals or exceeds the DC, the saving throw is successful
and the harm effects are either reduced or nullified.
COMBAT
Rounds & Turns
Combat is carried out in rounds & turns. A round is
roughly 5 seconds but in the real world will take longer to
resolve. When a creature acts within the round, it’s called
a turn. When all turns have been resolved, a new round
begins.
Surprise
Before Initiative is rolled, the GM determines if any of
the combatants are caught unawares. There are many
factors, ultimately the GM determines if the conditions for
surprise are present. If so, Wisdom vs. Dexterity checks
may be in order to determine if one side or the other is
surprised and to what degree. Surprised creatures are

either Flat-Footed or Oblivious. Flat-footed creatures don’t
roll Initiative and act last in the round. Oblivious creatures
also don’t roll Initiative and get no turn in the first round.
If the surprised creatures are still alive after the surprise
round, Initiative is rolled normally.
Initiative
Creatures take turns in rolled Initiative order. Initiative is
determined by rolling a die, usually 1d8 to which nothing
is added. Creatures wielding awkward two-handed
weapons roll 1d4 while small weapon wielders roll 1d12.
Ties between players are resolved in any way they see fit.
Ties between GM controlled creatures and PCs go to the
Player Characters.
The GM counts down from 12 to 1. When a creature’s
Initiative is called it may act or take a Delay action
delaying their turn for later in the round.
Actions, Attacks, & Defenses
On a creature’s turn they may move or take an action
or take an action and then move. When in melee with
a foe, the creature is said to be Engaged. While engaged
a creature must make a Disengage action to move away
while avoiding Opportunity Attacks (see below).
Attack: the character makes an attack roll against a foe
within reach or range.
Cast: The character casts a spell, this may lead to an attack
or the target having to make a saving throw.
Move: The character uses some or all of their Move. The
character may use some of their move, take an action, then
continue their move.
Charge: Special move ending in an attack grating +2 to hit
but attacker is -2 to Defense till their next turn.
Focus: Spend the round aiming or focusing on the target
to gain +2 to hit on your next turn. If you lose sight of the
target, lose the bonus.
Guard: Attack at -4 but gain +2 to Defense.
Dash: A special move taking all of a character’s action but
doubling their Move. If used while engaged, this provokes
an opportunity attack.
Defend: The character gets no action other than a 1 pace
shift but gains +4 to defense and saving throws until their
next turn.
Disengage: The character safely moves away from engaged
enemies avoiding opportunity attacks.
Delay: The character delays their action, stating a trigger.
When the trigger occurs, the character interrupts and
takes their turn.
Ready: The unengaged character draws a weapon, readies
a shield, or procures an item. This may provoke an
opportunity attack.
Stow: The action safely puts away an item or sheaths a
weapon, this likely provokes an opportunity attack.
Other: Some other reasonable action taken approved by
the GM.

Generally, whenever the d20 is rolled it requires an action.
Some actions such as short statements, falling prone,
and dropping items, are free on a creature’s turn. Some
actions put the creature at risk and may provoke attacks of
opportunity. Generally, any action fitting within 5 seconds
is a reasonable action.
Opportunity Attacks
Whenever a creature becomes distracted and lowers their
guard, they may be attacked by all engaged foes. Generally
opportunity attacks occur when a creature makes a Dash,
Stow, or Ready action while engaged. A foe may only make
one opportunity attack per round, the GM makes the call
with unusual foes with many limbs.
Movement & Ranges
All distances are measured in an abstracted unit - the Pace
which is between 3 ft. and 5 ft. All creatures have a Move
rating based upon their creature type. Creatures may move
up to their Pace in squares or hexes as part of an action.
Attacking
To conduct an attack a creature must be within Reach or
Range of their foe. Reach and Range are defined by the
weapon and creature size.
•
The attacker rolls 1d20 and adds either their Strength
Modifierfor melee attacks or Dexterity Modifierfor
ranged attacks. Finesse weapons such as rapiers
and thrown weapons, allow the wielder to use their
Strength or Dexterity Modifierto both the attack roll
and the damage roll.
•
The attacker adds either their Proficiency Bonus
when using a proficient weapon or Non-Proficiency
Bonus if non-proficient. The GM may assess other
modifiers for range, facing, etc.
•
The adjusted roll is the Attack Roll, this is compared
to the foe’s Defense. If the Attack Roll equals or
exceeds the foe’s Defense, the attacker hits and rolls
the damage. The damage dice are rolled summed and
subtracted from the foe’s Hit Points. When Hit Points
are exhausted, the foe is disabled and possibly killed.
PCs who run out of Hit Points are disabled and must
make a Death Save to survive.
Spellcasting
Some spells are simple effects, when cast the effects occur.
Some spells are conducted as attacks. In such cases the
d20 is rolled and the spellcasting Ability Modifieris added
along with the Proficiency Bonus. This is compared to the
target’s Defense as normal. If the spellcasting attack equals
or exceeds the target’s Defense, damage dice are rolled just
like a regular attack.
Other spells require a saving throw; in such cases the
target rolls 1d20 adding their Ability Modifier (listed in
the spell) and either the Proficiency or Non-Proficiency
bonus. If successful, some or all of the spell is resisted and
the effects nullified or reduced.

PART 4: GEAR

Delvers live or die by their wits, their fortitude, and also
their gear. Sometimes a coil of rope or a flask of oil is all
that stands between life and death.
Gear must be purchased. As characters explore they
will acquire fabulous riches and treasures which they can
use to replace lost or damaged gear and also upgrade their
gear. Most wealth is rated in coins.
COINS
Coins vary slightly in weight, size, and composition. The
coins most often used are the copper piece (cp), silver
piece (sp), electrum piece (ep), gold piece (gp), and
platinum piece (pp). The relative value of the coins is as
follows:
cp*
sp
ep
gp
pp
cp* 1
1/10
1/20
1/100 1/1000
sp 10
1
½
1/10
1/100
ep 20
5
1
⅕
1/50
gp 100
10
2
1
1/10
pp 1000
100
20
10
1
1000 cp = 100 sp = 20 ep = 10 gp = 1 pp
LOAD
Characters are limited by how much they can carry. All
of a character’s gear, weapons, armor, etc. carried is called
their Load. Instead of keeping track of every ounce, Load
is handled abstractly. Each item of gear occupies one or
more slots.
• One reasonable set of worn clothes doesn’t count
towards Load.
• 12 tiny items occupy a slot.
• 2 small items occupy a slot.
• Large or heavy items occupy 2 or more slots.
Medium-sized characters may carry up to 12 plus their
Strength modifier in slots. Small characters may carry up
to 6 plus their Strength modifier in slots. Exceeding these
thresholds encumbers the character as follows:

Additional
Slots*
0
Unencumbered		
No penalties
1 to 6 Lightly Encumbered
⅔ MOVE and -2 to
				Attack rolls, Dexterity
				saving throws, and
				all ability checks.
7 to 12 Heavily Encumbered
⅓ MOVE and -4 to
				
Attack rolls, all Saving
				Throws, and Ability
				Checks.
*Small characters halve the number of slots, i.e. 1-3
additional slots is Lightly Encumbered and 4-6 additional
slots is Heavily Encumbered for halflings.
MOVE BY LOAD
Folk		
Unencumbered
Elf		
15 Paces		
Halfling		
12 Paces		
Human		
9 Paces		
Dwarf		
6 Paces		

Lightly Heavily
10 Paces 5 Paces
8 Paces 4 Paces
6 Paces 3 Paces
4 Paces 2 Paces

ARMOR AND SHIELDS
Armor and shields determine how easily a character can
be hit by an opponent’s weapon in combat. The chart
below shows the various types of armor your character
may equip themselves with.
Def Bonus is added to Defense.
Max Dex is the maximum Defense bonus from Dexterity.
SPD is reduction to Move in Paces.
Heft is the penalty to mobility checks such as climbing,
tumbling, jumping, and swimming.
Cost is the cost for the piece of gear.
Load is the number of slots for encumbrance purposes:
worn and carried.
Note: A character may only benefit from wearing one suit
of armor and may only use one shield.

Size indicates the size of the weapon for one-handed or
two-handed use when rolling Initiative.
Damage & Type indicates the die rolled for damage and
the type of damage delivered.
Reach indicates the weapon can strike foes one or more
pace away otherwise adjacent only.
Penetrating indicates the weapon ignores half a foe’s Def
bonus from worn armor but not shield.

Flailing indicates foe shield grants at most +1 to Defense
or the magical bonus, whichever is greater.
Two-Handed indicates the weapon can only be used twohanded.
Finesse indicates Strength or Dexterity Modifieris used
when determining attack and damage bonuses.
Versatile indicates weapon can be used two-handed for
added damage and quicker initiative.
Reload indicates the number of rounds required to reload
the weapon

Thrown indicates the weapon can be thrown
Weapon Ranges
Hatchet		
Handaxe		
Dart		
Dagger		
Javelin		
Spear		
Sling		
Shortbow
Longbow
Crossbow

Range (Paces)
7
10
7
10
15
10
10/15 for bullets
20
30
30

PART 5: MAGIC

Magic is at the core of high fantasy games and settings.
Without magic, clerics cannot heal and wizards cannot
fling fireballs.
SCHOOLS OF MAGIC
Magic, whether divine or arcane, is categorized by schools:
Abjuration magic is protective, intended to protect the
recipient from harm, e.g., shield.
Conjuration magic seeks to summon and control external
forces, objects, and beings, e.g., grease.
Divination magic governs knowledge, information, and
enhanced or new senses, e.g., detect magic.
Enchantment magic invests the target with magical traits
and qualities or compels them, e.g., charm person.
Evocation magic is the magic of manipulating energy and
forces, usually for destructive ends, e.g., fireball.
Illusion magic is subtle, intended to befuddle and mislead
the target, e.g., silent image.
Necromancy magic deals with life forces that can be used
to heal or harm, e.g., animate dead.
Transmutation magic seeks to change and alter the target
or recipient, e.g., gaseous form.
SPELLS & THE BATTLEGRID
Most spells require the caster have an unobstructed view
of the target. Attack spells, that is those with an attack
roll or requiring a saving throw from the target, may be
modified by Cover.
SPELL FORMS
Touch spells require deliberate physical contact between
the target and the caster.
Rays affect a single target and usually require a spellcasting
attack to hit the target.
Bolts affect all targets caught in the bolt’s length and width;
these usually require the target to make a saving throw.
Balls affect all targets caught in the ball’s diameter; these
usually require a saving throw.
Cones affect all targets caught in the fan-shaped area;
targets usually get a saving throw.
Cubes affect all targets caught in the cuboidal area and
may get a saving throw.
CANTRIPS & ORISONS
Cantrips and Orisons are petty magic taught to
apprentices and novices to prepare their minds for greater
spell power to come. Many cantrips are utility-based
and intended to make the caster’s life easier but are also
useful for creating distractions, entertaining locals, and
performing minor chores.
Unlike level 1 spells and above, cantrips and orisons
do not require a spell slot to cast they are simply known
by the caster.Cantrips and orisons are not expended when
cast, they are freely castable throughout the day.

