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Witch
A tattooed elf, veiled and cloaked, draws his obsidian

dagger across the sand, calling forth from the lines a

ghostly apparition to help him and his allies find their way.

A trio of halfling hermits gather among candles and

incense, chanting words of power to bait spirits from the

shadows. The bejeweled human, dressed in exotic garb

and golden chains bellows a spell which echoes with the

voices of an army of lost souls, a fiendish glint in his eyes

as blood drips from his palm.

  Unlike shamans who pray to the spirits of nature, witches

trap the tormented souls of those lost betwixt the realm of

the living and the beyond. As a witch, you learn to summon

these souls and bind them to your will, gaining protection

from them and power over them. As you attain higher

levels, the covenant you choose to live by grants you

further abilities which extend the utility and power of

these bonds in different ways.

The Power of Spirit
Witches may or may not have a level of respect for the

spirits they bind, though one could say they should. Some

witches tap into the residual energies of long-departed

souls, while others use extant spiritual beings as conduits

for their spellcasting. Either way and whether or not they

wish, witches bind part of their own soul to those that

surround them.

Witch spells mostly deal with manipulation of spiritual

energies (both living and dead) and protections against the

beings who supply those energies. As part of their

connection to the spiritual world, they are also privy to

information and secrets normally not meant for mortal

minds. As such, witches are powerful enchanters,

abjurers, and diviners.

Bonds of the Soul
Witches acknowledge that there is a spiritual connection

between all things – forces that inexplicably and randomly

bind beings and happenings together in a kind of mass,

shared fate. They see other witches as brothers and

sisters, and other classes as close cousins. As a

consequence, witches are often fond of forming alliances.

The covenant that a witch subscribes to is one such

alliance.

Covenants are the manifestation of a philosophy

regarding the nature of spirits. Some, like the Covenant of

Unity, believe in a supreme energy that extends beyond the

physical world, weaving together magic and the collective

conscience of all living things. Others, from the Covenant

of Blood for example, believe in a more intimate

connection between the physical world and the other side.

In this philosophy, each soul is tied to something close to it

in the physical world – a body, an object, or location that

was important to it when it was alive.
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The Witch

Level
Proficiency

Bonus   Bonds  Features
Cantrips
Known

 Spells 
  Known  1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 ð Quickening, Spellcasting 3 3 2 ð ð ð ð ð ð ð ð
2nd +2 1 Witch Covenant, Binding Rites 3 4 3 ð ð ð ð ð ð ð ð
3rd +2 1 Spirit Ward 3 5 4 2 ð ð ð ð ð ð ð
4th +2 1 Ability Score Improvement 4 6 4 3 ð ð ð ð ð ð ð
5th +3 1 ð 4 7 4 3 2 ð ð ð ð ð ð
6th +3 2 Covenant Feature 4 8 4 3 3 ð ð ð ð ð ð
7th +3 2 Spiritual Spellcasting 4 9 4 3 3 1 ð ð ð ð ð
8th +3 2 Ability Score Improvement 4 10 4 3 3 2 ð ð ð ð ð
9th +4 2 ð 4 11 4 3 3 3 1 ð ð ð ð

10th +4 3 Covenant Feature 5 12 4 3 3 3 2 ð ð ð ð
11th +4 3 Channel Spell 5 13 4 3 3 3 2 1 ð ð ð
12th +4 3 Ability Score Improvement 5 14 4 3 3 3 2 1 ð ð ð
13th +5 3 ð 5 15 4 3 3 3 2 1 1 ð ð
14th +5 4 Covenant feature 5 16 4 3 3 3 2 1 1 ð ð
15th +5 4 Strength of Spirit 5 16 4 3 3 3 2 1 1 1 ð
16th +5 4 Ability Score Improvement 5 17 4 3 3 3 2 1 1 1 ð
17th +6 4 ð 5 17 4 3 3 3 2 1 1 1 1

18th +6 5 Familiar Spirit 5 18 4 3 3 3 3 1 1 1 1

19th +6 5 Ability Score Improvement 5 19 4 3 3 3 3 2 1 1 1

20th +6 5 Ghostly Step 5 19 4 3 3 3 3 2 2 1 1

Creating A Witch
When deciding to play a witch, think about what led your

character to tap into the spirit world. Maybe witchcraft is a

tradition in the area, or your character comes from an area

rife with a ghostly past. Superstition is also a good trigger

for a fascination with spirits. What is your relationship

with spirits? Is there a measure of mutual respect?

Perhaps your character feels more like a servant to the

spirit than the other way around, or maybe they possess

the entitlement to dominate and extort spiritual beings.

How did your character come to be an adventurer? It

could be that he or she was a pariah in their community

due to contact with the other side, cast out and forced to

fend for him or herself. Perhaps your character is even

haunted by a particular spirit, and seeks away to control or

be rid of it.

Quick Build
You can make a witch quickly by following these

suggestions. First, Charisma should be your highest ability

score, followed by Constitution. Second, select the Hermit

background. Third, select the chill touch, guidance, and

light cantrips.

Class Features
As a witch, you gain the following class features

Hit Points
Hit Dice: 1d6 per witch level

Hit Points at 1st Level: 6 + your Constitution modifier

Hit Points at Higher Levels: 1d6 (or 4) + your Constitution

modifier per witch level after 1st
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Proficiencies
Armor: Light armor

Weapons: Clubs, daggers, darts, quarterstaffs, scimitars,

sickles, slings

Tools: Herbalism kit

Saving Throws: Wisdom, Charisma

Skills: Choose two from Arcana, History, Insight, Medicine,

Nature, Religion, and Persuasion

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) a component pouch or (b) an arcane focus

or (c) a druidic focus

(a) a priest's pack or (b) a scholar's pack

Any simple weapon and two daggers

Spellcasting
Your contact with the spirit world and intuitive knowledge

of the magic which allows it to persist grants you the use

of spells.

Cantrips
You know three cantrips of your choice from the witch

spell list. You learn additional witch cantrips of your

choice at higher levels, as shown in the Cantrips Known

column of the Witch table.

Spell Slots
The Witch table shows how many spell slots you have to

cast your spells of 1st level and above. To cast one of these

witch spells, you must expend a spell slot of the spell's

level or higher. You regain all expended spell slots when

you finish a long rest.

For example, if you know the 1st-level spell cure wounds

and you have a 1st-level and a 2nd-level spell slot available,

you can cast cure wounds using either slot.

Spells Known of 1st Level and Higher
You know three 1st-level spells of your choice from the

witch spell list. 

  The Spells Known column of the Witch table shows

when you learn more witch spells of your choice. Each of

these spells must be of a level for which you have spell

slots, as shown on the table. For instance, when you reach

3rd level in this class, you can learn one new spell of 1st or

2nd level.

  Additionally, when you gain a level in this class, you can

choose on of the witch spells you know and replace it with

another spell from the witch spell list, which also must be

of a level for which you have spell slots.

Spellcasting Ability
Charisma is your spellcasting ability for your witch spells,

since your magic comes from bargaining with spirits. You

use your Charisma whenever a spell refers to your

spellcasting ability. In addition, you use your Charisma

modifier when setting the saving throw DC for a witch

spell you cast and when making an attack roll with one.
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Spell Save DC = 8 + your proficiency bonus +

your Charisma modifier

Spell attack modifier = your proficiency bonus +

your Charisma modifier

Ritual Casting
You can cast any witch spell you know as a ritual if that

spell has the ritual tag.

Spellcasting Focus
You can use an arcane focus or druidic focus as a

spellcasting focus for your witch spells.

Quickening
At 1st level, you gain the ability to enter a trance known as

the witch’s quickening, letting you see beyond the borders

of the material world. As an action you can enter this

trance to see into the Ethereal Plane up to 60 feet. 

  Additionally you also gain insight into the emotional

energy surrounding you, you know if and what spirits are

bound within 60 feet, and you gain advantage on Wisdom

(Insight) checks.

  The trance lasts for 1 minute, or until you end it as an

action. You can use this feature a number of times equal to

your Charisma modifier (minimum 1). You regain any

expended uses when you finish a long rest.

Witch Covenant
At 2nd level you commit yourself to a spiritual philosophy

known as a witch's covenant: the Covenant of Blood, the

Covenant of Charm, the Covenant of Ruin, the Covenant

of Shadows, Covenant of Silver, Covenant of Steel, or the

Covenant of Unity, detailed at the end of the class

description. Your choice grants you features at 2nd level

and again at 6th, 10th, and 14th level.