CASTING SPELLS
When a spell is cast, the target likely is either targeted by
an attack using the Spellcasting Attack Bonus or the target
gets a saving throw.
Spellcasting Bonus: Proficiency Bonus + Ability Score
Bonus (Int for Wizards and Wis for Clerics)
Spellcasting Saves: DC 10 + Proficiency Bonus + Ability
Score Bonus (Int for Wizards and Wis for Clerics)
INTERRUPTING SPELLCASTING
Spellcasting requires focus to successfully weave and
direct the magic into cohesive spells. A spellcaster struck
or interrupted while casting their spell must make a
Constitution check DC 10 or half the damage, whichever
is higher.
If the distraction is more significant, such as ongoing
excruciating pain, the DC can be much higher.
CONCENTRATION
Some spells have a duration of Concentration. Only a
single spell can be concentrated upon at a time. Other
spells may be cast while maintaining Concentration. See
Interrupting Spellcasting above for details.
DAILY SPELL SLOTS
Spellcasting characters gain slots as they level. These slots
are expended in the casting of spells. Casting spells using
higher-level spell slots increases the effectiveness of the
spell.
Table 5.1: Spell Slots Per Level
Spell Level (both clerics and wizards)
Level 0
1
2
1
3
2
–
2
4
3
–
3
4
4
2
RITUALS
Any spell with the ritual tag can be cast ritually by clerics
and wizards. This effort takes 10 minutes longer than usual
to cast. For clerics, the spell must be prepared ahead of
time. For wizards, the ritual does not have to be prepared.
In either case, a ritual spell does not use up a spell slot.
SPELL RESISTANCE
Some combatants possess an innate resistance to magic
represented by a threshold that must be overcome for the
spell to take effect.
The caster rolls a caster check d20 + Spellcasting
Ability + Proficiency bonus vs. the Spell Resistance DC;If
the check does not equal or exceed the DC, the spell fails
completely. If the check equals or exceeds the DC, the spell
takes effect normally.

SPELL LIST
Spells are formatted in the following fashion:
Name lists the name of the spell. If the spell can be cast as
a ritual, it appears in parenthesis.
School lists which schools of magic.
Level indicates the caster type Clr for Cleric and Wiz for
Wizard along with spell level.
Components list the components: Verbal (V), Somatic (S),
and Material (M). Verbal components are incantations
requiring the caster to speak clearly and freely. Spells cast
by deaf spellcasters have a 50% chance (roll d20 1-10) of
being miscast, roll again to determine if the spell merely
fails or if the spell malfunctions either having the reverse
effect or affecting the wrong target. Somatic components
are gestures requiring the caster to be mobile and have at
least one hand free. Material components require some
specific item or reagent for the spell to function. Unless
otherwise stated, material components are expended in
the casting; spells lacking the material component cannot
be cast.
Casting Time indicates the number of actions or possibly
rounds, minutes, or hours that are required to successfully
cast the spell.
Range indicates the maximum range the spell can be cast.
With few exceptions, spellcasters must be able to see their
target or destination.
Target indicates what the spell affects whether it be
a creature, location, etc. as well as space and number
considerations. The Area of effect is mentioned.
Duration indicates the length of time the spell takes effect.
Spells with a Concentration duration require much of the
caster’s concentration (see Interrupting and Concentration
above).
Saving Throw indicates what, if any Ability Score, the
target uses when attempting to save against the spell.
The spell description follows with any additional details
necessary to use the spell in-game.
Scaling describes the benefits of casting the spell with a
higher-level spell slot.
Material Component states the components necessary to
cast the spell.
ACID ARROW (Evocation)
Level: Wiz 2
		
Casting Time: 1 action		
Instantaneous
Range: 30 paces 			

Components: V, S, M
Duration:
Saving Throw: Half

Make a ranged spell attack, on a hit the target takes 4d4
acid damage, and 2d4 acid damage next turn. On a miss,
the target takes half damage and no damage the following
turn.
Scaling: When cast using a spell slot of 3rd level or
higher, the damage increases by 1d4 for each slot level
above 2nd.
Material Component: powdered rhubarb leaf and an
adder’s stomach

ACID SPLASH (Conjuration)
Level: Wiz 0			
Casting Time: 1 standard action
Instantaneous
Range: 20 paces 			

Components: V,S
Duration:
Saving Throw: Negates

An orb of corrosive strikes up to two targets within 1 pace
of each other, Dexterity save or take 1d6 acid damage.
Scaling: Damage increases to 5th level (2d6), 11th level
(3d6), and 17th level (4d6).
AID (Abjuration)
Level: Clr 2			
Casting Time: 1 action		
Range: 10 paces			

Components: M
Duration: 8 hours
Saving Throw: None

Choose up to three targets, each gains 5 hp maximum and
current hit points for the duration.
Scaling: When cast using a spell slot of 3rd level or
higher, a target’s hit points increase by an additional 5 for
each slot level above 2nd.
Material Component: a tiny strip of white cloth
ALARM (Abjuration) (Ritual)
Level: Clr 1, Wiz 1		
Components: V, S, M
(DF)
Casting Time: 1 action 		
Duration: 8 hours
Range: 10 paces 			
Saving Throw: None
Select an area no larger than a 6 pace cube. An alarm
triggers whenever a tiny or larger creature touches or enters
the warded area. The caster may designate creatures who
won’t set off the alarm. The caster also chooses whether if
the alarm is mental or audible.
A mental alarm alerts the caster with a ping in their
mind if they are within 1 mile of the warded area. This ping
awakens them if they are sleeping. An audible alarm rings
like a handbell for 10 seconds within 20 paces.
Material Component: a tiny bell and a piece of fine
silver wire (not expended when cast)
ALTER SELF (Transmutation)
Level: Wiz 2		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
hour)
Range: Self 		
Saving Throw: None
Caster chooses one of the three following options, as an
action, caster may choose a different option.
Aquatic Form. The caster develops gills and webbing
between fingers and toes. The caster can breathe
underwater and gains a swimming speed equal to walking
speed.
Alter Appearance. The caster alters their height, weight,
build, facial features, voice, hair length, and color, adding
or removing distinguishing physical characteristics, etc.
Caster can change their race although ability scores remain
unchanged and basic body type cannot be changed so

bipedal characters remain bipedal and cannot become a
centaur or grow wings. Appearance can be further altered
as an action.
Natural Weapons. The caster grows fangs, claws,
horns, spines, etc. dealing 1d6 bludgeoning, piercing, or
slashing damage. The caster is considered proficient with
these natural attacks. The natural attack is considered a
magical weapon gaining a +1 to hit and damage rolls.
ANIMATE DEAD (Necromancy)
Level: Clr 3, Wiz 3
Components: V, S, M
Casting Time: 1 minute Duration: Instantaneous
Range: 3 paces 		
Saving Throw: None
Creates an obedient undead servant from a pile of bones
(skeleton) or a corpse (zombie) once belonging to a
Medium or Small humanoid.
The caster may use a bonus action to issue simple
commands to the reanimated dead under their control
within 20 paces. The command can be specific to each
undead or a general command to all. If not commanded
the undead aggressively defend themselves. Commands
are followed until complete or impossible to complete.
Control continues for 24 hours at which point the
undead is uncontrolled unless the spell is recast sometime
within the 24 hours. Caster may reassert control on up to
4 reanimated undead in this way.
NOTE!: Reanimating the dead is never a Good act.
Good aligned deities almost always reject requests for this
spell.
Scaling: When cast using a spell slot of 4th level or higher,
animate two additional undead creatures for each slot level
above 3rd.
Material Component: a drop of blood, a piece of flesh,
and a pinch of bone dust
ARCANE LOCK (Abjuration)
Level: Wiz 2 		
Components: V, S, M
Casting Time: 1 action Duration: Until dispelled
Range: Touch		
Saving Throw: None
A touched door, window, gate, chest, or other entryway
becomes locked. The caster and any designated by
them can open the object normally. A password can be
designated to suppress the spell for 1 minute when spoken
within 2 paces. The object is impassable until it is broken
or the spell is dispelled or suppressed. Casting knock on
the object suppresses arcane lock for 10 minutes.
The object is more difficult to break or force open; the
DC to break it or pick the locks increases by 10.
Material Component: gold dust worth at least 25 gp is
consumed
AUGURY (Divination) (Ritual)
Level: Clr 2 		
Components: V, S, M
Casting Time: 1 minute Duration: Instantaneous
Range: Self 		
Saving Throw: None

The caster receives an omen relating to a specific course of
action taken within the next 30 minutes. The Gamemaster
chooses from the following possible omens:
• Weal, good results
• Woe, bad results
• Weal and woe, both good and bad results
• Nothing, results not especially good or bad
The spell overlooks uncertain circumstances potentially
changing the outcome. If cast more than once before
completing a Long Rest, there is a cumulative 25% chance
(GM rolls in secret!) for each casting after the first the
caster receives a random result.
Material Component: specially marked forecasting tokens
worth at least 25 gp
BANE (Enchantment)
Level: Clr 1 		
Casting Time: 1 action
minute)
Range: 10 paces 		

Components: V, S, M
Duration: Concentration (1
Saving Throw: Negates

Scaling: If cast using a spell slot of 4th level or higher,
the duration is concentration, up to 10 minutes, If a spell
slot of 5th level or higher, the duration is 8 hours. If a
spell slot of 7th level or higher, the duration is 24 hours.
If a 9th level spell slot, the spell lasts until it is dispelled.
A spell slot of 5th level or higher grants doesn’t require
concentration.
BLADEWARD (Abjuration)
Level: Wiz 0 		
Components: V, S
Casting Time: 1 action Duration: 1 round
Range: Self 		
Saving Throw: None
Caster takes half damage from bludgeoning, piercing, and
slashing damage until the end of their next turn.
BLESS (Enchantment)
Level: Clr 1		
Casting Time: 1 action
minute)
Range: 10 paces		

Components: V, S, M
Duration: Concentration (1
Saving Throw: None

Three creatures must make Charisma saving throws, those
failing suffer -2 to attacks and saving throws.
Scaling: When cast using a spell slot of 2nd level or
higher, add one additional creature for each slot level
above 1st.
Material Component: a drop of blood

Caster blesses up to three creatures within range. When
making an attack roll or saving throw those creatures
receive +2 to the roll.
Scaling: When cast using a spell slot of 2nd level or
higher, target one additional creature for each slot level
above 1st.
Material Component: a sprinkling of holy water

BEACON OF HOPE (Abjuration)
Level: Clr 3 		
Components: V, S
Casting Time: 1 action Duration: 1 minute
Range: 10 paces 		
Saving Throw: None

BLINDNESS/DEAFNESS (Necromancy)
Level: Wiz 2 		
Components: V
Casting Time: 1 action Duration: 1 minute
Range: 10 paces		
Saving Throw: Negates

Choose any number of creatures, each target rolls 2d20
taking the best of the two rolls to Wisdom saving throws
and death saving throws, and regains the maximum
number of hit points from any healing.

Choose one creature who must make a Constitution
saving throw, if it fails it is either blinded or deafened
(caster’s choice). At the end of each of its turns, it may
attempt another save, on a success, the spell ends.
Scaling: When cast using a spell slot of 3rd level or
higher, target one additional creature for each slot level
above 2nd.

BESTOW CURSE (Necromancy)
Level: Clr 3, Wiz 3
Components: V, S
Casting Time: 1 action Duration: 1 minute
Range: Touch 		
Saving Throw: Negates
Touched creature must succeed on a Wisdom saving
throw or become cursed, the nature of which is selected
from below.
• Select one ability score, while cursed all checks and
saves with that score are made at -2.
• While cursed, the target -2 to hit the caster.
• While cursed, the target makes a Wisdom saving
throw at the start of each of their turns, if failed target
does nothing and wastes their turn.
• While the target is cursed, caster’s attacks and spells
deal +1d8 necrotic damage to the target.
A remove curse spell ends the curse.

BLINK (Transmutation)
Level: Wiz 3 		
Components: V, S
Casting Time: 1 action Duration: 1 minute
Range: Self 		
Saving Throw: None
Roll a d20 at the end of each of the caster’s turns, on
11+, the caster is transported to the Ethereal Plane. At
the start of the caster’s next turn, the caster returns to
an unoccupied space of their choice within 3 paces of
the space they vanished from. If no unoccupied space
is available within that range, they appear in the nearest
random unoccupied space. The caster may dismiss the
spell as an action.
While on the Ethereal Plane, the caster can see and

hear the plane they originated from within 20 paces. The
caster can only affect and be affected by other creatures
on the Ethereal Plane. Creatures on other planes can’t
perceive or interact with the caster unless they have the
ability.
BLUR (Illusion)
Level: Wiz 2		
Casting Time: 1 action
minute)
Range: Self		

Components: V
Duration: Concentration (1
Saving Throw: None

Any creature attacking the caster must roll two dice and
take the lower of the two. Any attacker not relying upon
sight or can see through illusions is immune to this spell.
BURNING HANDS (Evocation)
Level: Wiz 1		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: Self (5 pace cone) Saving Throw: Half
Each creature in a 5 pace cone must make a Dexterity
saving throw or take 3d6 fire damage, half on a successful
save. Fire ignites untended flammables in the area.
Scaling: When cast using a spell slot of 2nd level or
higher, damage increases by 1d6 for each slot level above
1st.
CALL LIGHTNING (Conjuration)
Level: Clr 3		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 60 paces		
Saving Throw: None
Summons a storm cloud in the shape of a cylinder 3 paces
tall with a 20 pace radius, centered on a point the caster
can see. The spell fails if the caster can’t see a point in the
air where the storm cloud could appear.
Choose a point the caster can see under the cloud,
each creature within 2 paces of that point must make a
Dexterity saving throw taking 3d10 lightning damage
on a failed save, half on a successful save. On each of
the caster’s turns, use an action to call down lightning,
targeting the same point or a different one.
If outdoors in stormy conditions, the spell gives the caster
control over the existing storm instead of creating a one.
The spell’s damage increases by 1d10.
Scaling: When cast using a spell slot of 4th or higher
level, the damage increases by 1d10 for each slot level
above 3rd.
CALM EMOTIONS (Enchantment)
Level: Clr 2		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
minute)Range: 20 paces Saving Throw: Negates
Each humanoid in a 6 pace radius sphere must make a
Charisma saving throw. If failed, the caster chooses one of

the following two effects:
• Suppress. Any effect charming or frightening the
target. When the spell ends, any suppressed effect
resumes provided the duration has not expired.
• Pacify. A hostile creature is made neutral, but not
necessarily friendly. The indifference ends if the target
is attacked or harmed or if it observes its allies being
harmed. When the spell ends, the pacified creature
becomes hostile again, unless the GM rules otherwise.
CAUSE FEAR (Necromancy)
Level: Wiz 1		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
minute)Range: 20 paces Saving Throw: Negates
Target must succeed on a Wisdom saving throw or
become frightened of you until the spell ends. The
frightened target rerolls its save at the end of each of its
turns to end the effect.
Scaling: When cast using a spell slot of 2nd level or
higher, target one additional creature for each slot level
above 1st. Target creatures must be within 10 paces of each
other.
CEREMONY (Abjuration)
Level: Clr 1		
Components: V, S, M
Casting Time: 1 hour
Duration: Instantaneous
Range: 3 paces		
Saving Throw: None
Caster chooses one of the following magical rites to enact:
Atonement. Touch one willing creature whose alignment
has changed and make a DC 20 Wisdom check. If
successful, restore the target to its original alignment.
Bless Water. Contents of touched vial of water transforms
into holy water.
Coming of Age. Touch one young adult humanoid. For
the next 24 hours, all ability checks gain +2. This is a onceper-lifetime rite.
Dedication. Touch one humanoid willing to enter your
deities’ service. For the next 24 hours, whenever the target
makes a saving throw, it adds +2 to the save. This is a
once-per-lifetime rite.
Funeral Rite. Touch one corpse, for the next 7 days
the target cannot become undead by any means short of a
wish.
Wedding. Touch two adult humanoids willing to wed.
For the next 7 days, each gains a +2 bonus to Defense
when within 10 paces of one another. A creature can
benefit from this rite again after being widowed.
Material Component: 5 gp worth of powdered silver,
which the spell consumes
CHARM PERSON (Enchantment)
Level: Wiz 1		
Components: V, S
Casting Time: 1 action Duration: 1 hour
Range: 10 paces		
Saving Throw: None

Target a humanoid creature must make a Wisdom saving
throw, +2 if caster or allies are fighting it. On a failed save,
the target is charmed until the spell ends or until the caster
or caster’s allies harm the target.
Charmed creatures regard the caster as a friendly
acquaintance. When the spell ends, the creature knows it
was charmed by the caster.
Scaling: When cast using a spell slot of 2nd level or
higher, target one additional creature for each slot level
above 1st. The creatures must be within 10 paces of each
other when targeted.
CHILL TOUCH (Necromancy)
Level: Wiz 0		
Components: V, S
Casting Time: 1 action Duration: 1 round
Range: 40 paces		
Saving Throw: Special
Caster makes a spell attack, a successful hit deals 1d8
necrotic damage and prevents the target from regaining
hit points till the start of the caster’s next turn.
Undead struck must make a Wisdom save or flee for
1d4+caster ability mod rounds.
S caling: Damage increases at 5th level (2d8), 11th level
(3d8), and 17th level (4d8).
CHROMATIC ORB (Evocation)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: Instantaneous
Range: 30 paces		
Saving Throw: None
Choose acid, cold, fire, lightning, poison, or sonic then
make a ranged spell attack against the target. If the attack
hits, the creature takes 3d8 damage of the type chosen.
Scaling: When cast using a spell slot of 2nd level or
higher, the damage increases by 1d8 for each slot level
above 1st.
Material Component: a diamond worth at least 50 gp
CLAIRVOYANCE (Divination)
Level: Clr 3, Wiz 3
Components: V, S, M
Casting Time: 10 minutes Duration: 10 minutes
Range: 1 mile		
Saving Throw: None
Creates an invisible sensor at a location familiar to the
caster or in an obvious but unfamiliar location such as on
the other side of a wall. The sensor is immobile and can’t
be attacked or otherwise interacted with.
When cast, choose seeing or hearing. The caster may
use the chosen sense through the sensor as if they were
in its space. As an action, the caster may switch between
seeing and hearing.
Creatures perceiving the sensor via see invisibility or
truesight see the the fist-sized orb.
Material Component: a focus worth at least 100 gp,
either a jeweled horn for hearing or a glass eye for seeing

COLOR SPRAY (Illusion)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: 1 round
Range: Self (5 pace cone) Saving Throw: None
Roll 6d10 to determine the maximum number of hit
points of creatures affected. Creatures in a 5 pace cone
originating from caster are affected in ascending order
of their current hit points. Unconscious and sightless
creatures are immune.
Starting with the creature with the lowest current hit
points, each creature affected by this spell is blinded for
the duration. Subtract each creature’s hit points from the
total before moving on to the creature with the next lowest
hit points. A creature’s hit points must be equal to or less
than the remaining total for the creature to be affected.
Scaling: When using a spell slot of 2nd level or higher,
roll an additional 2d10 for each slot level above 1st.
COMMAND (Abjuration)
Level: Clr 1		
Components: V
Casting Time: 1 round
Duration: 1 round
Range: 20 paces		
Saving Throw: Negates (Wis)
Caster speaks a one-word command at a creature who has
to make a Wisdom saving throw or follow the command
on its next turn. Undead and similar creatures are
immune. The target must understand the caster’s language.
The command cannot compel the target to be harmed. If
the target can’t follow the command, the spell ends.
Some typical commands follow but the GM is free to
consider other potentials:
Approach. The target approaches the caster by the shortest
and most direct route, ending its turn if within 2 paces.
Drop. The target drops what it’s holding and ends its turn.
Flee. The target moves away from the caster as fast as
possible.
Grovel. The target falls prone and ends its turn.
Halt. The target is immobile and takes no actions. A flying
creature remains airborne if it is able and only moves if it
must to stay aloft, moving the minimum distance to do so.
Scaling: When cast using a spell slot of 2nd level or
higher, affect one additional creature for each slot level
above 1st. Targets must be within 10 paces of each other.
COMPREHEND LANGUAGES (Divination) (Ritual)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: 1 hour
Range: Self		
Saving Throw: None
The caster understands any tongue or script. It takes about
1 minute to read one page of text. This spell doesn’t decode
messages or codes.
Material Component: a pinch of soot and salt

CONTINUAL FLAME (Evocation)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Until dispelled
Range: Touch		
Saving Throw: None
Caster conjures a magical flame equivalent to a torch in
brightness. There is no heat, smoke, and doesn’t consume
air. The effect can be covered or hidden but not smothered
or quenched.
Material Component: ruby dust worth 50 gp is
consumed.
CREATE FOOD & WATER (Conjuration)
Level: Clr 3 		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 10 paces		
Saving Throw: None
Creates 45 pounds of food and 30 gallons of water, enough
for fifteen humanoids or five mounts for 24 hours. The
provisions appear on the ground or in containers. The
food is nourishing but bland. If uneaten food spoils after
24 hours, the water does not go bad.
CREATE OR DESTROY
Level: Clr 1		
Casting Time: 1 action
Range: 10 paces		

WATER* (Conjuration)
Components: V, S, M
Duration: Instantaneous
Saving Throw: None