Covenant Spells
Each covenant has a list of spells that you gain at the witch

levels noted in the covenant description. Once you gain a

covenant spell, you know it, and it doesn't count against

the number of spells you know.

  If you have a covenant spell that doesn't appear on the

witch spell list, the spell is nonetheless a witch spell for

you.

Binding Rites
At 2nd level you can bind spirits to your service. Binding a

spirit requires 10 minutes of uninterrupted meditation.

During this time, the witch speaks the invocations

required to summon the spirit forth and enacts the rite of

binding depending on which philosophy the witch

subscribes to. A blood witch might utilize a bone fragment

to bind the spirit, while a shadow witch might bargain with

the summoned spirit, exchanging a secret for the spirit’s

service. A witch may perform this ritual at any time to

swap a bound spirit for a new one, losing the old passive

benefit and gaining the new (or simply to change the spell

slot level the same spirit is occupying).

  You choose a spirit to bind from the list at the end of this

class description, and you fill one of your available spell

slots with the spirit. The spell slot used is no longer

available for casting spells, and it remains unavailable for

as long as the spirit filling it remains bound to you. The

spirit is said to be of a level equal to the spell slot used to

bind it. Thus, a Spirit of Passion occupying a 6th level

spell slot is a level 6 spirit. You cannot have more than one

spirit with the same name bound at once. 

  Depending on the type of spirit, you gain certain benefits

while the spirit remains bound and an additional effect

when you release the spirit, as detailed in the Binding

Rites section. Releasing a spirit is a bonus action, although

some spirits allow release as a reaction. Once a spirit has

been released, it no longer provides its passive effect and

the spell slot it occupied is expended. 

  You can bind a number of spirits up to the number shown

for your witch level in the Bonds column of the witch table.
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Spirit Ward
At 3rd level, you learn a rite that offers protection against

spirits who wish you or your allies harm. As an action, you

can create a spirit ward with a radius of 15 feet, centered

on a point you touch. The ward lasts 1 minute. While

inside the ward, creatures you choose who you can see

cannot be charmed, frightened, or possessed by undead

and have resistance to all damage from incorporeal

undead. Additionally, if an affected creature is reduced to 0

hit points within the ward but is not killed outright, the

creature becomes stable at the beginning on their first

turn inside the ward. 

  Once you use this feature, you must finish a short or long

rest to use it again. Beginning at 9th level, you can use

your Spirit Ward twice between rests, and beginning at

18th level you can use it three times between rests.

Ability Score Improvement
When you reach 4th level, and again at 8th, 12th, 16th, and

19th level, you can increase one ability score of your

choice by 2, or you can increase two ability scores of your

choice by 1. As normal, you can't increase an ability score

above 20 using this feature.

Spiritual Spellcasting
At 7th level you call upon the spirits you have bound to

help you cast your spells. You can dismiss a spirit as a

bonus action to recover a spell slot of a level equal to that

of the spirit’s. The release effect of the spirit you dismissed

is not activated.

Channel Spell
Beginning at 11th level, damage from spells you cast on

undead and creatures on a different plane of existence

ignores resistance to that damage.

Strength of Spirit
At 15th level, you learn to sap additional fortitude from the

spirits you bind. When you finish a long rest, you gain a

number of temporary hit points equal to the combined

level of all the spirits you have bound.

Familiar Spirit
At 18th level, you learn the find familiar spell. 

  Additionally, when you cast find familiar or if you already

have a familiar, you can awaken spiritual energy within the

animal as part of an additional ritual that takes 10

minutes. Once complete, you choose one spirit from the

list at the end of the class description. Your familiar

provides you with the spirit’s passive effect as long as your

familiar is within 100 feet of you. Its level is equal to your

Charisma modifier. If the familiar dies, the spirit produces

its release effect if there is a valid target within range of

the familiar.

Ghostly Step
At 20th level you gain the ability to enter the spirit realm

as a bonus action by projecting part of yourself beyond the

material plane for 10 minutes or until you rematerialize as

a bonus action. You and all your belongings become

invisible. You have resistance to all non-magical damage,

and cannot be grappled, paralyzed, petrified, poisoned, or

restrained. 

  For the duration, you can pass through solid objects as if

they were difficult terrain. If you end your turn in an

object, you take 1d10 force damage. If you rematerialize in

a location occupied by a creature or solid object, you are

shunted to the nearest unoccupied space and take damage

equal to twice the number of feet you are moved as a

result. 

  Once you use this feature, you must finish a long rest

before you can use it again.
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Covenants
The covenant that a witch swears by at 2nd level

exemplifies the witch's personal philosophy on spirits.

When entering a covenant, the witch gains abilities which

align with these core philosophies. Though witches of

different covenants can hold similar opinions of spirits, it

is important to think on how each covenant's teachings

shape your character's attitudes towards the binding and

utilization of spirits.

Covenant of Blood
Witches of the Covenant of Blood believe in strong

connections between the physical world and the spiritual

one. Spirits are connected to the physical world through

objects that were important to them while they were alive.

This knowledge allows a witch to bind spirits more easily

— as long as they know something of the spirit's life. 

  Though not always, witches from the Covenant of Blood

tend to dominate the spirits under their control. They

generally take care to leave spirits intact and in a state no

worse than before they were bound, but nevertheless are

capable of using a spirit's weaknesses against them,

taking advantage of their connections to the physical

world in order to gain great control of them.

Covenant of Blood Spells
Ugraf Jctcj Qncjjq

1pb Hold Person* Locate Object

3rf Remove Curse* Vampiric Touch

5rf Locate Creature* Polymorph

7rf Awaken* Greater Restoration

Awaken the Blood
Beginning at 2nd level, when you release a spirit from your

power, you can use the energy from those broken spiritual

bonds to repair corporeal bodies. When you release a

spirit, a creature you touch regains hit points equal to

three times the spirit's level.

Sympathetic Magic
At 6th level, you gain the power to cast spells on targets

over vast distances beyond what the spell may ordinarily

allow. Provided you have an article (blood, hair, clothing, or

favoured object) from the target, your spells of 5th level or

lower which have a single target may affect the creature if

it is on the same plane of existence as you.

  When you cast a spell that targets a creature in this way,

the article you have from the target is consumed.

Blood Binding
At 10th level, when a hostile creature dies within 30 feet of

you, you can bind its soul as a reaction. You bind a spirit

type of your choice to a spell slot of your choice. This

binding expires after 24 hours or whenever you use this

ability again. The target cannot be resurrected so long as

its spirit remains bound in this way.

  Once you use this feature, you must finish a short or long

rest before you can use it again.

Call Forth the Flesh
At 14th level, you gain the ability to force an ethereal or

incorporeal creature that you can see within 60 feet into

the material plane as an action. The target must succeed

on a Constitution saving throw or lose their incorporeal

movement trait and immunities to grappled, paralyzed,

petrified, prone, and restrained for 1 minute. Alternatively,

you can use this feature to to cast revivify once without

expending a spell slot or material components.

  Once you use this feature, you must finish a long rest

before you can use it again.

Covenant of Charm
Witches of the Covenant of Charm tap deep into the

emotions which govern lingering spirits’ behaviours. They

use these emotions as signposts and guides to manipulate

the desires and shape the aspirations of the living. They

believe that although lingering spirits are echoes of the

past, they hold the key to individual futures. By harnessing

the raw emotional energy of the beyond, one can gain

absolute control over the hearts and minds of those

around them.

  Witches of this philosophy vary in their treatment of

spirits. Some befriend and learn from the spirits they bind,

using that knowledge to further their own ends. Others

take only cursory notice of the spirits they enslave – an

attitude that often carries over into their living

interactions, manipulating and charming those they will,

without any true regard for the desires of those they meet.

Covenant of Charm Spells
Ugraf Jctcj Qncjjq

1pb Detect Thoughts* Suggestion

3rf Hypnotic Pattern* Tongues

5rf Hallucinatory Terrain* Phantasmal Killer

7rf Dream* Modify Memory
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In Perfect Trust
%X��RH�PIZIP��]SY�LEZI�KVS[R�EXXYRIH�XS�XLI�LIEVXW�ERH

QMRHW�SJ�XLSWI�EVSYRH�]SY��;LMPI�MR�]SYV�UYMGOIRMRK��]SY

GER�EHH�]SYV�TVSJMGMIRG]�FSRYW�XS�'LEVMWQE��(IGITXMSR


ERH�'LEVMWQE��4IVWYEWMSR
�GLIGOW��SV�X[MGI�]SYV

TVSJMGMIRG]�FSRYW�MJ�]SY�EVI�EPVIEH]�TVSJMGMIRX�

m�%HHMXMSREPP]��HYVMRK�]SYV�UYMGOIRMRK��]SY�KEMR�XLI�EFMPMX]