Creates up to 10 gallons (30 cubic feet) of potable water
within range of an open container. Alternatively, rain falls
in a 10 pace cube; flames in the area are extinguished.
The reverse destroys 10 gallons (30 cubic feet) of water in
an open container within range. The spell destroys fog in a
10 pace cube.
Note: Conjuration spells can’t create substances or objects
within a creature.
Material Component: a drop of water for creating or a
pinch of sand for destroying.
CURE WOUNDS (Necromancy)
Level: Clr 1		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
A creature regains hit points equal to 1d8 + your
spellcasting ability modifier. This spell has no effect on
undead or constructs.
Scaling: When cast using a spell slot of 2nd level or
higher, the healing increases by 1d8 for each slot level
above 1st.
DANCING LIGHTS (Evocation)
Level: Wiz 0 		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
minute)Range: 40 paces		
Saving Throw: No
Creates up to four hovering torch-sized lights or one
medium-sized light. Each light sheds dim light in a 3 pace

radius. As a bonus action, move the lights up to 20 paces.
A light must be within 6 paces of another light created by
this spell
Material Component: a bit of phosphorus or
wychwood, or a glowworm
DARKNESS (Evocation)
Level: Wiz 2		
Components: V, M
Casting Time: 1 action Duration: Concentration (10
minutes)Range: 20 paces		
Saving Throw: None
Magical darkness appears in a 3 pace sphere. Darkvision
does not penetrate the effect and nonmagical light can’t
illuminate it.
If cast on an object, the darkness emanates from the
object and moves with it. Covering the object blocks the
darkness.
When interacting with light created by a spell of 2nd level
or lower, the spell creating the light is dispelled.
Material Component: bat fur and a drop of pitch or piece
of coal
DAYLIGHT (Evocation)
Level: Clr 0		
Components: V, S
Casting Time: 1 action Duration: 1 hour
Range: 20 paces		
Saving Throw: None
Summons a 20 pace radius sphere of light at a point
chosen by the caster. The sphere sheds bright light to 20
paces and dim light for
an additional 20 paces.
The spell can be cast on a held object and moves with
it. 			
Completely covering the object blocks
the light.
This spell dispels any area of darkness from a spell of
3rd level or less upon contact.
DETECT EVIL or GOOD (Divination)
Level: Clr 1		
Components: V, S
Casting Time: 1 action Duration: 10 minutes
Range: 10 paces		
Saving Throw: None
The caster detects aberrations, celestials, elementals, fey,
fiends, or undead within 10 paces as well as their location.
The caster also knows if a place or object within 10 paces
has been magically
consecrated or desecrated.
The spell penetrates most barriers, but it is blocked by 1
foot of stone, 1 inch of common metal, a thin sheet of lead,
or 3 feet of wood or dirt.
DETECT MAGIC (Divination) (Ritual)
Level: Clr 1, Wiz 1
Components: V, S
Casting Time: 1 action Duration: Concentration (10
minutes)Range: Self (10 paces)
Saving Throw: None
Detects the presence of magical auras within a 10 pace
sphere, centered on the caster. Spend an action and
roll Intelligence (wizards) or Wisdom (clerics) DC 20

to determine the spell, likely source, magical school,
intensity, etc. Rolling DC 15+ yields a few clues.
The spell penetrates barriers, but 1 foot of stone, 1 inch of
common metal, a thin sheet of lead, or 3 feet of wood or
dirt blocks it.
DETECT POISON OR DISEASE (Divination)
Level: Clr 1, Wiz 1
Components: V, S, M
Casting Time: 1 action Duration: Instantaneous
Range: Self (10 paces)
Saving Throw: None
Detects the presence and location of poisons, venomous
and poisonous creatures, or diseases and diseased
creatures or objects within a 10 pace sphere centered on
the caster. On a successful Wisdom check (DC 20) caster
knows the exact poison or disease.
The spell penetrates barriers, but 1 foot of stone, 1 inch of
common metal, a thin sheet of lead, or 3 feet of wood or
dirt blocks it.
Material Component: a yew leaf
DETECT THOUGHTS (Divination)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: Self		
Saving Throw:
Negates (Wis)
The caster uses an action to read the thoughts of a single
creature within 10 paces. Creatures of Intelligence 3 or less
or lack a spoken language are immune.
As an action, the caster may pick a different creature or
probe deeper. A creature targeted by the deeper probe
must make a Wisdom save, if it fails, the caster gains
insight into its reasoning, emotional state, and what’s
occupying its mind. If successful, the spell ends.
The target knows the caster is probing their mind. Unless
the caster shifts their attention to another creature, the
creature can use its action to make an Intelligence check
contested by the caster’s Intelligence check; if the creature
succeeds, the spell ends.
This spell detects the presence of unseen thinking
creatures. The caster can search for thoughts within 10
paces. The spell penetrates barriers but 2 feet of rock, 2
inches of any metal other than lead, or a thin sheet of lead
blocks the spell. Creatures with Intelligence 3 or lower or
those lacking a spoken language cannot be detected.
Material Component: a copper piece
DISGUISE SELF (Illusion)
Level: Wiz 1		
Components: V, S
Casting Time: 1 action Duration: 1 hour
Range: Self		
Saving Throw: Negates (Int)
Caster’s appearance along with all clothing, armor,
weapons, and belongings are altered. The caster may
seem 1 foot taller or shorter, thin, fat, or in between.
Morphology is unchanged, the number of limbs remains

unchanged.
This is an illusion not a figment and changes may not hold
up to physical inspection, roll Intelligence check against
the caster’s spell save DC to detect the ruse.
DISPEL MAGIC (Abjuration)
Level: Clr 3, Wiz 3
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 40 paces		
Saving Throw: None
Choose one creature, object, or magical effect, any spell of
level 3 or lower is dispelled.
Spells of 4th level or higher on the target, caster rolls 1d20
adding their Spellcasting Ability versus the opposing
spellcaster’s Spellcasting Ability. If unknown, assume the
target caster’s ability is 10+level of spell. If successful, the
spell ends.
Scaling: When cast using a spell slot of 4th level or higher,
automatically dispel any spell on the target if the spell level
is equal to or less than the level of the spell slot used.
DISRUPT UNDEAD (Necromancy)
Level: Wiz 0 		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 10 paces		
Saving Throw: None
Ranged ray spellcasting attack deals 1d6 points of damage
to undead.
ENLARGE OR REDUCE (Transmutation)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: 10 paces		
Saving Throw:
Negates (Con)
Choose either a creature or an untended object. If the
target is unwilling, it is entitled to Constitution saving
throw, on a success, the spell has no effect.
If a creature, everything worn and carried changes
size with it. Any item dropped by an affected creature
immediately returns to normal size.
Enlarge. The target’s size doubles and its weight multiplies
by eight, size increases by one category (medium to large).
If the space is insufficient for growth, the target fills the
space available. The target gains +4 Strength and enlarged
weapons attacks deal +1d4 damage.
Reduce. The target’s size is halved and its weight is reduced
to one-eighth of normal, size reduces by one category
(from medium to small). Target loses 4 Strength and
shrunk weapons 1d4 less damage (this can’t reduce the
damage below 1).
Material Component: a pinch of powdered iron
EXPEDITIOUS RETREAT (Transmutation)
Level: Wizard 1		
Components: V, S
Casting Time: 1 bonus actionDuration: Concentration
(10 minutes)Range: Self		
Saving Throw: None

The caster receives a bonus Dash action on each of their
turns.
FEAR (Illusion)
Level: Wiz 3		
Casting Time: 1 action
Range: Self 		

Components: V, S, M
Duration: 1 minute
Saving Throw: Negates (Wis)

Every creature in a 10 pace cone must succeed on a
Wisdom saving throw or be frightened and drop whatever
they are holding.
While frightened, a creature must take the Dash action
away from the caster by the safest route on each of its
turns. If there is nowhere to move to the target adopts a
Full Defense stance. The creature may make a Wisdom
saving throw if they end their turn unable to see the caster.
On a successful save, the spell ends for that creature.
Material Component: a white feather or the heart of a hen
FEATHER FALL (Transmutation)
Level: Wizard 1		
Components: V, M
Casting Time: 1 reaction Duration: 1 minute
Range: 20 paces		
Saving Throw: None
Choose up to five falling creatures. Target’s rate of descent
slows to 20 paces per round.
If the creature lands before the spell ends, it lands on its
feet and takes no falling damage; the spell ends for that
creature.
Material Component: a small feather or piece of down
FEIGN DEATH (Enchantment)
Level: Wiz 0		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 20 paces		
Saving Throw: None
A touched willing creature is put into a dormant state
indistinguishable from death.
Until the caster uses an action to touch the target to
dismiss the spell, the target appears dead even to spells
determining the target’s status. The target is insensate and
immobile. If poisoned or diseased when the spell is cast, or
if the target becomes poisoned or diseased after the spell is
cast, the poison or disease is delayed until the spell ends.
Material Component: a pinch of graveyard dirt
FIND FAMILIAR (Conjuration) (Ritual)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 hour
Duration: Instantaneous
Range: 3 paces		
Saving Throw: None
Caster summons and binds a spirit (celestial, fey, or fiend)
into a mundane animal form of their choosing: bat, cat,
fox,, crab, owl, frog or toad, hawk, lizard, venomous snake,
rat, raven, spider, or weasel.
The familiar is an independent entity but it obeys the
caster’s commands. Familiars are all too small and frail

to be effective in combat (causing 1d2 damage, Defense
13, 1 hp per caster level) but the familiar can take actions
appropriate to the type, foxes are stealthy, frogs can swim,
birds can fly, etc.
When a familiar drops to 0 hp it’s vessel instantly
dissolves.
The caster may communicate telepathically with their
familiar within 30 paces and can sense the world through
the familiar’s senses as an action. While doing so the caster
is deaf and blind.
The caster can temporarily banish their familiar to a
pocket dimension; summoning the familiar from the
pocket dimension takes an action and the familiar appears
within 10 paces of the caster.
Casters can only have one familiar at a time. The familiar’s
form can be reconfigured if the spell is recast.
Familiars can deliver touch spells on behalf of the caster.
The familiar must be within 30 paces of the caster and
must use its Reaction to do so. If the spell requires an
attack roll, use the caster’s spellcasting attack bonus.
Material Component: 10 gp worth of charcoal, incense,
and herbs that must be consumed by fire in a brass brazier
FIND TRAPS (Divination)
Level: Clr 2		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 40 paces		
Saving Throw: None
The caster senses the presence of any trap within line
of sight and range. A trap is any mechanism inflicting
a sudden and unexpected harmful effect including
mechanical traps as well as various spells such as alarm
and glyph of warding but it will not detect natural or
circumstantial hazards.
The spell reveals the presence of the trap as well as its
general nature and danger but not the location.
FIREBALL (Evocation)
Level: Wiz 3		
Casting Time: 1 action
Range: 50 paces		

Components: V, S, M
Duration: Instantaneous
Saving Throw: Half (Dex)

Each creature in a 6 pace radius sphere must make a
Dexterity saving throw, taking 8d6 fire damage on a failed
save, save for half. The fire ignites untended flammable
objects.
Scaling: When cast using a spell slot of 4th level or higher,
the damage increases by 1d6 for each slot level above 3rd.
Material Component: a tiny ball of bat guano and sulfur
FIREBOLT (Evocation)
Level: Wiz 0		
Casting Time: 1 action
Range: 40 paces		

Components: V, S
Duration: Instantaneous
Saving Throw: None

Make a spellcasting attack, on a hit target takes 1d10 fire
damage. Flammables targeted may ignite.

Scaling: Damage increases at 5th level (2d10), 11th level
(3d10), and 17th level (4d10).
FLAMING SPHERE (Conjuration)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: 20 paces		
Saving Throw: Half
(Dex)
Conjures a 3 ft. sphere in an unoccupied space within
range. Any creature ending its turn within a pace of the
sphere takes 2d6 fire damage, Dexterity save for half.
As a bonus action, the caster moves the sphere up to 10
paces, if the sphere collides with a creature it takes fire
damage unless a saving throw is made. The sphere stops
moving whether it hits or not.
The sphere may roll up barriers up to 5 ft tall and jump
distances up to 3 paces wide. The sphere ignites untended
(uncarried or unworn) flammables and sheds bright light
in a 6 pace radius and dim light for an additional 6 pace
radius.
Scaling: When cast using a spell slot of 3rd level or higher,
the damage increases by 1d6 for each slot level above 2nd.
Material Component: a bit of tallow, a pinch of brimstone,
and a dusting of powdered iron
FLARE (Evocation)
Level: Wiz 0		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
minute)Range: 10 paces		
Saving Throw:
Fortitude
Target a single creature, Constitution save to avoid -1 to
attacks and sensory checks for the duration.
FLOATING DISK (Conjuration) (Ritual)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: 1 hour
Range: 30 feet		
Saving Throw: None
The caster summons a circular, horizontal plane of force, 1
pace in diameter and 1 inch thick, floating 3 feet above the
ground in an unoccupied space. The disk holds up to 500
pounds, if exceeded the disk disappears and everything
falls to the ground.
The disk is idle when within 6 paces of the caster, if the
cater moves further away the disk follows. The disk easily
hovers over uneven terrain, up or down stairs, and slopes
but cannot negotiate elevation changes exceeding 3 paces.
The spell ends if the caster is further than 30 paces from
the disk.
The material component for this spell is a drop of mercury.
FLY (Transmutation)
Level: Wiz 3		
Casting Time: 1 action
Range: Touch		

Components: V, S, M
Duration: Instantaneous
Saving Throw: None

A touched willing creature gains flying Speed 20 paces.
When the spell ends, an aloft target falls to the ground
unless it can stop itself.
Scaling: When you cast this spell using a spell slot of 4th
level or higher, you can target one additional creature for
each slot level above 3rd.
Material Component: a wing feather from any bird
FOG CLOUD (Conjuration)
Level: Wiz 1		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
hour)Range: 40 paces		
Saving Throw: None
Creates a 6 pace radius sphere of dense fog. The fog
dissipates in a moderate or greater wind (10+ mph).
Scaling: When cast using a spell slot of 2nd level or higher,
the radius of the fog increases by 6 paces for each slot level
above 1st.
FRIENDS (Enchantment)
Level: Wiz 0 		
Components: S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: Self		
Saving Throw: None
Gain +2 on all Charisma checks against one non-hostile
creature. When the spell ends, the target knows they have
been manipulated by magic and becomes hostile, possibly
attacking the caster. Other creatures may seek vengeance.
Material Component: a small amount of makeup applied
to the face as this spell is cast.
GASEOUS FORM (Transmutation)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
Transform a willing creature, along with everything it’s
wearing and carrying, into mist. The spell ends if the
creature drops to 0 hit points. Incorporeal creatures are
immune to the spell.
While in this form, target has a fly Speed 3 paces. The
target can enter and occupy the space of another creature.
The target has resistance to nonmagical damage, and it
has +2 on Strength, Dexterity, and Constitution saving
throws. The target may slip through small holes, openings,
and cracks: liquids are treated as solids. The target cannot
fall and hovers in the air when stunned or otherwise
incapacitated.
The target can’t talk or manipulate objects, any objects
it was carrying or holding can’t be dropped, used, or
otherwise interacted with. The target cannot attack or cast
spells.
Material Component: a bit of gauze and a wisp of smoke
GHOST SOUND (Evocation)
Level: Wiz 0

Components: V, S, M
Casting Time: 1 action
Range: 10 paces
Duration: Instantaneous
Saving Throw: Wisdom in interacted with.
Create sound equal in volume to four human voices. This
spell can enhance the silent image spell.
Material Component: a bit of wool or a small lump of wax.
GLYPH OF WARDING (Abjuration)
Level: Clr 3, Wiz 3
Components: V, S, M
Casting Time: 1 hour
Range: Touch
Duration: Until Dispelled or Triggered
Saving Throw: Dex Save
A glyph is inscribed on a surface or within a closeable
object to conceal the magic. The glyph may cover an area
no larger than 3 paces in diameter. If the surface or object
is moved more than 3 paces feet from where the spell was
cast the spell ends without triggering.
The glyph is subtle, requiring a successful Intelligence
check against the caster’s spell save DC to spot.
The caster determines what triggers the glyph when
the spell is cast, triggers include touching or standing
on the glyph, removing an object covering the glyph,
approaching within a certain distance, or manipulating the
inscribed object or surface.
For glyphs inscribed within an object, common triggers
include opening the object, approaching within a certain
distance, or seeing the glyph. Once a glyph is triggered,
this spell ends.
The trigger can be refined so the spell activates only
under certain circumstances or according to physical
characteristics (such as height or weight), creature kind
(for example, the ward could be set to affect aberrations or
drow), or alignment. The caster may also set conditions for
creatures that don’t trigger the glyph, such as those who
say a certain password.
Caster chooses explosive runes or a spell glyph when the
spell is cast.
Explosive Runes: When triggered, the glyph discharges a 6
pace radius sphere of energy (acid, cold, fire, lightning, or
sonic chosen at the time of casting) centered on the glyph.
Each creature in the area must make a Dexterity saving
throw, those failing take 5d8 damage, half on a successful
save.
Spell Glyph: Caster stores a prepared spell of 3rd level
or lower into the glyph at the time of casting. The spell
targets a single creature or an area, remaining dormant
until the glyph is triggered. If the spell has a target, the
creature triggering the glyph is the target. If the spell
affects an area, the area is centered on the creature. If the
spell summons hostile creatures, creates harmful objects
or traps, they appear as close as possible to the triggering

creature and attack it. If the spell requires concentration, it
lasts until the end of its full duration.
Scaling: When cast using a spell slot of 4th level or higher,
the damage of an explosive runes glyph increases by 1d8
for each slot level above 3rd. When creating a spell glyph,
the caster stores any spell of up to the same level as the slot
used for the glyph of warding.
Material Component: incense and powdered diamond
worth at least 200 gp, which the spell consumes
GREASE (Conjuration)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: 1 minute
Range: 20 paces		
Saving Throw: Negates (Dex)
Viscous lubricant covers an area 3 paces on a side and is
difficult terrain. Creatures standing in the area or moving
through the area must pass a Dexterity save for fall prone.
Material Component: a bit of pork rind or butter
GUIDANCE (Divination)
Level: Clr 0		
Components: V, S
Casting Time: 1 action Duration: 1 minute or until
discharged
Range: Touch		
Saving Throw: None
The caster must touch its target; target recieves a +2 bonus
on a single attack roll, saving throw, or ability check. It
must choose to use the bonus before rolling.
GUST OF WIND (Evocation)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: Self		
Saving Throw:
Special
The caster directs a line of intense wind 20 paces long and
2 paces wide. Each creature caught in the blast must make
a Strength saving throw or be pushed 5 paces away from
the caster following the line.
Any creature blast must spend 2 paces for every pace
moving towards the caster.
The wind disperses gasses and vapors, extinguishes
candles, torches, and unprotected flames. It causes
protected flames, such as those of lanterns to go out 50%
of the time.
As a bonus action, the caster can change the direction of
the gust.
Material Component: a legume seed
HASTE (Transmutation)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Duration: 1 minute
Range: 10 paces		
Saving Throw: None
Willing creature’s Speed is doubled, gains a +2 bonus to
Defense, +2 on Dexterity saves, and gains an additional

action on each turn. That action can be used only to take
the Attack (one weapon attack only), Dash, Disengage,
Hide, or Use an Object action. When the spell ends, the
target is lethargic and loses their next turn.
Material Component: a shaving of licorice root
HIDEOUS LAUGHTER (Enchantment)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: 10 paces		
Saving Throw:
Wisdom
A creature is overcome with laughter unless they succeed
in a Wisdom save. If failed, the target falls prone and is
incapacitated for the duration. Creatures of Intelligence 4
or less are unaffected by this spell.
The creature is entitled to another save at the end of its
turn and whenever it takes damage. The creature gains
+2 to the Wisdom save if damaged. The spell ends on a
successful save.
Material Component: tiny tarts and a feather that is waved
in the air
HOLD PERSON (Enchantment)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: 20 paces		
Saving Throw:
Wisdom
One humanoid creature must make a Wisdom saving
throw or be paralyzed. At the end of each of the target’s
turns, they may attempt another Wisdom saving throw.
On a success, the spell ends on the target.
Scaling: When cast using a spell slot of 3rd level or higher,
target one additional humanoid for each slot level above
2nd. Targets must be within 10 paces of each other.
Material Component: a small, straight piece of iron
HYPNOTIC PATTERN (Illusion)
Level: Wiz 3		
Components: S, M
Casting Time: 1 action Duration: 1 minute
Range: 40 paces		
Saving Throw: Wis
Each creature within a 10 pace cube must make a Wisdom
saving throw, on a failure the creature is charmed. While
charmed the creature is incapacitated and has a Speed of 0.
The spell ends for an affected creature when it takes any
damage or if another creature uses an action to shake the
affected out of the stupor.
Material Component: a glowing stick of incense or a
crystal vial filled with phosphorescent material
IDENTIFY (Divination)
Level: Wiz 1		
Casting Time: 1 minute
Range: Touch		

(Ritual)
Components: V, S, M
Duration: Instantaneous
Saving Throw: None

When cast any magical properties, charges, spells used in
the construction and possessed by a magic item or magicimbued object are revealed to the caster.
If cast on a touched creature, any spells affecting it are
revealed.
Material Component: a pearl worth at least 100 gp and an
owl feather
ILLUSORY SCRIPT (Illusion)
Level: Wiz 1		
Components: S, M
Casting Time: 1 minute Duration: 10 days
Range: Touch		
Saving Throw: None
Caster inscribes a potent illusion on parchment, paper,
or other suitable writing surfaces. The text can be in any
language known by the caster. The caster and any creatures
designated by them can read and understand the writing.
Any creature other than the caster or those designated sees
the script as unintelligible gibberish.
When dispelled the script and illusion disappear.
Creatures with truesight can read the hidden message.
Material Component: a lead-based ink worth at least 10
gp, which the spell consumes
INFLICT WOUNDS (Necromancy)
Level: Clr 1		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
Make a melee spell attack against a creature, on a hit the
target takes 3d10 necrotic damage.
Scaling: When you cast this spell using a spell slot of 2nd
level or higher, the healing increases by 1d10 for each slot
level above 1st.
INVISIBILITY (Illusion)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: Touch		
Saving Throw: None
A touched creature, along with everything they’re carrying
and wearing, turns invisible. The spell ends when the
target attacks or casts a spell.
Scaling: When you cast this spell using a spell slot of 3rd
level or higher, you can target one additional creature for
each slot level above 2nd.
Material Component: an eyelash encased in gum arabic
JUMP (Transmutation)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: 1 minute
Range: Touch		
Saving Throw: None
The touched creature’s jump distance is tripled.
Material Component: a grasshopper’s hind leg
KNOCK (Transmutation)
Level: Wiz 2		
Components: V

Casting Time: 1 action
Range: 20 paces		

Duration: Instantaneous
Saving Throw: None

Choose an object: a door, a box, a chest, a set of manacles,
a padlock, or another object with a mundane or magical
means of preventing access. The object becomes unlocked,
unstuck, or unbarred. If there are multiple locks, only one
is unlocked.
If the object bears an arcane lock, the spell is suppressed
for 10 minutes and can be opened normally.
When cast, a booming knock emanates from the object
and is audible from up to 100 paces.
LESSER RESTORATION (Abjuration)
Level: Clr 2		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
Removes one disease or one condition afflicting it.
The condition can be blinded, deafened, paralyzed, or
poisoned. The spell eliminates the fatigue condition and
reduces exhausted to fatigued. Alternatively, the spell
restores up to 1d4 ability damage.
The spell does not restore lost negative levels, for that
Greater Restoration (Cleric 4) must be used.
LEVITATE (Transmutation)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (10
minutes)Range: 20 paces		
Saving Throw:
Negates (Con)
A creature or untended object weighing up to 500 lbs
rises vertically 6 paces. An unwilling target resists with a
Constitution saving throw.
The target must move by pushing or pulling against a solid
surface at the usual climbing Speed, usually half normal
Speed. The target can be moved up or down up to 6 paces
by the caster. If the caster is the target, they may move up
or down as part of their move. Moving the caster or target
takes an action.
If the target is still aloft when the spell ends, they float to
the ground.
Material Component: a small leather loop or a piece of
golden wire bent into a cup shape with a long shank on
one end
LIGHT (Evocation)
Level: Clr 0, Wiz 0
Casting Time: 1 action
Range: Touch		

Components: V, M/DF
Duration: 1 hour
Saving Throw: Negates (Dex)

A touched object no larger than 10 ft. on a side, sheds
bright light as a torch, 6 pace radius. Dim light extends
a a further 6 pace radius. Color is chosen by the caster,
completely covering the object blocks the light.
A light spell counters and dispels a darkness spell of an

equal or lower level. Casting the cantrip a second time
cancels the first.
Material Component: firefly (living or dead) or a piece of
phosphorescent moss.
LIGHTNING BOLT (Evocation)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Duration: Instantaneous
Range: 30 paces		
Saving Throw: Half (Dex)
Caster releases lightning in a line 30 paces long and 1 pace
wide. Each creature in the line must make a Dexterity
saving throw, taking 8d6 lightning damage, save for half.
The lightning ignites untended flammable objects in the
area.
Scaling: When cast using a spell slot of 4th level or higher,
damage increases by 1d6 for each slot level above 3rd.
Material Component: a bit of fur and a rod of amber,
crystal, or glass
LOCATE OBJECT (Divination)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: Self		
Saving Throw: None
Describe or name a familiar object. The caster senses the
direction of the object so long as it’s within 300 paces. The
caster knows if the object is moving.
A familiar object is one the caster has seen within 30 ft at
least once. Alternatively, the spell locates the nearest object
of a particular kind, such as a certain kind of apparel,
jewelry, furniture, tool, or weapon.
This spell does not penetrate lead, even a thin sheet blocks
the spell.
Material Component: a forked twig
MAGE ARMOR (Abjuration)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: 8 hours
Range: Touch		
Saving Throw: None
The touched creature gains +3 armor bonus, this armor
bonus does not stack with worn or natural armor.
Material Component: a piece of cured leather
MAGE HAND (Conjuration)
Level: Wiz 0		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
minute)Range: 10 paces		
Saving Throw: None
A spectral hand moves and carries up to 10 lbs up to 10
paces away. The spell cannot attack or activate magic
items.
MAGIC AURA (Illusion)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Until dispelled

Range: Touch		

Saving Throw: None

Target an object or willing creature bestowing one or both
of the following effects.
False Aura. Change the magical target to appear nonmagical, or vice versa. If magical, change the aura so the
target reads as a different school. For objects, false magical
auras can be apparent to any creature handling it.
Mask. Change how the target reads for magical effects and
detecting creature types. The caster chooses a creature
type, other spells, and magical effects treat the target as if
it were a creature of that type or of that alignment.
Material Component: a small square of silk

MAGIC CIRCLE (Abjuration)
Level: Clr 3, Wiz 3
Components: V, S, M
Casting Time: 1 minute Duration: 1 hour
Range: 3 paces		
Saving Throw: Negates (Cha)
Creates a 3 pace radius, 6 pace tall cylinder of magical
energy centered on the ground.
Select one or more from the following types of creatures:
celestials, elementals, fey, fiends, or undead. The circle
affects creatures of the chosen type in the following ways:
Creatures can’t willingly enter the cylinder by nonmagical
means. If the creature tries to use teleportation or
interplanar travel, it must first succeed on a Charisma
save.
The creature is -2 to hit targets within the cylinder.
Targets within the cylinder are immune to charm,
frightening, or possession by the creature.
When cast, the magic may be made to operate in
reverse, preventing creatures of the specified type from
leaving the cylinder and protecting targets outside the
cylinder.
Scaling: When cast using a spell slot of 4th level or higher,
the duration increases by 1 hour for each slot level above
3rd.
Material Component: holy water or powdered silver and
iron worth at least 100 gp, which the spell consumes
MAGIC MISSILE (Evocation)
Level: Wiz 1		
Components: V, S
Casting Time: 1 action Duration: Concentration or 1
minute
Range: 40 paces		
Saving Throw: None
The caster creates three glowing darts of magical force.
The darts hit any target the caster can see, each dealing
1d4+1 force damage. The darts strike single or multiple
targets simultaneously as an action.
Scaling: When cast using a spell slot of 2nd level or higher,
one more dart for each slot level above 1st is created.

MAGIC MOUTH (Illusion)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 minute Duration: Until dispelled
Range: 10 paces		
Saving Throw: None
Choose a surface or untended object. The caster speaks
the message up to 25 words delivered over a period of 10
minutes or less. The caster states the trigger conditions
and circumstances when casting the spell.
When triggered, an illusory mouth appears on the surface
or object and recites the message in the caster’s voice at
the same volume. The spell is programmed to trigger once
and end or the magic persists the magic mouth repeats the
message whenever the trigger occurs.
The trigger can be general or specific but must be based on
visual or audible conditions occurring within 10 paces of
the object.
Material Component: a bit of honeycomb and jade dust
worth at least 10 gp is consumed.
MAJOR IMAGE (Illusion)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 standard actionDuration: Concentration
(10 minutes)Range: 40 paces
Saving Throw: None
(see below)
Create an image of an object, creature, or some other
visible phenomenon no larger than a 6 pace cube.
The image seems real, including sounds, smells, and
temperature. The effects cannot inflict damage or
conditions or other effects.
The caster may use an action to move, alter, and fine-tune
the illusion so long as they remain within range.
The illusion lacks a touch component, any physical
interaction with the image reveals it to be an illusion. A
creature using its action to examine the image realizes it’s
an illusion with a successful Intelligence check. When a
creature perceives the illusion for what it is, the creature
sees through the image, and its other sensory qualities
become faint.
Scaling: When cast using a spell slot of 6th level or higher,
the spell lasts until dispelled, without requiring caster
concentration.
Material Component: a bit of fleece
MASS HEALING WORD (Evocation)
Level: Clr 3		
Components: V
Casting Time: 1 bonus actionDuration: Instantaneous
Range: 20 paces		
Saving Throw: None
Up to six creatures regain hit points equal to 1d4 +
spellcasting ability modifier. This spell has no effect on
undead or constructs.
Scaling: When you cast this spell using a spell slot of 4th
level or higher, the healing increases by 1d4 for each slot
level above 3rd.

MELD INTO STONE (Transmutation)
Level: Clr 3		
Components: V, S
Casting Time: 1 action Duration: 8 hours
Range: Touch		
Saving Throw: None

MIRROR IMAGE (Illusion)
Level: Wiz 2		
Components: V, S
Casting Time: 1 action Duration:
XXXXXXXXXXXXXXXX
Range: Self		
Saving Throw: None

Caster steps into a rock or stone object or surface large
enough to fully contain their body; The caster and all
carried equipment melds with the stone. The caster is, for
all intents and purposes, invisible and undetectable by
nonmagical senses.
The caster can’t see what occurs outside the object, and
any Wisdom checks to hear outside it are made at -2. The
caster remains aware of the passage of time and can cast
spells on themselves. Caster may leave the stone where
they entered it, ending the spell.
Minor physical damage to the stone doesn’t harm the
caster, but partial destruction or a change in its shape (to
the extent that caster no longer fits within it) expels the
caster dealing 6d6 bludgeoning damage.
The stone’s complete destruction (or transmutation
into a different substance) expels the caster dealing 50
bludgeoning damage.
When expelled, the caster falls prone in an unoccupied
space closest to where they entered the object.

Three illusory duplicates of the caster appear around
the caster. Each time the caster is targeted by an attack,
the Player rolls 1d20 determining if a duplicate is struck
instead of the caster.

MENDING (Transmutation)
Level: Clr 1, Wiz 1
Components: V, S, M
Casting Time: 1 minute Duration: Instantaneous
Range: Touch		
Saving Throw: None

A touched target is undetectable by divination magic.
The target can be a willing creature. a place, or an object
no larger than 10 feet in any dimension. The target can’t
be the target of divination magic or powers or perceived
through magical scrying sensors.
Material Component: a pinch of diamond dust worth 25
gp sprinkled over the target

This cantrip repairs one object (area up to one foot on a
side) without signs of repair. All parts of the object must
be present. Gamemasters may allow missing parts to show
up as imperfections resulting in fragility.
Repaired magic items and constructs are physically
restored but the magic is gone.
Material Component: two lodestones
Scaling: When cast using a spell slot of 2nd level or higher,
double the dimension for each slot level above 1st.
MESSAGE (Transmutation)
Level: Wiz 0		
Components: V, S, M
Casting Time: 1 action Duration: 1 round
Range: 40 paces		
Saving Throw: None
Whisper a message while pointing in the general direction
of a visible creature. Target hears the message and can
reply in a whisper. The message is sound only, the spell
does not translate.
This is castable through objects but magical silence, 1
foot of stone, 1 inch of common metal (or a thin sheet of
lead), or 3 feet of wood or dirt blocks the spell.
Material Component: a short piece of copper wire not
used in the casting.

No Duplicates
d20 Roll or higher
3		 6
2		 8
1		 11
The duplicate’s Defense is 10 + caster’s Dex mod. If the
attack hits, the duplicate is destroyed. Only direct attacks
targeting the caster can damage the duplicates, duplicates
ignore other damage and effects.
Creatures not relying upon vision are unaffected by this
spell or if it perceives illusions as false.
NON-DETECTION (Abjuration)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Duration: 8 hours
Range: Touch		
Saving Throw: None

PHANTASMAL FORCE (Illusion)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
minute)Range: 20 paces		
Saving Throw:
Negates (Int)
The caster creates a phantasmal object, creature, or other
visible phenomena of their choice no larger than a 3 pace
cube. The phantasm includes sound, temperature, and
other stimuli perceivable only to one creature.
As an action, the target may scrutinize the phantasm with
an Intelligence check vs. the spell save DC. If successful,
the target sees through the illusion, and the spell ends.
While affected by the spell, the target treats the phantasm
as if it were real.
Belief in the phantasm may result in the target taking
damage from the illusion. A phantasm created to appear
as a creature will attack. Similarly, a phantasm of fire, a
pool of acid, or lava will injure the target. Each round on
the caster’s turn, the phantasm deals 1d6 psychic damage
to the target if in the phantasm’s area or within 1 pace of
the phantasm. The target perceives the damage as a type

appropriate to the illusion.
Material Component: a bit of fleece
PHANTOM STEED (Illusion)
Level: Wiz 3		
Components: V, S
Casting Time: 1 minute Duration: 1 hour
Range: 10 paces		
Saving Throw: None
Summons a Large quasi-real, horse like creature in an
unoccupied space. The mount is equipped with a saddle
and tack which vanishes if it is carried more than 3 paces
from the steed.
The creature is treated as a riding horse except it has a
Speed of 30 paces and can travel 10 miles in an hour, 13
miles galloping. When the spell ends, the steed gradually
fades giving the rider 1 minute to dismount. The spell
ends if the caster uses an action to dismiss it or if the steed
takes any damage.
Scaling: ???
PRESTIDIGITATION (Transmutation)
Level: Wiz 0		
Components: V, S
Casting Time: 1 action Duration: Up to 1 hour
Range: 3 paces		
Saving Throw: None
The caster peroform minor magical tricks. The minor
effects include, but are not limited to:
Create showy effects appealing to any of the five senses
Light or snuff out a small flame up to a campfire in size
Clean or soil an object up to 1 cubic foot
Chill, warm, or flavor up to 1 cubic foot of nonliving
material for 1 hour
Change color, apply a small mark, or a symbol on an
object or a surface for 1 hour
Create a non-magical trinket or an illusory image no
larger than the caster’s hand lasting 1 round
The spell can be cast multiple times, combining up to
three non-instantaneous effects at a time.
PROTECTION FROM ENERGY (Abjuration)
Level: Clr 3, Wiz 3
Components: V, S
Casting Time: 1 action Duration: 1 hour
Range: Touch		
Saving Throw: None
A touched willing creature has resistance to one damage
type of the caster’s choice: acid, cold, fire, lightning, or
sonic.
PROTECTION from EVIL and GOOD (Abjuration)
Level: Clr 1, Wiz 1
Components: V, S, M
Casting Time: 1 action Duration: Concentration (10
minutes)Range: Touch		
Saving Throw: None
One willing touched creature is protected from:
aberrations, celestials, elementals, fey, fiends, and undead,
attack rolls against the protected creature are at -2.
The protected creature cannot be charmed, frightened,

or possessed by the creatures listed above. If already
charmed, frightened, or possessed the target gains +2 on
saves against those effects.
Material Component: holy water, powdered silver, and
iron, which the spell consumes
PROTECTION FROM POISON (Abjuration)
Level: Cleric 2		
Components: V, S
Casting Time: 1 action Duration: 1 hour
Range: Touch		
Saving Throw: None
The caster touches a character, if poisoned the poison or
venom is neutralized. If more than one poison or venom
is present, the caster neutralizes one known toxin or
neutralizes one at random.
The target gains +2 to saving throws against poison and
takes half damage from toxins.
PURIFY FOOD & DRINK (Transmutation) (Ritual)
Level: Clr 0		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 3 paces		
Saving Throw: None
Area: 2 pace radius sphere
Any Food and/or water in a 2 pace radius sphere is made
edible and potable. Poison and disease are removed from
all non-magical food and drink within the area.
PYROTECHNICS (Transmutation)
Level: Wiz 2		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
minute)Range: 20 paces		
Saving Throw:
Constitution
The caster may extinguish fire in an area up to 1 pace
cubed. Alternatively, the caster may trigger the fireworks
or smoke effect, see below.
Fireworks. The target explodes in sound and colors. Each
creature within 3 paces of the target must succeed on a
Constitution saving throw or be blinded until the end of
the caster’s next turn.
Smoke. Thick black smoke billows from the target in a
6 pace radius. The smoke persists for 1 minute unless a
strong wind disperses it.
RAY OF ENFEEBLEMENT (Necromancy)
Levels: Wiz 2		
Components: V, S
Casting Time: 1 action Duration: Concentration (1
minute)Range: 20 paces		
Saving Throw: None
Make a ranged spell attack against the target. On a hit, the
enfeebled target is weakened, only dealing half damage
(round down) with attacks using Strength.
At the end of the target’s turns, it can make a Constitution
saving throw, on a success, the spell ends.

RAY OF FROST (Evocation)
Level: Wiz 0		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 20 paces		
Saving Throw: No
Make a ranged spell attack, on a hit target takes 1d8 cold
damage and loses 3 paces of Speed until the start of the
caster’s next turn.
Scaling: Damage increases at 5th level (2d8), 11th level
(3d8), and 17th level (4d8).
RAY OF SICKNESS (Necromancy)
Level: Wiz 1		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 20 paces		
Saving Throw: Constitution
Make a ranged spell attack against a target, a hit causes
2d8 poison damage and must make a Constitution save. If
failed, the target takes -2 to attacks and ability checks until
the end of the caster’s next turn.
Scaling: When cast using a spell slot of 2nd level or higher,
the damage increases by 1d8 for each slot level above 1st.
REMOVE CURSE (Abjuration)
Level: Clr 3, Wiz 3
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
Caster’s touch removes all curses on a creature or object.
If the object is a cursed magic item, the curse remains, but
the connection to the cursed so the object can be removed
or discarded.
RESISTANCE (Abjuration)
Level: Clr 0, Wiz 0
Components: V, S, M/DF
Casting Time: 1 action Duration: (1 minute)
Range: Touch		
Saving Throw: None
The touched target gains +2 bonus on all saving throws.
It must choose to use the bonus before making the roll to
which it applies. After using the bonus, the spell ends.
Material Component: A miniature cloak.
REVIVIFY (Necromancy)
Level: Clr 3		
Components: V, S, M
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
A creature dead for less than 1 minute returns to life
with 1 hit point. Creatures dead from old age and natural
causes remain dead. The spell does not restore missing or
severed body parts.
Material Component: diamonds worth 300 gp, which the
spell consumes
ROPE TRICK (Transmutation)
Level: Wiz 2		
Components: V, S, M

Casting Time: 1 action
Range: Touch		

Duration: 1 hour
Saving Throw: None

The caster touches a length of rope up to 20 paces
long, immediately one end of the rope rises into the air
perpendicular to the ground. An invisible entrance opens
to an extradimensional space at the top of the rope.
The extradimensional space is reached by climbing the
rope. The space holds up to eight Medium or smaller
creatures. The rope can be pulled up into the space,
making the rope disappear from view.
Attacks and spells cannot pass through the entrance into
or out of the extradimensional space, but those inside
can see out of it as if through a 1 pace by 2 pace window
centered on the rope.
Anything inside the extradimensional space falls to the
ground when the spell ends.
Material Component: powdered corn extract and a twisted
loop of parchment
SANCTUARY (Abjuration)
Level: Clr 1		
Components: V, S, M
Casting Time: 1 bonus actionDuration: 1 minute
Range: 10 paces		
Saving Throw: Negates (Wis)
Caster wards a creature against attack. When the target is
attacked, the attacker must make a Wisdom save. If failed,
the attacker must choose another target or lose the attack
or spell. This ward is ineffective against area of effect spells
like fireball.
The spell ends if the warded creature attacks, casts a
spell at an enemy, or deals damage to another creature.
Material Component: a small silver mirror
SCORCHING RAY (Evocation)
Level: Wiz 2		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: 40 paces		
Saving Throw: None
The caster hurls three rays at one target or several. The
caster makes a ranged spell attack for each ray, on a hit the
target takes 2d6 fire damage.
Scaling: When using a spell slot of 3rd level or higher,
create one additional ray for each slot level above 2nd.
SEE INVISIBILITY (Divination)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: 1 hour
Range: Self		
Saving Throw: None
The caster can see invisible creatures and objects normally.
The caster can also see into the Ethereal Plane but ethereal
creatures and objects appear ghostly.
Material Component: a pinch of talc and a small
sprinkling of powdered silver

SENDING (Evocation)
Level: Clr 3, Wiz 3
Components: V, S, M
Casting Time: 1 action Duration: 1 round
Range: Unlimited		
Saving Throw: None
Caster sends a message of twenty-five words or less to
a familiar creature. The message is telepathic, the target
recognizes the sender they are known, and can answer in
a like manner. The spell enables creatures with Intelligence
scores of at least 1 to understand the gist of the message.
The message has unlimited range, even other planes of
existence, but if the target is on a different plane than the
caster, there is a 5% chance the message fails to arrive.
Material Component: a short piece of fine copper wire
SHATTER (Evocation)
Level: Wiz 2		
Casting Time: 1 action
Range: 20 paces		

Components: V, S, M
Duration: Instantaneous
Saving Throw: Half (Con)

The caster points to an area, each creature in a 3 pace
radius sphere takes 3d8 sonic damage, Constitution saving
throw for half. A creature made from brittle material such
as stone, crystal, glass, or metal suffers -2 to the save.
An untended non-magical object takes the damage if
caught in the spell’s area.
Scaling: When casting a spell slot of 3rd level or higher,
damage increases by 1d8 for each slot level above 2nd.
Material Component: a chip of mica
SHIELD (Abjuration)
Level: Wiz 1		
Casting Time: XXX
Range: Self		

Components: V, S
Duration: 1 round
Saving Throw: None

Until the start of the caster’s next turn, caster gains +5
bonus to AC and is immune to magic missile damage.
1 reaction, when hit by an attack or targeted by a magic
missile.
SHIELD OF FAITH (Abjuration)
Level: Clr 1		
Components: V, S, M
Casting Time: 1 bonus action Duration: 10 minutes
Range: 10 paces		
Saving Throw: None
Target creature gains +2 bonus to AC for the duration.
Material Component: a small parchment with a bit of holy
text written on it
SHOCKING GRASP (Evocation)
Level: Wiz 0		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
On a successful melee spell attack, deal 1d8 lightning
damage and the opponent can’t take Reactions until the
start of their next turn. If the opponent is wearing metal

armor, caster is +2 to the attack roll.
Scaling: Damage increases at 5th level (2d8), 11th level
(3d8), and 17th level (4d8).
SILENCE (Illusion)
Level: Clr 2		
Components: V, S
Casting Time: 1 action Duration: Concentration (10
minutes)Range: 40 paces		
Sving Throw: None
The caster selects an area, no sound enters or leaves the 6
pace radius sphere. Any creature or object wholly within
the sphere is immune to sonic damage but is deafened
within the sphere. Spells requiring a verbal components
are impossible to cast while the caster is inside the sphere.
SILENT IMAGE (Illusion)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (10
minutes)Range: 20 paces		
Saving Throw: None
The caster creates an image of an object, creature, or
force no larger than a 2 pace cube. The image is purely
visual lacking sound, smell/taste, and touch. The caster
may use their action to make the image move and behave
realistically.
Interacting with the image reveals it to be an illusion, a
creature using their action to examine the image is entitled
to an Intelligence check, if successful the creature sees
through the illusion.
Material Component: a bit of fleece
SLEEP (Enchantment)
Level: Wiz 1		
Casting Time: 1 action
Range: 30 paces		

Components: V, S, M
Duration: 1 minute
Saving Throw: None

Roll 5d8 to determine the total number of hit points of
creatures affected. Pick a point, creatures within 6 paces
are affected in ascending order of their current hit points;
unconscious creatures are ignored.
Starting with the creature with the fewest current hit
points, each creature affected is incapacitated until the
spell ends, the creature takes damage or someone uses an
action to awaken the sleeping creature. A creature’s hit
points must be equal to or less than the remaining total for
that creature to be affected. Undead and creatures immune
to being charmed aren’t affected by this spell.
Scaling: When cast using a spell slot of 2nd level or higher,
roll an additional 2d8 for each slot level above 1st.
Material Component: a pinch of fine sand, rose petals, or
a cricket
SLEET STORM (Evocation)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Duration: 1 minute
Range: 40 paces		
Saving Throw: Half (Con)

Freezing rain and sleet fall in a 6 pace tall cylinder with a
12 pace radius centered on a point chosen by the caster.
The area is heavily obscured; exposed flames in the area
are doused. The ground is covered with slick ice, making it
difficult terrain. When a creature enters the spell’s area for
the first time, it must make a Dexterity saving throw. On a
failed save, the creature falls prone.
If a creature starts its turn in the spell’s area while
concentrating on a spell, the creature must make a
successful Constitution saving throw against the caster’s
spell save DC or lose concentration.
Material Component: a pinch of dust and a few drops of
water
SLOW (Transmutation)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Duration: 1 minute
Range: 40 paces		
Saving Throw: Negates (Wis)
Caster selects a point, each target within a 12 pace cube
must succeed on a Wisdom saving throw or suffer the
following effects:
Speed is halved
−2 penalty to Defense
-2 Dexterity saving throws
Can’t use Reactions
Use either an action or a bonus action, not both
No more than one melee or ranged attack per turn
Casting a spell with a casting time of 1 action, roll a d20.
On an 11+, the spell takes effect on the creature’s next
turn, and the creature must use its action on that turn to
complete the spell. If it can’t, the spell is wasted.
A creature may attempt another Wisdom saving throw
at the end of each of its turns, if successful the spell effect
ends for it.
Material Component: a drop of molasses
SPARE THE DYING (Necromancy)
Level: Clr 0 		
Components: V, S
Casting Time: 1 action Duration: Instantaneous
Range: Touch		
Saving Throw: None
A touched creature with 0 hp becomes stable. This has
no effect on constructs, undead, and similar non-living
creatures.
SPEAK WITH DEAD (Necromancy)
Level: Clr 3		
Components: V, S, M
Casting Time: 1 action Duration: 10 minutes
Range: 3 paces		
Saving Throw: Special (Wis)
The caster summons the soul of the departed to answer
questions posed to it. The corpse can be of any age but it
cannot be undead and must be mostly intact. The spell
fails if the corpse was the target of this spell within the last
10 days.
If the spirit has reason to resist the caster’s inquiry, it is
allowed a Wisdom save. If successful the spirit either

provides a false, evasive, or useless answer. If the save is
failed, the caster may ask up to five questions.
The corpse knows what it knew in life, including any
languages. Answers are brief and cryptic. If the spirit
recognizes the caster as an enemy, it may evade a question
with a Wisdom save.
The soul can’t learn new information, doesn’t comprehend
anything that has happened since it died, and can’t
speculate about future events.
Material Component: burning incense
SPIDER CLIMB (Transmutation)
Level: Wiz 2 		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
hour)Range: Touch		
Saving Throw: None
The caster touches a willing creature who gains climbing
Speed equal to its walking speed. The target may move
hands free vertical surfaces including upside down along
ceilings.
Material Component: a drop of bitumen and a spider
which the caster eats.
SPIRITUAL WEAPON (Evocation)
Level: Clr 2		
Components: V, S
Casting Time: 1 bonus actionDuration: 1 minute
Range: 20 paces		
Saving Throw: None
The caster summons a floating spectral weapon, which
attacks using the caster’s melee spell attack. On a hit, the
target takes 1d8 + the caster’s spellcasting ability modifier
in force damage. As an action the caster may direct and
move the weapon up to 6 paces.
The weapon takes the form of the cleric’s choosing but
most often it’s the cleric’s deity’s weapon.
Scaling: When using a spell slot of 3rd level or higher, the
damage increases by 1d8 for every two slot levels above
the 2nd.
STINKING CLOUD (Conjuration)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Duration: 1 minute
Range: 30 paces		
Saving Throw: Negates (Con)
The caster conjures a 6 pace radius sphere of nauseating
gas. Each creature within the cloud at the start of their
turn must make a Constitution saving throw against
poison. On a failed save, the creature spends its action
retching and reeling. Creatures immune to poison or who
don’t breathe automatically make the save.
A wind at least 10 miles per hour disperses the cloud in 4
rounds. A strong wind 20+ miles per hour disperses the
cloud after 1 round.
Material Component: a rotten egg or several skunk
cabbage leaves

SUGGESTION (Enchantment)
Level: Wiz 2		
Components: V, M
Casting Time: 1 action Duration: Concentration (8
hours)Range: 10 paces		
Saving Throw:
Wisdom
The caster selects a target and states a course of action
limited to a sentence or two. The creature must be able to
hear and understand the caster. The suggestion must be
reasonable and cannot harm the target otherwise the spell
immediately ends. The target makes a Wisdom saving
throw. If failed, the target pursues the suggestion to the
best of its ability. The spell ends after the suggested act is
completed or the duration lapses.
The caster may specify conditions triggering a suggested
action. If the condition isn’t triggered, the spell ends. If the
caster or companions damage the target, the spell ends.
Material Component: snake’s tongue and either a bit of
honeycomb or a drop of sweet oil
THAUMATURGY (Transmutation)
Level: Clr 0		
Components: V
Casting Time: 1 action Duration: Instantaneous
Range: 10 paces		
Saving Throw: None
The caster produces a minor, seemingly miraculous effect
with each casting. Any number of effects are possible,
some possible effects include, but are not limited to:
Caster’s voice amplified for 1 minute.
Light a flame or cause flames to flicker, brighten, dim, or
change color for 1 minute.
Harmless tremors in the ground for 1 minute.
Conjure a harmless sound within range.
Cause an unlocked door to open or close.
Alter a minor aspect of yourself for 1 minute.
The spell can be cast multiple times combining up to three
1-minute effects at a time.
TINY HUT (Evocation)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 minute Duration: 8 hours
Range: Self		
Saving Throw: None
A 3 pace radius immobile dome surrounds the caster; the
spell ends if the caster leaves the dome.
Up to nine Medium-size creatures or smaller fit inside the
dome with the caster. The spell fails if a Large creature or
more than 9 creatures are inside. Creatures and objects
within the dome can move through it freely. All other
creatures and objects are barred from passing through it.
Spells and magical effects can’t pass through the dome or
be cast through it. The inside space is comfortable and dry,
regardless of the weather outside.
Until the spell ends, the caster controls the interior
lighting. The dome is opaque from the outside but is
transparent from the inside.
Material Component: a small crystal bead

TONGUES (Divination)
Level: Clr 3, Wiz 3
Components: V, M
Casting Time: 1 action Duration: 1 hour
Range: Touch		
Saving Throw: None
The target understands any spoken language it hears.
When the target speaks, any creature with a language and
can hear the target understands what it says.
Material Component: a small clay model of a ziggurat
TOUCH OF FATIGUE (Necromancy)
Level: Wiz 0		
Components: V, S, M
Casting Time: 1 action Duration: 1 minute.
Range: Touch		
Saving Throw: Negates (Con)
The caster makes a melee spell attack, if successful the
target makes a Constitution save to avoid taking a level
of fatigue. If already fatigued, the target is exhausted.
Unlike normal fatigue, the effect ends as soon as the spell’s
duration expires.
Material Component: a drop of sweat.
TRUESTRIKE (Divination)
Level: Wiz 0		
Components: S
Casting Time: 1 action Duration: Concentration (1
Round)Range: 30 feet		
Saving Throw: None
Pick a target, the caster’s next attack against target is made
with 2d20, taking the higher of the two dice provided this
spell hasn’t ended.
UNSEEN SERVANT (Conjuration) (Ritual)
Level: Wiz 1		
Components: V, S, M
Casting Time: 1 action Duration: 1 hour
Range: 20 paces		
Saving Throw: None
Summons an invisible, mindless medium-sized force to
perform simple tasks. The servant has AC 10, 1 hit point,
and a Strength of 2; it cannot attack and if it drops to 0 hit
points, the spell ends.
As a bonus action, the caster can mentally command the
servant to move up to 5 paces and interact with an object.
The servant performs simple tasks. Once a command
is given, the servant performs the task to the best of its
ability, completes it, then waits for the next command.
If a caster’s command sends the servant farther than 20
paces, the spell ends.
Scaling: ???
Material Component: a piece of string and a bit of wood
VAMPIRIC TOUCH (Necromancy)
Level: Wiz 3		
Components: V, S
Casting Time: 1 action Duration: 1 minute
Range: Self		
Saving Throw: None
The caster’s touch siphons life from others to heal their
injuries. Make a melee spell attack against a creature, on
a hit, the target takes 3d6 necrotic damage and the caster

regains half the same hit points. The caster can make an
attack on each of their turns as an action.
Scaling: When cast using a spell slot of 4th level or higher,
the damage increases by 1d6 for each slot level above 3rd.

The web is flammable, any 1 pace cube exposed to an open
flame burns away in 1 round, dealing 2d4 fire damage to
any creature starting its turn in the fire.

VIRTUE (Abjuration)
Level: Clr 0		
Casting Time: 1 action
Range: Touch		

ZONE OF TRUTH (Enchantment)
Casting Time: 1 action Components: V, S
Casting Time: XXX
Duration: 10 minutes
Range: 20 paces		
Saving Throw: Negates (Cha)

Components: V, S, DF
Duration: 1 round
Saving Throw: None

So long as the touched target has 1 hp, they gain 1d4
temporary hit points. The temporary hp are lost when the
spell ends.
WATER BREATHING (Transmutation)
Level: Wiz 3		
Components: V, S, M
Casting Time: 1 action Range: 10 paces
Saving Throw: None
Saving Throw: None
Up to ten willing creatures gain the ability to breathe
underwater until the spell ends. Affected creatures retain
their normal mode of respiration.
Material Component: a short reed or piece of straw
WATER WALK (Transmutation)
Level: Clr 3, Wiz 3
Components: V, S, M
Casting Time: 1 action Duration: 1 hour
Range: 10 paces		
Saving Throw: None
Up to 10 willing creatures may move across any liquid
surface--water, acid, mud, snow, quicksand, or lava--as if
it were harmless solid ground. NOTE! Creatures crossing
lava still take damage from the heat.
If the target creature is submerged, the target bobs to the
surface of the liquid at a rate of 20 paces per round.
Material Component: a piece of cork
WEB (Conjuration)
Level: Wiz 2		
Components: V, S, M
Casting Time: 1 action Duration: Concentration (1
hour)Range: 20 paces		
Saving Throw:
Special (see below)
A thick mass of sticky webs fills a 6 pace cube. The webs
are considered difficult terrain and lightly obscure the
area.
The web collapses and the spell ends at the start of the
caster’s next turn if the webs aren’t anchored between two
secure points or layered across a floor, wall, or ceiling. A
web spell layered on a flat surface has a depth of 1 pace.
Each creature starting its turn in the web or entering it
must make a Dexterity saving throw. If failed the creature
is restrained as long as it remains in the web or until it
breaks free.
A web restrained creature may use its action to make
a Strength check against the caster’s spell save DC, if
successful the creature breaks free and may move.

Any creatures inside a 5 pace sphere or entering the area
must make a Charisma saving throw, on a failed save the
creature is unable to speak a deliberate lie. The caster
knows if the creature made or failed the save.
An affected creature is aware of the spell. Devious
creatures may be evasive and avoid answering questions
directly.