TIIV�MRXS�XLI�LIEVX�SJ�E�GVIEXYVI�[MXLMR����JIIX�SJ�]SY�EW�ER

EGXMSR��8LI�XEVKIX�QYWX�WYGGIIH�SR�E�;MWHSQ�WEZMRK

XLVS[�EKEMRWX�]SYV�WTIPP�WEZI�('�SV�]SY�KEMR�MRWMKLX�MRXS

MXW�IQSXMSREP�WXEXI�ERH�WSQIXLMRK�XLEX�MW�GYVVIRXP]

MRJPYIRGMRK�XLMW�WXEXI�WYGL�EW�WSQIXLMRK�MX�[SVVMIW�SZIV�

HIWMVIW��PSZIW��SV�LEXIW��'SRWXVYGXW�ERH�GVIEXYVIW�MQQYRI

XS�FIMRK�GLEVQIH�EYXSQEXMGEPP]�WYGGIIH�SR�XLMW�WEZMRK

XLVS[��3R�E�JEMPIH�WEZI�XLI�XEVKIX�MW�RSX�E[EVI�SJ�XLMW

MRXVYWMSR�

m�3RGI�]SY�YWI�XLMW�JIEXYVI��]SY�QYWX�JMRMWL�E�PSRK�VIWX

FIJSVI�]SY�GER�YWI�MX�EKEMR�

Spirit Token
%X��XL�PIZIP�]SY�GER�XMI�SRI�SJ�]SYV�WTMVMXW�]SY�EPVIEH]�LEZI

FSYRH�XS�E�WQEPP�SFNIGX��%W�ER�EGXMSR��]SY�FMRH�XLI�WTMVMX�XS

ER�SFNIGX�XLEX�MW�WMKRMJMGERX�XS�E�GVIEXYVI�]SY�GLSSWI��XLI

WTMVMX�WXMPP�GSYRXW�XS[EVHW�]SYV�QE\MQYQ�FSRHW�[LMPI

EXXEGLIH�XS�XLI�SFNIGX��%W�PSRK�EW�XLI�GVIEXYVI�MW�MR

TSWWIWWMSR�SJ�XLI�XSOIR��XLI�WTMVMX�TVSZMHIW�MXW�TEWWMZI

IJJIGX�EW�XLSYKL�XLI�WTMVMX�[IVI�FSYRH�F]�XLI�XEVKIX��IZIR�MJ

XLI]�EVI�RSX�E�[MXGL
��-R�IMXLIV�GEWI��XLI�QEKMG�LSPHMRK�XLI

WTMVMX�XS�XLI�SFNIGX�I\TMVIW�EJXIV����LSYVW�[LIR�MX�VIXYVRW

XS�]SYV�GSRXVSP��-J�XLI�XSOIR�MW�VIXYVRIH�XS�]SY��]SY�GER

FVIEO�XLMW�QEKMG�WSSRIV�EW�E�FSRYW�EGXMSR��VIKEMRMRK�YWI

SJ�XLI�WTMVMX�

Of One Heart
%X���XL�PIZIP��GVIEXYVIW�GLEVQIH�F]�]SY�EVI�EPWS

GSRWMHIVIH�GLEVQIH�F]�]SYV�EPPMIW��

m�%HHMXMSREPP]��[LIR�]SY�XVMKKIV�E�WTMVMX�W�VIPIEWI�IJJIGX�

YRXMP�XLI�WXEVX�SJ�]SYV�RI\X�XYVR�EPPMIW�[MXLMR����JIIX�SJ�]SY

GER�HEQEKI�GLEVQIH�GVIEXYVIW�[MXLSYX�EJJIGXMRK�XLI

GLEVQ�

Crux of Desire
%X���XL�PIZIP��]SY�GER�X�FI�GLEVQIH�SV�JVMKLXIRIH��ERH�]SYV

WTIPPW�ERH�WTMVMXW�MKRSVI�MQQYRMX]�XS�XLI�GLEVQIH

GSRHMXMSR�

Covenant of Ruin
8LI�'SZIRERX�SJ�6YMR�LEW�PIWW�VIWTIGX�JSV�WTMVMXW�XLER�XLI

SXLIV�GSZIRERXW��;MXGLIW�[LS�FMRH�XLIWI�WTMVMXW�YXMPM^I

XLIMV�QEKMG�XS�XSVXYVI�ERH�TVIWWYVI�WTMVMXW�MR�SVHIV�XS

I\XVEGX�TS[IV�JVSQ�XLIQ��8LIMV�TLMPSWSTL]�VIZSPZIW

EVSYRH�MRZSOMRK�VYMR�ERH�GEYWMRK�EW�QYGL�HEQEKI�EW

TSWWMFPI�

m�8LSYKL�KSSH�[MXGLIW�SJ�XLMW�GSZIRERX�EVI�VEVI��XLI]�EVI

RSX�YRORS[R��+SSH�[MXGLIW�[LS�WLEVI�XLMW�GSZIRERX�W

MHISPSK]�X]TMGEPP]�EMQ�XS�FMRH�IZMP�WTMVMXW��XYVRMRK�XLIWI

FIMRKW�MRXS�[IETSRW�JSV�KSSH�EKEMRWX�XLIMV�[MPP��XLSYKL

XLMW�GER�LEVHP]�FI�GSRWMHIVIH�XS�FI�GSQTPIXIP]�FIRMKR
�

7YGL�[MXGLIW�SJXIR�GPEMQ�XLIMV�EGXMSRW�EVI�JSV�XLI�KVIEXIV

KSSH�­�YWMRK�IZMP�XS�GSQFEX�KVIEXIV�IZMP�

Covenant of Ruin Spells
Ugraf Jctcj Qncjjq

1pb Apmul md K_blcqq* Qf_rrcp

3rf @cqrmu Aspqc* A_jj Jgefrlgle

5rf Amldsqgml* Gac Qrmpk

7rf Ajmsbigjj* Bcqrpsargtc U_tc

Doom
&IKMRRMRK�[LIR�]SY�GLSSWI�XLMW�GSZIRERX�EX��RH�PIZIP��XLI

XEVKIXW�SJ�]SYV�WTMVMXWq�VIPIEWI�IJJIGXW�LEZI�HMWEHZERXEKI�SR

XLI�RI\X�EFMPMX]�GLIGO�SV�EXXEGO�VSPP�XLI]�QEOI�[MXLMR�XLI

RI\X����QMRYXIW�

Devastating Release
%X��XL�PIZIP��WTMVMXW�]SY�VIPIEWI�IVYTX�[MXL�IRIVK]�EW�XLIMV

FSRHW�EVI�FVSOIR��GEYWMRK�LEVQ�XS�XLSWI�EVSYRH�]SY�

;LIR�]SY�VIPIEWI�E�WTMVMX��VSPP�E�RYQFIV�SJ�H�W�IUYEP�XS

XLI�PIZIP�SJ�XLI�WTMVMX��'VIEXYVIW�SJ�]SYV�GLSMGI�[MXLMR���

JIIX�SJ�]SY�XEOI�TW]GLMG�HEQEKI�IUYEP�XS�XLI�XSXEP��8LSWI

[LS�XEOI�HEQEKI�LIEV�[EMPW�ERH�WGVIEQW�EW�XLI�WTMVMX�MW

VIPIEWIH��ERH�JIIP�E�VYWL�SJ�WSVVS[�ERH�HMWGSQJSVX�

Ruinous Ward
&IKMRRMRK�EX���XL�PIZIP��XLI�7TMVMX�;EVHW�]SY�GVIEXI�EVI

EGGSQTERMIH�F]�WTMVMXYEP�HMWWSRERGI�[LMGL�GER�WXVEMR�ERH

FVIEO�XLI�[IEO�SJ�WSYP��;LIR�E�GVIEXYVI�WXEVXW�MXW�XYVR

MRWMHI�]SYV�7TMVMX�;EVH��]SY�GER�GLSSWI�JSV�XLI�[EVH�XS

HIEP��H��TW]GLMG�HEQEKI�XS�XLI�GVIEXYVI��RS�EGXMSR

VIUYMVIH�F]�]SY
�

4EVX���`�8LI�'PEWW

�


