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BOOK ONE:

To determine an ability modifier without consulting the table,
subtract 10 from the ability score and then divide the total by
2 (round down).

GENERATING ABILITY SCORES

Characters are generated via a point-buy attribute system. At
character generation, each attribute starts at 7, and the player
begins with 36 points to spread amongst his or her ability
scores on a 1:1 basis. No single attribute can begin above
18. In the end, each character’s ability scores, when added
together, should equal 78.

OPTIONAL: RANDOM GENERATION METHOD

Some GMs and players like to randomly generate
attributes. In this case, simply roll 4d6, keeping the
highest three scores. Do this six times and arrange the
scores as you see fit.

OPTIONAL: THE STANDARD ARRAY

For a more standardized version of attributes, which gets
you up and running really fast, the GM can simply allow
a set of ability scores that are the same for all characters.
This standard array should be 16 15 14 13 11 9, arranged
to taste, which is buyable with the point spread above.

For a higher powered game, allow an extra 5 points and
delineate your standard array as follows: 17, 15, 13, 12, 10,
10. This will result in characters who are, at worst, average
in a couple of areas, but excel at their best places. Consider
carefully before taking this approach, keeping in mind
that your heroes will improve their ability scores as they
go, which can result in truly superhuman characters.

USING FANTASY RACES

If you wish to incorporate 5e Fantasy races into your
Amazing Adventures game, these races gain only 30
points, and their ability scores should total 72 when
complete. If using the standard array, simply use the
standard array from the core 5e Fantasy Players Guide or
reduce the numbers in the standard array above by 1 each.

CHOOSING A FEAT AND SkiLL PROFICIENCY

If you wish to do so, you may decrease any 4 of your ability
scores by 1 each, and select one Feat for your character, plus
proficiency in one skill of your choice. For more about feats,
see Book Two: Rounding Out the Character.

RaIsING ABILITY SCORES

As your character increases in level (every 4 levels, to be
precise), you will increase one or two ability scores. At these
times, as indicated in your character class, you will choose to
either raise one ability score by +2, or two ability scores by +1
each. Under normal circumstances (that is, without magical
or other artificial involvement) ability scores cannot ever
exceed 20 for a human being, even through the course of play
as you achieve higher levels.

Magic, psychic powers, drugs and other phenomena may
temporarily raise ability scores higher than 20, but in general
these effects wear off (sometimes with consequences). Only
in cases of super powers (see “Powered Heroes,” under the
Gadgeteer class) and with the GM’s explicit approval, can an
ability score go above 20 on a permanent basis.

ABILITY CHECKS

The core rules system behind Amazing Adventures relies totally
on the idea of the ability check. In general, whenever the outcome
of a task is in question, a player will make a check by rolling a
twenty-sided die (d20), adding the appropriate ability modifier
(and sometimes their proficiency bonus) and checking the result
against a Difficulty Class (or DC) set by the Game Master.

Sometimes this DC is determined by a specific formula
(saving throws against spells and powers, for example, use
a formula of 8 + Proficiency Bonus + Ability Bonus of the
power’s wielder), while others are set using a sliding scale
and the GM’s best judgment as to how difficult the task at
hand may be. In still other cases, the difficulty might be set by
the ability or check of an opponent.

THE PROFICIENCY BONUS

The proficiency bonus is a special bonus that every character
gets, which improves as they go up in level. This bonus sets
abilities in which the character is specifically trained apart from
those the character is simply attempting to do “off the cuff.” For
example, anyone can try to sneak by making a Dexterity check.
Characters who are proficient in the stealth skill, however, will
add an extra bonus to the effort: their proficiency bonus.

Each character’s proficiency bonus begins at +2. It increases at
levels 5 (+3), 9 (+4), 13 (+5), and 16 (+6).

Every character class and background allows the character
proficiency in a few skills, weapons, tools and saving throws.

PAssIVE SCORES

Every hero and NPC also has “passive” scores, which can
be used to speed things up. The most common of these is
the passive Perception score, which is used to determine
whether heroes happen to notice things when they’re not
actively searching.

The passive score serves as both your “assumed” roll on any
check, as well as the DC against which other people must
succeed on given checks. It is always 10 + your ability bonus
+ your proficiency score (if you are proficient in the check or
skill being checked.) Thus, your passive Perception score is 10
+ your Wisdom modifier, plus your proficiency bonus (if you
are proficient in the Perception skill). If you are not proficient,
you do not add your proficiency bonus to your passive score.

Your passive score should always be assumed to be the
minimum on a check in which you are proficient, unless you
roll a natural, unmodified 1. That is, if a hero rolls a Wisdom
(perception) check, and the result is less than their passive
score, the passive perception score should be used, unless the



If you are not proficient in a skill or check, you can roll under
your passive score on an active check, and if the GM calls for an
active check, you cannot choose to rely on your passive score.

EXAMPLE OF ABILITY CHECK AND SKILL USE

Natalya the Fox is attempting to sneak up on two guards
in an attempt to infiltrate the secret base of the Order of
the Black Dragon. In this case, her DC to succeed is equal
to the guards’ passive Perception score (more on this
later), which the GM knows to be 10. She is proficient in
the stealth skill, so she rolls d20 + her Dexterity bonus
of +4 and her proficiency bonus of +3 (she is fifth level).
Her d20 comes up a 6 —not too good. However, adding
+7 for her bonuses, she easily beats the guards’ passive
Perception of 10, and slips unnoticed behind them.

LANGUAGES

Every character begins play with native fluency and literacy in
his or her native language - the language that is common to the
region from which they hail. American characters speak English;
German characters speak German, etc. Beyond this, characters
receive bonus languages equal to their Intelligence bonus, which
they can speak, read, and write fluently at the beginning of play.
These languages are in addition to any granted by a character’s
backgrounds or character classes. If a character has an Intelligence
penalty, they still speak and read their native language; they
simply do not gain any bonus languages (other than those
potentially provided by class or background selection).

There is no standard list of languages for Amazing Adventures,
as it takes place (nominally) in the real world (or a close
approximation to it), or in a fantasy, science fiction or horror world
of your design. As such, it's impossible to create an authoritative
list of the literally thousands of languages that exist.

LEARNING LANGUAGES IN PLAY

Learning new languages is not something that can normally
be done overnight. Characters should be encouraged to learn
new languages during the course of play if they desire, but
unless they retire for a year or so to study, they should not be
allowed to read, write and speak the language immediately.
For example, Quinton, who speaks only the Queen’s English,
travels with Erik, a Rom mentalist who speaks the Romani
tongue fluently. The player tells the Game Master that
Quinton is going to study the language while they travel; the
Game Master may allow him to get by with the new language
within a few months, but to not become fluent for several
years of travel. Languages can be an important part of the
game and can offer very challenging roleplaying obstacles
if the Game Master is not overly generous in handing them
out and the player is intrigued enough to unravel ancient
societies’ customs with halting words and hand gestures.

LANGUAGES AS ADVANCEMENTS

Alternately, for a more cinematic or fantastical means of
learning languages a character can choose three languages
when they would normally gain an ability score increase or
i ility i

BASIC CHARACTER CREATION

WHY SO MANY LANGUAGES?

Astute readers will note that Amazing Adventures gives
characters more languages than they normally begin
play with in standard 5e fantasy gaming. The rationale
for this is simple: genre emulation. The core idea behind
this game is that of a multinational group of adventurers
who are educated and erudite. In addition, unlike in a
fantasy game, there’s no true “common tongue” on Earth
(English comes the closest, but it’s not nearly the same).

As you'll see later, members of the Raider class get
even more languages, making them useful companions
indeed, on international travels! However, for Game
Masters who prefer the traditional method of restricting
languages by class and background, you can simply
ignore this rule. It shouldn’t negatively affect play,
depending on the kind of campaign you wish to run.

SPEED AND MOVEMENT

All characters in Amazing Adventures are assumed to
be human (though future sourcebooks may include alien
and other nonhuman races). As such, all characters, unless
otherwise noted in their character class, have a movement
rate of 30 feet per round.

CHARACTER CLASSES

The next step in creating a character is to choose a class, or
broad archetype of the kind of character you wish to play. In
Amazing Adventures the character classes are:

° ARCANIST, a master or mistress of the mystic arts, who
weaves arcane effects, calling upon the sheer creative
and destructive energies of the multiverse to twist reality
according to their will.

e GADGETEER/POWERED, a character with an arsenal of
super-science devices at their disposal, or who through
fate or design has developed extraordinary and
sometimes unnatural abilities.

e  GUMSHOE, a super sleuth with the ability to track fugitives
across the world, chase down the smallest details of a
story, and case crime scenes for those bits of clues and
evidence others missed, all while taking down organized
and mundane crime the world over.

e  HALLOWED, a character touched by the divine, who
produces miraculous effects by calling upon the powers
of a deific force, or even of nature itself.

e  HOOLIGAN, a criminal or ex-con with the skills of stealth,
of knowledge of the streets, and the more unsavory ways
to “get things done.”

e MENTALIST, a hero with the mysterious powers of the mind,
who can see into the darkest corners of the human heart and
mind, who can convince someone you are not even there,
who can communicate at great distances and see things
across the world, or even move things with their mind.

e OCCULTIST, a character who has achieved great and
mystical powers through making a pact with otherworldly
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e  PUGILIST, the down-and-dirty pit fighter, street martial
artist, or wrestler who gets things done in a personal sense,
the way they should be done—with your bare hands.

e  RAIDER, an archaeologist, anthropologist, field librarian
or other adventurer who seeks the thrill of lost societies,
ancient tombs, mythic artifacts, and the secret knowledge
and treasures they hide.

e  SOCIALITE, the hero who knows someone everywhere they
go, and has the resources to exploit those connections,
all while bolstering their companions and demoralizing
their enemies. From the underworld bartender to the
vicious femme fatale, this is one character that’s always
got the resources you need to get where you need to go,
and acquire what you want.

Each of these classes represents a very broad and general
picture of a classic genre archetype. The Raider, for example,
is the academic explorer who plumbs ancient tombs and
temples for lost treasures. The Gumshoe is the hard-boiled
detective, ace reporter or rough-and-tumble FBI agent
battling organized crime.

If these archetypes seem too broad and general, fear not!
After you choose your initial class, you will be given a chance
to customize that class to your liking in most cases, each
of these classes has in some way, as well as through feats,
backgrounds, skills, and other traits later on. There are even
options for multiclassing, allowing you to progress in several
classes at the same time to build a truly unique skills set. For
now, just choose the archetype that most closely suits your
character concept; we’ll build on that later.

Finally, given the wide variety of styles and sub-genres your
game might explore, players should check with their GM to
ensure that the class they wish to play is appropriate; not all
games feature mystical or supernatural abilities, and in such
games the arcanist, hallowed, occultist and mentalist are
inappropriate, as may be the gadgeteer and powered hero,
depending on the amount of “super science” or “steam punk”
the GM wishes to include.

ARMOR CLASS IN THE MODERN GAME

In modern gaming, it's unusual for characters to run around
in body armor. As such, rather than an AC granted by armor,
each class now has an AC progression in their class tables
representing their defensive enhancements based on their
growing skill as adventurers.

In addition, not all classes add Dexterity to AC. In fact,
each class adds a different ability score based on that
class’ natural proclivities. While hooligans are nimble
and still add Dexterity, for example, arcanists instead add
Intelligence based on their ability to study an opponent
and predict where and how the next attack will come.
Pugilists add Constitution as they’re tough enough to
slough off minor hits. Mentalists add Wisdom (an intuitive
ability to sense where an attack will come), while Socialites
add Charisma (they are either so intimidating as to shake
foes, or are so attractive or magnetic as to be distracting
and thus disrupt attacks).

CHANGES TO TRADITIONAL CLASSES

Some classes may, at a glance, appear to be re-named reprints
of “Standard” classes from the SRD and to be honest, one
or two are, save for adding a few modern skills and tools to
the mix. This is particularly true of the Arcanist (Wizard),
Hallowed (Cleric) and Occultist (Warlock).

The rationale for this is multifold: Firstly, there’s no reason to
fix what isn’t broken; secondly, the game should be playable
with just this book, rather than pointing you to other sources.
We may point to the core Fifth Edition Fantasy player’s guide
for certain options therein, but they aren’t 100% needed to
play the game. Everything you need is right here.

Further, reading more closely will reveal that in most cases, these
classes has in some way been tweaked and modified to fit a
distinctly modern game, as well as to provide additional options
(arcane traditions, divine domains and otherworldly patrons).

While all should still play fine alongside their original
counterparts, few are 100% straight reprints. Among these
changes are the additional progressions for armor class,
differing ability scores for AC adjustment, alterations to base
hit die, new paths, archetypes and the like, and flavor-based
renaming and changes to certain basic class abilities to reflect
the different style of play in a modern-style game.

NEew PatHs AND ARCHETYPES IN 5™ EDmON FANTASY GAMES

Because many of these classes are adapted from regular 5"
edition classes, the various character options presented can
be used without modification in those games. Specifically,
arcanist traditions work with wizards, hallowed domains
work with clerics, hooligan archetypes work with rogues,
occultist patrons work for warlocks, and pugilist fighting
styles work as monastic traditions for monks.

Usine 5™ EDpiTIoN FANTASY CLASSES

In addition, standard 5" Edition Fantasy classes can be used
with Amazing Adventures, and require very little work.
You will need to apply an armor class progression, since
modern characters aren’t prone to run around in chainmail.
You'll need to determine which ability score they should
add to armor class, and you'll need to apply modern weapon
proficiencies to the class as you see fit.

AC progressions come in three “flavors”: strong, medium
and weak, and progress as follows:

STRONG: start at 10, increase every 3 levels (Hooligan,
Mentalist, Raider, Socialite)

MEDIUM: start at 10, increase every 4 levels (Gadgeteer,
Gumshoe, Hallowed

WEAK: start at 10, increase every 5 levels (Arcanist, Occultist)

The pugilist is a special case, starting at 12, and increasing
every 3 levels as per Strong,.

In terms of weapon proficiencies, in general simple weapons
allow access to handguns, rifles and shotguns that do not have
full automatic or burst fire, while martial weapons permit




weapons. You can tweak this to suit your individual game.

Choosing which ability score to add to AC is a relatively
simple prospect. Look at the saving throws for the class in
question, and choose one to serve as the armor class attribute.
The ranger, for example, lists Strength and Dexterity as saving
throw proficiencies. You could choose either, but in this case
it’s probably fine to leave the ranger adding Dexterity to AC.

The Druid is proficient with Intelligence and Wisdom; while
either works, Wisdom may seem the more appropriate ability
score, as the druid can sense the way their opponents interact
with the world around them, granting them a minor sort of
sixth sense in battle. The Paladin is proficient in Wisdom
and Charisma; you may determine that their moral and
ethical conviction gives them an intimidating presence that’s
distracting to foes — they add charisma.

Go through any class from the core Fifth Edition Player’s
Manual and make these choices, and you're good to go. In
this manner you can greatly increase the available classes for
your Amazing Adventures game; you need only come up
with a rationale for the class in your world, which unto itself
isn’t difficult—a druid could be a new age Wiccan or pagan
in the Reclamation tradition whose magic has measurable,
visible effects on the world. A paladin could be a demon
hunter or devoted soldier, either for a nation or serving a
private organization’s cause. A fighter is the consummate
solder, and the ranger is a survivalist and hunter.

It is recommended, however, that the cleric, wizard and
warlock be replaced with the hallowed, arcanist and occultist,
respectively, and not used alongside one another. This is
because these classes have been specifically modified to suit a
more modern style of play.

Likewise, should you choose to use the Pugilist alongside
the monk, it is suggested that the monk’s unarmed damage
progression be changed to match the Pugilist’s. The reason for
this is that in a world with guns being common, it’s important
for the rough-and-tumble fist fighter to be able to hold their own,
which means increasing their damage output commensurately.

Sorcerers could be used as they sit, adding charisma to AC,
and indeed a new sorcerous origin ideal for modern games —
the Fiendish Bloodline—can be found in our Fifth Edition
Player’s Guide to Aihrde, which also contains a wealth of
other character options for your 5e games.

RENAMING CHARACTER CLASSES FOR
DIFFERENT GENRES

The character classes here present a broad range of archetypes
you may find in a variety of different genres of play. They have
been named to give the class a bit of flavor as well as being
functional. That being said, some may evoke specific ideas in
one’s mind —the Gumshoe, for example, evokes hardboiled
detective stories, and while that’s fine for everything from
1920s through tech noir future stories, it's well within the
purview of the GM to simply declare that in a modern game,
space opera game or other genre, the class could simply be
re-named “Investigator.”

BASIC CHARACTER CREATION
In the end, while the classes have been named to be evocative of
the tradition in which they are rooted, that doesn’t mean they’re
not applicable to other settings by changing the name and basic
trappings. Even an Arcanist might work in a space opera game
by changing the nature of magic to work with limited amounts
of nanotechnology they can generate every so often to create
varying effects —a techno-mage or something of the sort.

Be creative and think outside the box —remember, Amazing
Adventures is a toolkit game, and never feel bound by the
letter of the rules, or be afraid to extrapolate where something
is left nebulous. Always keep it simple and straightforward,
and make alterations and house rules as best fit your table.

CHARACTER CLASSES AND EQUIPMENT

As with standard 5e fantasy games, your character class
and background will provide you with a starting package
of equipment. This, by and large, is both to offer the “bare
minimum” for your class, and to maintain full compatibility
with the 5e Fantasy rules. In truth, however, equipment is not
quite as important to a modern character as it is to a fantasy
character, since we all live in an era where we can pop down to
the local outdoors, hunting, hardware, or sporting goods store
and buy a tent, a flashlight, or even a weapon if we need it.

As such, you can feel free to swap out equipment here for
other items you choose, or even add to your character’s gear.
Just remember to be reasonable—would your character,
given their general level of wealth and their general career
outside of adventuring —actually possess such a thing? Very
few of us have access, for example, to nuclear subs. Most of
us as adults can at least afford a used car, on the other hand.

More guidelines for equipping your character can be found
in Chapter 3.

MobiryiNG EQUIPMENT LisTs FOR GENRE

If you choose to use these character classes in fantasy games
or other genres, you may see pieces of equipment that simply
don’t fit—computers, smartphones, and the like. In genres
and settings where such things don’t exist, simply work with
your GM to determine a suitable substitute and don’t sweat
it too much. That’s the nature of multi-genre gaming —you’ll
need to tweak certain things to fit the setting and campaign in
which you're running.

EXPERTISE IN AMAZING ADVENTURES

In the Fifth Edition Fantasy rules, Expertise is a class
ability that allows the class in question (usually rogues)
to add double their proficiency bonus to a chosen skill.
Amazing Adventures uses it in the same way, but instead
of (or in addition to) it being a standard class ability, it is also
something a character can gain as a result of another class
ability. Therefore, whenever you see a class state that the
character “gains expertise” in one or more skills, that means
they add double their proficiency bonus to those skills.

AMAZING ADVENTURES CHARACTER CLASSES
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THE ARCANIST

Hidden in plain sight are those who strive to understand the oft-
forbidden and widely feared arcane magics of the multiverse.
These few must have no fear in their quest for knowledge, as
delving into the arcane involves powers and energies poorly
understood by those bound to mortal planes. If not harnessed
with care, unleashing these magics can cause catastrophes of
great proportion and slay those who dabble in this art. The
reward, however, for the diligence and willingness to plumb
the depths of these magical energies is potentially great indeed.
Arcanists bind themselves to this task, seeking to master eldritch
sorceries and unravel the riddles and meanings of the world.
They use their powers to reshape the world around them and, in
some cases, to bring great world leaders to their knees.

Arcanists are the archetypical magic-users, and they are
vastly superior to all others at understanding and harnessing
the magic that ebbs and flows through the multiverse. They
come from all social strata and can be found in all positions in
society. They may be employed by business tycoons, religious
organizations, world leaders or other powerful individuals
to whom they act as guides and advisors, but almost always
in secret. Many seek to dominate national (and even world)
politics, and often succeed. More often though, arcanists
work in solitude, far away from the prying eyes and keen
ears of enemies, spies and other arcanists who often consider
them to be untrustworthy and dangerous competitors in the
quest for arcane lore. In wind-swept towers or black Egyptian
tombs, far from the din of civilization, such arcanists find the
solitude, quiet and safety necessary to pursue their research
and carry out their oft-times dangerous experiments.

Though they come from many walks of life, all arcanists have
a few characteristics in common. They tend to be intelligent,
observant, diligent and have an exacting eye for detail. Their
unyielding search and thirst for knowledge of the eldritch powers
often generates a self-serving egomania in the most powerful
of arcanists. And, as they become ever more competent in
harnessing eldritch sorceries and bending the world about them
to their will, they suffer little distraction and afford interlopers
little forgiveness when their work is interrupted.

Woe to the foes of these powerful magic-users. Incurring
their wrath can mean the unleashing of horrid and terrible
magics few can comprehend, and fewer still are capable of
combating. An arcanist’s enemies are laid waste by balls of
blue flame and bolts of lightning called from elemental planes
or even by servants of the rulers of the nether worlds, conjured
forth to act on the arcanist’s behalf. They can make objects
disappear and transport themselves many miles away, see
into the darkness and build walls of force no man can pass.
The greatest of arcanists are powerful beyond measure.

An arcanist’s pursuits and studies, along with their intense
focus upon the arcane, mean a life of laboring over ancient
tomes of knowledge. This leaves arcanists little time to
learn and become proficient in any but the most common of
weapons, and not at all capable of wearing bulky clothing that
hinders the intricate somatic movements needed to cast some
of their most powerful spells. Yet this matters little to them,
as arcanists realize their wits and arcane powers are far more
powerful than any gun or sword, and that conjured servants

CLass FEATURES

As an arcanist, you gain the following class features.

Hit PoinTs

HIT DICE: 1d6 per arcanist level

HIT POINTS AT 157 LEVEL: 6 + your Constitution modifier

HIT POINTS AT HIGHER LEVELS: 1d6 (or 4) + your
Constitution modifier per arcanist level after 1%

PROFICIENCIES

WEAPONS: Daggers, darts, slings, quarterstaffs, light
crossbows, handguns, shotguns

TOOLS: None

SAVING THROWS: Intelligence, Wisdom

SKILLS: Choose two from Arcana, History, Insight,

Investigation, Medicine, Religion, and Science

ArRMOR CLAsS

You are always analyzing your opponents’ patterns and
seeing the most likely next action they will take, which
enables you to be elsewhere when their attack lands. You add
your Intelligence bonus to your AC.

EQuIPMENT

You start with the following equipment, in addition to the
equipment granted by your background:

(a) a quarterstaff or (b) a dagger

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

(a) a scholar’s pack or (b) an explorer’s pack

(a) ceremonial robes or (b) a trench coat

(@)

a) a book of shadows

TABLE: THE ARCANIST

































































































































































































































































































BOOK THREE:




BOOK FOUR: PARANORMAL

SOUTH AMERICA, 1940

The guards lay twitching at the doorway. Natalya stood over them,
implacable behind her Fox mask, but the rest of the group knew her
well enough to know her jaw was set like stone. She wiped her blades
clean and slipped into the room, fading from view once more.

“Think she overdid it?” came Tennessee’s voice from the back.

“No,” Bucky coughed. “Screw them. Kill them all.” He coughed
again, and spat a globule of blood.

“Hey,” Maddie said, moving a lock of matted hair out of his eyes.
“Take it easy. It's just a good thing that Steve, Nat, and I were here.
We'll get you out, and we're all gonna get home. Much as I hate to
admit it, though, Nat’s got the right idea.” She sighed, and slipped
into the shadows on the other side of the door. She may not have been
psychic like Nat, but Maddie had her own talents, and having one of
the women out of sight on each side could come in handy.

Steve McPartland, a giant of a man, lumbered in the room,
supporting the barely-conscious Bucky. Tennessee and Mackie
brought up the rear.

o

“This is a cluster, no doubt about it, Darlin’,” Tennessee said. Then,
as Steve stepped aside, he added, “Oh, no, not one of these things
again.”

There, before the group, as they made their way into the cavernous
room plled with crates, machinery and strange, alien-looking
machinery, stood what appeared at a glance to be an oval mirror,
about ten feet high, with a brass frame covered in elaborate, runic
writing. Tennessee knew better than to try and translate it; he was
good, but this was an utterly alien tongue, one he now knew to have
originated on Venus, millions of years ago.

Mackie moved forward and breathed, “A Ring of Brass. The Order
has found one of the Rings of Brass. Do you have any idea what this
means?”

“Indeed I do!” came a voice that had the tenor of a stage whisper, but
the volume of a shout.

The group stepped back into a tight-knit formation, with the
wounded Bucky at the center, protected, as from behind the mirror
stepped a pgure in black from toe to throat: black coat, black gloves,
black shirt and pants, black boots. Over his face he wore a mask in
the shape of a demonic cobra, and he held a rapier in one hand and
a .45 in the other.

“Doctor Serpent!” Mackie growled. “You son of a bitch!” She
pointed her snub-nose revolver at him...but couldn’t pull the
trigger. She tried, focused all her will on the task, but her pnger
wouldn’t move, even as her whole body trembled.

“Put it down,” Doctor Serpent said, calmly, and Mackie’s hand
opened as if by its own volition. Her gun clattered to the ground,
several feet away. She looked to her companions, and they all
appeared frozen, unable to move.

Doctor Serpent sauntered towards heri actually, she reyected,
it really was more like a slither —and reached a cold, gloved hand
out to caress her cheek. She recoiled as a sense of base, instinctive

“Why would you even try?” he said. “None of you can overpower me.”

“No,” came a voice from the shadows, “But maybe we don’t need to.”

Maddie stepped from behind a statue, her nickel-plated .45 aimed
right at the villain’s chest. “Doctor,” she said. “Been awhile. I'd tell
you to give it up, but ah, screw it.” She pulled the trigger once, twice,
three and four times, and Doctor Serpent staggered backwards with
each shot, then hit the ground, where he lie still.

Maddie ran forward, intent on slapping her companions awake, when



BOOK FOUR:

There was a twang, and Maddie pitched forward with a cry, a black-
feathered arrow stuck through her shoulder. Then the soldiers ran
in, at least a dozen, with submachine guns. That roused Tennessee
from his trance, and he reacted instantly, training his dual Webley
revolvers on the new assailants and yelling, “Dive for cover!” He
opened up with both pistols and managed to drop two assailants
before they had a chance to react.

Then the gunpre erupted and the room was a cacophony of ear-
splitting typewriter sounds and blasts from hand cannons as chaos
took control. Steve was trapped in the middle of it all, until Nat’s
soft, Russian accent whispered in his ear. “Go,” she said. “I will get
Bucky to safety.”

Steve never doubted her orders; he knew in that moment that both
she and Bucky were invisible to everyone in the room, and would
remain that way until Nat did something to change it. He spun,
caught a bullet from one of his assailants, and hurled it back,
catching the thug in the throat. Steve charged the soldier and
grabbed him, slamming prst his forehead into his enemyds head,
then raining thick, meaty psts down like hammers.

Mackie dove for her gun, snatched it up, and started to rise before
realizing that Doctor Serpent’s body was nowhere to be seen.

“Gods dammit!” she cried. “Doctor Serpent’s not dead! He’s...”

Then the Ring of Brass sprang to life. First there was a shimmering,
swirling substance like mist, which cleared way to reveal an elderly
man in his late 60s, in what appeared to be a cave, grappling with
someone. The man’s visage was instantly familiar to Mackie, who
had carried his photo with her ever since she was a child. But it
couldn’t be him. He’d died four decades ago. So long ago she’d never
met him. It couldn’t be...

“...Grandfather!?” she shouted.

The man spun, and then she saw the pgure withwhom he grappledfi a
pgure dressed all in black, wearing the mask of a twisted cobra over
its face. Mackie’s voice caught in her throat, and she froze in shock
just as, across the room, Lila stepped into the clear and drew her
bow, trained directly on Mackie’s heart.

Before she could release, however, there was a blur of motion and her
string snapped. The force of the breakage blew the bow backwards,
right into Lilads face. She staggered backwards, to pnd herself facing
the lithe pgure of Nat, in her Fox mask, moving with all the grace
of her chosen namesake in her crimson Kung-Fu outpt, her paired
rapier and main gauche swirling in a deadly dance.

Lila dropped her bow and kept her distance, matching the Fox step
for step.

“Fox,” she purred. “You know I'd love to see what’s under that
mask.”

“Many would, darling,” Nat spat back at her. “Keep wishing.”

With blinding speed, Lila’s hand shot behind her and forward again,
a Walther PPK in her grip. But the Fox was nowhere to be seen.

oNow you see me,0 her voice yoated through the air.

sweat matting down her blonde hair, and the arrow still protruding
from her shoulder.

“I wanted you to see this,” Maddie said, and ripped the arrow out
with another cry of pain, then tossed it away.

“That arrow,” Lila choked. “It was poisoned! You should be dead!”

“I should be dead a hundred times over,” Maddie grunted. “But I'm
immune to poison. Family heritage.”

Lila stepped back as Maddie came on, too shocked to even bring her
qun to bear. “But...you...how?”

“Let’s just say your boss isn’t the only serpent here. You know what
Maddie stands for?”

Lila’s face contorted and froze in horror as Maddie's beautiful
blonde face changed before Lila's eyes, growing hideously deformed,
covered in rotting scales. Her eyes glowed green, her hair came to
life, a thousand serpents writhing and snapping. A scream caught
in Lila’s throat, and every muscle in her body locked up.

“You're not going to die,” Maddie hissed. “But you'll wish you had.”

Lilads skin turned ashen, hard. The petripcation moved through her
muscles, into her nerves, up her throat.

“An eternity,” Maddie said, “Of life as a stone statue. Always
aware, never able to interact. Never able to speak. Just watching,
staring straight ahead, hearing everything, but feeling nothing but
cold, stark terror. You'll go mad, I guess. I wonder how long it'll
take?”

Inside, Lila screamed, and then the world turned colorless.

Maddie stepped back behind the statue and slid down. The pain in
her shoulder was intense. Then Nat was at her side.

“That wound,” Nat said. “It’s bad.”

“Yeah,” Maddie agreed. “I'm aware. I'll live, think, but I'm out of
this one.”

Nat nodded and looked at the grotesque statue that Lila had become.
“I've...never seen you take it that far.”

“I don’t like to,” Maddie said. “It's too easy. It feels too good.” Her
head lolled towards the statue. “But for her, for what she did to
Bucky, I made an exception.”

“I can’t obscure you,” Nat said. “Not with keeping Bucky out of
sight and pghting my own battles.6

Maddie nodded. “Just go help Mackie, Steve, and Ten,” she said.
I'll be all right. I've got these to back me up if anyone sees me.” She
lifted her twin .45’s.

Nat nodded, and disappeared back into the fray. Maddie let out
a sigh and shivered. She turned her head to catch a glimpse into
the room, where Mackie still stood at the center of the maelstrom,
entranced in shock at the pgures in the mirror.

This book is most important for Game Masters and players




including the Arcanist, Gadgeteer, Hallowed, Mentalist and
Occultist. Herein you will find rules for creating gadgets and
superpowers, how to modify spell effects to create everything
from grenade launchers to cybernetics to superpowers. It will
also include rules for magic and psychic powers, as well as
complete spell tables and lists.

GADGETEERING

The Gadgeteer character class is predicated on building
gadgets (or purchasing powers, in the case of the Powered
Archetype) based on the effects of spells. There are a number
of restrictions that must be placed on such abilities in order to
balance the gadgeteer with other classes.

The key to any restriction on gadgets should fulfill three
important functions in game. First, it should maintain the
flavor of the game —a gadgeteer should never have a “magic
missile” gadget. They should have some sort of homing
blaster. Second, use of the gadget should maintain game
balance —first level characters shouldn’t be slinging around
5d8 area effects every round without consequence. Finally,
restrictions should have an in-game justification.

For example, a gadget that only works once per long rest is
battery powered and the batteries take 8 hours to recharge,
requiring a special power pack setup to begin the process.
Healing abilities based on nanotech might only be able to
generate so many nanites at one time, and it requires that
long to produce more. As the gadgeteer improves the gadget,
they can improve the technology for recharging, reducing it
to short rest and then at will, progressively.

Remember that spells purchased are the beginning of creating
a gadget, not the end. If a player wishes to do something that
is not strictly defined in a spell effect, the GM should work
to modify an existing spell and/or cost and restrict the effect
based on the closest available spell.

For example, if the player wishes to have, say, a robot snake
monster, the GM may score this as conjure animal except
the purchase gives a permanent robot snake instead of
summoning various living creatures, and base the HD, HP,
AC, attacks and other abilities of the robot on the guidelines
listed in that spell, as she sees fit. The trick here is to place fair
restrictions on gadgets such that the class don’t unbalance the
game, while not restricting the gadgeteer’s creativity.

Likewise, in the case of on-the-fly gadgets if an appropriate
level spell is not available but the player wishes to do
something that is roughly the same power level and would
make the game fun and interesting, roll with it! For example,
a character wishes to produce a device that scans for alien
technology. There’s no such spell in the list, but the Game
Master decides that it’s roughly equivalent in power to detect
magic, so scores the gadget similarly in terms of point cost and
level availability.

GUIDELINES FOR GADGET CREATION

It's important for a gadgeteer to envision a specific gadget
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gadget or power suite. Game Masters are advised to carefully
adjudicate and monitor gadgets purchased by this character,
as some spells, when handed unrestricted to a player
character, can result in serious game imbalance. A character,
for example, who has the ability to create a Prismatic Sphere
whenever they feel like it is nigh unstoppable.

For this reason, the following guidelines are offered, and the
following restrictions for purchasing gadgets exist. Note that
these are suggested guidelines; your game master is free to
impose any additional restrictions they feel necessary, or can
ignore those listed here as they deem appropriate.

1. No spell effects above sixth level are possible as gadgets
(until the gadgeteer gains Quantum Tech/Cosmic Power
at 16" level).

2. A gadgeteer may not purchase a gadget that reproduces
effects of a higherlevel than half his currentlevel, rounded
up. Thus, a fifth- or sixth-level gadgeteer may purchase
third-level effects; a seventh- or eighth-level gadgeteer
has access to fourth-level effects, etc. At the GM’s option,
the level limit for gadgets can be suspended at character
generation (or at the beginning of a mission, in the case
of the gadgeteer with a Quartermaster, as below), but it
is recommended that no more than one gadget ever be
owned that is higher than the gadgeteer’s normal limit.

3. It is recommended that if a gadgeteer buys an effect at
maximum available spell level, they may use it once per
long rest, the rationale being that the battery burns out
and needs to recharge. Likewise, an effect purchased at
half or more the maximum available spell level may be
used only once per short rest.

Purchasing the effect again (at full cost) increases
usage: long rest becomes short rest; short rest becomes
unlimited. However, a gadgeteer must improve one
level beyond minimum before they may reduce long rest
to short rest, and three levels beyond minimum before
reducing short rest to unlimited.

For example, if a fifth level gadgeteer purchases lightning
bolt, a third-level spell, to create a Tesla Gun, he may
use it once per long rest before it needs to burn out, as
normally, a fifth level arcanist can only cast third level
spells maximum. If he purchases it a second time (which
he can only do starting at sixth level), he may use it once
per short rest. If he purchases it a third time (requiring
him to be eighth level), it may be used unlimited times.

This does result in the side effect that gadgets can be
purchased at a significant discount by simply waiting
until one is higher level to buy it. A gadgeteer who waits
until level 13 to purchase lightning bolt would only have
to purchase it once to get unlimited use, since level 3 is
less than half of the available spell level of 7.

4. Cantrip effects can always be used at will when
purchased, even by first level characters. In addition,
cantrip-based effects do automatically increase as per the
spell effect. The idea is that with these simple gadgets,
the gadgeteer is constantly tinkering to improve their
performance and reliability, and with powers, they
increase in effectiveness as the character grows into their
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create a napalm pistol at level one, it does 1d10 at first
level, 2d10 at 5" level, 3d10 at 11" level, and 4d10 at 17"
level without the need for expending additional points.
This allows for gadgeteers to create a sort of signature
gadget that will improve alongside them, and will often
be a “go to” weapon or effect that they rely upon as a
base power, weapon, scanner, etc.

5. Any effect’s use can be restricted in a similar manner by
the GM, to prevent gadgeteers from having “runaway”
power. Consider what the ability does and limit it to
a reasonable number of uses per short or long rest. If
nothing else, consider the collateral damage created
by gadgets based on, for example, fireball or lightning
bolt. These will blast craters and holes in property
and can create unexpected injuries to innocents if
not used sparingly. If a player threatens to run away
with the game based on a gadget, the GM is in their
right to restrict the gadget, or otherwise force the
player character to feel the consequences (in game)
of unlimited use. In extreme situations, the gadget
could explode on a roll of natural 1 or be stolen by
an adversary...in which case the gadgeteer does not
regain the lost gadget points. A powered character
could have a power turn back on themselves in a
form of bio-feedback on a roll of natural 1, or suffer
“burnout,” causing them to lose access to the power
for a period of time determined by the GM.

6. Any spell that causes direct damage requires a normal
ranged attack roll by the character, regardless of the spell
effect in question. Thus, creating a ray gun through the
Magic Missile spell effect still requires the gadgeteer to
make a ranged attack roll with his gun (though The GM
may allow advantage on attacks with the item). Even
area effect spells such as Fireball even require such an
attack roll; failure could mean the gadgeteer himself is in
the burst area, having to make a Dexterity save for half
damage! TThe GM is well within their limits to impose
further limits on the use of such gadgets —perhaps
after five or ten shots they need to recharge for an hour
(requiring a short rest), or the gadgeteer must take a
round to reload with a new energy pack, just as with a
normal firearm.

7. Certain spells with a highly and clearly magical effect
such as raise dead, wish, and the like may not be available
to create as gadgets, at the GM’s discretion.

8. Effects that could provide measurable unbalancing
effects like cure wounds, mass heal, and the like may
be restricted by the GM even beyond normal per-rest
restrictions — perhaps the gadget is powered by batteries
which only have so many daily charges, or it produces
nanotech that knits wounds, and it can only generate
so many bots at a time. A solid guideline is always the
gadgeteer’s primary attribute (Intelligence, Wisdom, or
Charisma, depending on path) bonus between rests.

It could also be ruled that a given wound or set of
wounds can only be treated by such a gadget once,
because only so much medical healing can be done after
which the body’s natural processes must take over —so
after a battle, the gadgeteer can use his gadget on allies

once, after which they must rely upon hit dice or long
rests to heal further.

If nothing else, any spell that has a specific material
component with a dollar value (see Chapter 4:
Paranormal) reflects a specific component required to
power the gadget. If, for example, a spell requires $500
worth of diamond dust per casting, the gadget requires
the same per use. Acquiring these components requires
a Wealth check at DC 15 + 1 per $500 component value,
though the specifics can be altered where it makes
sense—a spell, for example, that requires a figurine of
the caster could instead require some sort of detailed
3-D scan of the subject with the cost representing the
technology or energy needed to make the scan. The
character may make as many Wealth checks as they like,
until they fail. Each Wealth check, however, takes one
day to accomplish, and after failing, another check may
not be made for at least one week.

9. While gadget effects are based upon spells the player
should clearly describe what each gadget in his arsenal
is; never should a gadgeteer’s player say, “I'm using my
Magic Missile effect;” rather, he should say, “I pull out
my radium blaster.” If the gadgeteer fails to describe
his gadget properly and falls back on the spell name for
his effect, appropriate penalties should be put into play.
Perhaps the gadget malfunctions temporarily to comical
effect. Perhaps a penalty or disadvantage to any rolls
associated with the gadget is imposed, until the proper
terminology is used. Don’t unduly harm the character
with these, but hammer home the idea that flavor and
mood are important to the game.

IMPROVING GADGETS

When a gadgeteer decides to create a new effect, there is
no rule that states the effect must be installed in a brand
new gadget. For example, a gadgeteer at level one creates
what he calls “Tesla Gloves,” or gauntlets that allow him to
use the Shocking Grasp spell. By sixth level, he wishes to
create a “Tesla Gun,” picking up the Lightning Bolt spell.
He can, if he chooses, install the Tesla Gun effect right into
his existing gloves, giving him the option to use the effects
in both. In general, only complimentary or similar effects
should be installed together in a single gadget, but the GM
has final say in whether a gadget can be improved in this
manner, or how many effects can be built into a single piece
of machinery.

Likewise, a gadgeteer can improve the effectiveness of a
gadget. The cost to do this is the difference between the total
cost of the gadget’s new level, and any points already spent.

For example, the gadgeteer pays 3 points for magic missile
to create a radium homing blaster. The spell is purchased at
level one, allowing them to fire 3 bolts at 1d4+1 each, with
advantage on his attack rolls. When he hits 5th level, he
wishes to improve the blaster to effective 3rd level proficiency,
granting him a total of 5 bolts. The cost to do this would be
an additional 4 points (7, minus the 3 already spent), but only
once per long rest (max power level). If he waits till 8th level,
he'll retain unlimited usage.



POWER SUITES

In the case of powered characters, and in the same fashion
as improving gadgets (above), game masters and players are
encouraged to stop and think about superheroes in comic
books, and how their abilities tend to be “themed.” Rarely
does one see a character that has a complete set of utterly
disparate powers—cosmic-level superheroes who are the
last surviving members of their species aside. In general, a
character will have control over one element and most of their
powers will be related to that control in some way.

In the same manner, powered heroes should consider the
“theme” of their character’s abilities, and then choose (and
appropriately restrict and modify) powers that reflect that
theme. The Game Master should feel free to question any
powers that don’t seem to fit the theme but should also
be willing to hear justifications on the part of the player
character. Again, as with every aspect of the Gadgeteer, the
building of a powered character requires close collaboration
between player and game master at every level of play.

BIOTECH AND CYBERNETICS: SCHrl, CYBERPUNK,
AND THE POWERED CHARACTER

The rules for powered characters are the way you mimic
cybernetics and bioware in a cyberpunk or science fiction
setting. Another possibility is the use of pnd familiar to create
a specialized drone that would always be at the PC’s beckon
call, and later enhancing this ability with the various summon
spells, allowing for armies of robotic drones that can be
activated and put away as needed.

The possibilities for skinning powers and gadgets are endless.
it simply requires teamwork between the players and GM,
and a constant sight on balance between playability and
power level.

In playtest, one player used these rules to build a character
outfitted with bioware in a tech-noir near-future setting. The
rules don’t change at all; the beauty of the gadgeteer and
powered character is that it’s all in how you skin the abilities.
The player in question, for example, wanted an integrated
targeting system for his weapons.

He began by looking at true strike, which didn’t expressly
suit his needs, as it requires a full action to utilize. Instead,
he asked the GM if he could increase the level equivalency
by one (effectively purchasing it as a first-level power instead
of a cantrip) and use it as a bonus action instead. The GM
approved it, and the player how had an integrated targeting
system for his weapons.

PSIONIC POWERS

Psionic powers are abilities that impart great and broad
power but are far more focused than the magic wielded by
that of Arcanists. Mentalists may have far more control over
one or two areas of power but will never have the diversity
of effects available to them that their more traditional magic-
using counterparts have. Even still, psionics is a gateway
to vast power that creates suspicion and jealousy in more
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Many games use psionics as not much more than another form
of magic; psionic power accomplishes many of the same things
that magic does, is broken down into spell-like lists of effects,
and Mentalists resemble little more than Arcanists or magi with
a different flavor. Worse, systems that do this fail to present
psychic powers that ring true of those we read about in many
science fiction novels, and those that fall into the realm of what
we grudgingly (and for lack of a better term) call “believability.”
We've all heard of clairvoyance, of ESS.P., of telekinesis, even
of pyrokinesis. Outside of systems that are trying to do little
more than simulate a different kind of magic, whoever heard
of psychic teleportation, or psychic time travel? This system
attempts to present a psychic powers system that not only is very
different from magic, but that remains in the realm of “familiar”
insofar as what psychic power is and what it can do.

USING PSIONIC POWERS

Psionic powers work off of an attribute check using the Psionics
skill. Unlike most other skills in the rules set, Psionics is not tied
to a specific ability score, but is combined with Intelligence,
Wisdom or Charisma, based upon the power in question.
Mentalists exhibit a range of powers dedicated across their
mental attributes. Unless otherwise noted, any psychic powers
that can be used on others have a range of “line of sight.”

The basic DC for a psionic power is 13 for a Basic power, and
15 for an Advanced power.

Each psionic power represents a broad range of potential
effects. Pyrokinesis, for example, can do a lot of different
things with fire. Since the range of effects possible with many
psionic powers is broad and varied, GMs and players are
encouraged to invent new effects and manifestations of their
powers, using those listed as examples.

The final DC to use these effects, as well as whether the power
is activated by a simple Attribute check or a Psychic attack
roll (see below) is always at the discretion of the GM. More
complex effects may see a higher DC than basic applications
of a power, though mimicking the effects of a spell usually
carries a DC equal to the base DC of the power, plus 1 per
level of the spell being mimicked (see “Psionics and Magic,”
below). This can act as a solid guideline for the GM to set the
DC of an unique application of a power —roughly what spell
level does it match in terms of raw power?

PsycHic BACKLASH

Any time a Mentalist attempts to use an ability beyond
their current expertise, there is a chance of suffering psychic
backlash, a sort of burnout for pushing their limits. If at any
time a Mentalist fails to achieve a minimum DC 13 to activate
a basic psionic power, or DC 15 to activate an advanced
psionic power (regardless of the required DC to activate the
power), she loses access to that power until she completes a
short rest. If, she rolls a natural 1, she loses access to the power
until completing a long rest, and also suffers 1d4 points of
psychic damage if the power is a Basic power, or 1d6 if it is an
Advanced power.

For example: Clara, a third-level Mentalist with 18 Wisdom,
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spell as cast at third level effectiveness. The DC for this use
of the power is set at 16 by the GM. She makes a Wisdom
(Psionics) check (pyrokinesis is a Wisdom-associated ability)
and gets a final total of only 11. The power fizzles, and Clara
cannot use pyrokinesis until she finishes a short rest.

If Clara had rolled a natural “1” on her check, regardless of
the final result of the check, she would not only lose access to
the ability until she completes a long rest, but she would also
suffer 1d4 points of psychic damage. In the case of a psychic
attack, you may successfully attack an opponent whose
psychic AC is below 13. In this case, the power works, but
you still suffer backlash, losing access to the power until you
complete a short rest.

For example: Clara attempts to use mental stun against a thug
whose psychic AC is a mere 11. She makes her check and
gets a result of 12. The thug suffers 1d4 psychic damage, fails
his saving throw, and is incapacitated and stunned for 1d4
rounds. Unfortunately, since Clara’s attack roll didn’t achieve
a minimum result of 13, she also loses access to her power
until she completes a short rest.

In addition, and at the GM's option, certain psychic powers
may rebound upon the Mentalist if the roll to use them is
failed. Pyrokinesis, for example, is particularly dangerous to a
Mentalist, for fire is hard to control. Likewise, biokinetic harm
can sometimes rebound if the psychic attempts particularly
powerful or deadly uses of this power. This is because pushing
psychic powers too far takes a toll on the Mentalist, who
must carefully weigh her power against the consequences
of its use. A psychic may have the ability to induce a heart
attack with biokinetic harm, for example, but attempting that
level of biokinetic manipulation could result in the psychic
themselves suffering an embolism that ends their own life!

This means that psychics must consider very carefully their
choice of effects when calling upon their abilities.

PsioNics AND Macic

In general, psionics and magic should be distinct and separate,
but there are inevitably areas where the two will overlap (in the
example above, pyrokinesis is used to create flame effects similar
to preball) In some cases—the aforementioned pyrokinesis in
particular, spell effects will often be used to mimic or to model
what a player wishes to accomplish with their abilities.

In general, a power that mimics an existing spell increases the
power’s DC by thelevel of the spell being attempted. The power’s
effect then functions identically to the spell it is mimicking.

Since preball is at its basis a third level spell, and pyrokinesis
is a basic psionic power, the total DC to create a preball with
psionics would be DC 16 (base DC of 13 for a basic power, plus
3 for a third-level spell effect). If the psychic wanted to cast it as
though using a fifth level spell slot, the DC would then be 18.

Finally, unless otherwise expressly stated within the
description of an individual power, Basic psionic powers
cannot mimic spell effects more powerful than half the level
of the Mentalist, rounded up. That is, a fifth-level Mentalist
could not create effects higher than third level spells, an

This is especially true in the case of powers that have
Advanced versions, such as the case of Mesmerism and
Mind Control. An Advanced power may be used for lesser
effects, but at a commensurate higher DC (it still has a
minimum DC 15 to activate). This allows for a Mentalist
who has suffered psychic backlash but has an appropriate
Advanced power to still attempt the same effect, with a
greater degree of difficulty.

PsycHic ATttAck RolLLs

In some cases, usually when a psychic power causes direct,
physical harm to an opponent (such as hurling an object with
telekinesis or using pyrokinesis to cast a pre bolt against a living
opponent) a power will indicate the necessity for a psychic
attack roll. In this case, no power activation roll is necessary;
instead, the Mentalist makes a psionic attack roll to strike the
target. Psionic attack bonus is calculated as follows:

Psychicis Wisdom modiper + Propciency bonus.

This presents an interesting aspect to the psionics rules. As
mentioned earlier, a character can successfully attack an
opponent with a psychic attack roll and still suffer psychic
backlash. As in the earlier example, the mentalist using
mental stun on a target with a mental AC of 11 (see below),
makes her psychic attack roll with a result of 12. She strikes
the opponent and the power works, but she still suffers
backlash for failing to achieve the base DC 13 to activate a
basic psionic power

AC vs. PsycHic ATTACKS

The AC of the target of a psionic attack, for attacks that create
physical effects, such as telekinetic attacks, is standard, unless
the effect mimics a spell, in which case the effect is subject to
the same restrictions as the spell it is mimicking (preball, for
example, doesn’t require a roll vs. AC to activate; it goes off
based on the spell CL and is then subject to the same restrictions
and effects as the spell, and in fact wouldn’t require a psychic
attack roll; pre bolt, on the other hand, does require a psionic
attack roll which substitutes for the activation check).

For effects such as mental stun or biokinetic harm, which deal
damage by manipulating the victim’s biological processes or
using the psychic’s mental force to attack the mind of a target,
psychic AC is determined by adding the victim’s Wisdom
saving throw bonus to 10 (essentially, this is a passive Wisdom
Save); physical armor bonuses do not apply. As always, the
GM is the final arbiter of the target’s AC.

REsisTING PsioNic POWERS

In most cases, an unwilling victim of a psychic power resists
with a Wisdom-based saving throw against your psionic save
DC. On occasion, however, an Intelligence, Charisma, or
other saving throw may be indicated; in such cases, the ability
score save will be listed within the power’s description. In
cases where a psionic power mimics a magic spell effect,
the power (once successfully activated via the appropriate
Attribute check or Psychic Attack Roll) is subject to the same
restrictions, limitations, and resistances as the spell, including
associated saving throws.



BASIC PSIONIC POWERS

Listed below are descriptions of the Basic Psionic Powers.
These abilities have no prerequisite, and a psionic character
can select them any time a new power is available.

BIOKINETIC HEALING (CHA)

Biokinetic healingallows a psychic, with a successful Charisma
(psionics) check, to heal injury or disease in another. So long
as the patient is conscious and mobile (i.e. hit points are still
above zero) this Charisma check is a standard Attribute check.
The amount of damage that may be healed by this ability is
1d4 per every 2 Mentalist levels.

For patients who have been reduced below zero hit points,
two Charisma (psionics) checks must be made; the first
stabilizes the patient, and the DC for this check is increased
by 2 for each Death Save the patient has failed. Thus, if the
patient is currently at 0 hit points and failed 2 Death Saves,
the Charisma check to stabilize is at DC 17 (base 13, plus 4
for the two failed saves). The second is a standard Charisma
(psionics) that restores hit points as standard. Once a patient is
stabilized, no further stabilization checks need be made to heal
additional hit points; all checks heal hit points as standard.

In addition, this ability can restore 1d4 points of attribute damage
if the psychic makes a Charisma (psionics) check; in this case, the
DC is increased by the amount of attribute damage suffered; if a
patient has suffered 4 points of attribute damage, the Charisma
(psionics) check to attempt to restore is at DC 17 (Base 13 plus 4
for damage).

Finally, Biokinetic Healing can mimic the effects of lesser
restoration (DC 16) or greater restoration (DC 19).

This ability requires a “laying on of hands”; in other words,
the psychic must touch the patient to be healed. Note that
Biokinetic healing only works on others, not on the psychic.

CLAIRAUDIENCE (WIS)

Clairaudience is an ability that allows the psychic to hear
things far away. Unlike most psychic powers, this ability and
its cousin, clairvoyance, are designed to transcend normal
senses and step outside of “line of sight.” To use this ability,
the psychic must know exactly where his target is, or be
intimately familiar with the target (family member, lover,
very close friend, etc.), or must have some personal item of
the target to use as a psychic focus.

This ability is focused upon a living creature, not upon a place,
unless used in conjunction with a successful Clairvoyance
attempt (see below). Using this ability requires a Wisdom
(psionics) check with a DC equal to 13 plus 1 per 5 miles of
the target. If successful, the psychic can hear as though she
were in the room with the subject.

CLAIRVOYANCE (WIS)

Also known as “remote viewing,” clairvoyance allows
the psychic to see people, places, and things far from his
current location. The DC to use this ability is the same as
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Clairaudience (see above) but Clairvoyance may be focused
upon a location or object as well as a person; the rules of
familiarity still apply just as with Clairaudience, however.
If a psychic makes a successful clairvoyance roll, he may
use any psychic powers he possesses as though his target
were in direct line of sight (including clairaudience, which
requires only a basic DC 13 Wisdom (psionics) check to
activate in this case).

Clairvoyance has another use as well, however; the psychic
can use it to gain visions of the future. This ability works
exactly as a Divination or Commune spell, but the answers
come from within the Arcanist, and require an Intelligence
check to activate; simulating a Divination spell is DC 17;
simulating a Commune spell is DC 18.

COMBAT AWARENESS (INT)

In many ways, Combat Awareness is an extension of the
psychic’s basic psionic insight but geared specifically towards
the dangers involved in battle. Activating the ability requires
an Intelligence (Psionics) check as a bonus action. While this
power is active, the psychic uses their psionic attack bonus
instead of any normal proficiency and ability score bonuses
during combat, when making ranged or melee attacks.

When determining damage, the Mentalist deals damage
equal to the weapon’s damage plus their highest mental
ability score bonus.

This ability does not affect skill checks, ability checks, or
saving throws. Once activated, this power lasts for up to 1
minute, so long as the Mentalist maintains concentration.

Finally, any time a Hooligan attempts to Sneak Attack the
psychic while this power is active, the psychic may make a
Wisdom Saving Throw against the Hooligan’s attack roll;
if the psychic wins, he is not caught off guard and is thus
immune to the extra damage from the Sneak Attack (but may
still be struck as a regular attack, if the Hooligan’s attack is
otherwise successful).

EMPATHIC TRANSMISSION (CHA)

Empathic Transmission lets you project an emotion at an
opponentand cause them to feel it. For example, you could cause
someone to feel afraid or hopeless, giving you an advantage
in combat; alternately, you could cause that suspicious police
officer to suddenly sympathize with your plight.

Use of this ability requires a full round; it cannot be used
while the psychic engages in combat, as it requires focused
concentration. Once successfully invoked, the power lasts
for one minute or as long as the psychic concentrates on the
victim, who resists with a Wisdom Save. Victims can repeat
this save every round at the end of their turn, ending the
effect upon themselves with a success.

Emotions that can be invoked with this power are generally
divided into the groupings of Easy, Medium, and Hard.
Unless otherwise noted, easy emotions have a DC 13 to
invoke; medium emotions have a DC 15, and hard emotions
have a DC 18. Some possible emotions are listed below; others
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may be devised by the player or GM as the game goes on.
Alternately, the psychic can evoke spell effects (one such
effect, confusion, is listed below).

Note that the GM should always roll uses of this power in
secret; unless he possesses the Empathy power (see below)
the psychic has no way of knowing if he was successful in
the use of this power until he observes the target’s behavior.

EASY EMOTIONS:
Suspicion: the target’s attitude is worsened by one step.
Good Will: the target’s attitude is improved by one step.

Trepidation: the target is shaken, suffering a disadvantage on
attack rolls, damage rolls, and saving throws.

MEDIUM EMOTIONS:
Amiability: the target’s attitude is improved by two steps.
Discord: the target’s attitude is worsened by two steps.

Fright: the target is frightened, fleeing as well as it can. If
unable to flee, the target will attempt to flee at the first
opportunity.

Love/Lust: the target is charmed.

Rage: The target enters a blind rage and attacks the nearest
creature immediately.

Weariness: the target feels fatigued, suffering 1 level of
exhaustion.

HARD EMOTIONS:
Antipathy/Sympathy: per the spell.

Confusion: The target is affected as per the confusion spell. This
effectis DC 19.

Hopelessness: The target loses all hope and submits to simple
demands from opponents, such as to surrender or get out. If
no foes are present to make demands, there is a 25% chance
that the hopeless creature is incapacitated with despair. If
the creature remains free to act, there is a 25% chance that it
retreats at normal speed.

Nausea: The target is unable to attack, cast spells, concentrate, or
do anything else requiring attention or concentration. The target
can do nothing on his turn except move at standard speed.

Panic: The target becomes panicked and suffers a -2 morale
penalty on all attack rolls, damage rolls, and saving throws,
and must flee at the first opportunity. If cornered, the
victim will simply cower. Generally, panic involves crying,
screaming, begging, and other noisy factors.

EMPATHY (CHA)

Empathy allows you to detect the emotional state of a single
creature, gaining insight into the target’s mood and attitude.
To perform this ability, you must spend an entire round
concentrating on the target and make a Charisma (Psionics)
Check. The target can resist with a Wisdom saving throw.
If the roll succeeds, you receive a general description of the

’

on all attempts to bluff, intimidate, persuade, or otherwise
non-psychically influence the target (this bonus does not
apply to the use of Empathic Transmission.)

MENTAL STUN (WIS)

Activation of this ability is accomplished by making a psychic
attack roll. The character fires a blast of psychic energy at his
opponent, causing nonlethal damage and potentially stunning
his opponent. This ability deals 1d4 points of psychic damage
and requires the opponent to make a Wisdom saving throw
or be stunned and incapacitated for 1d4 rounds. Victims
incapacitated in this manner may attempt a new Wisdom
save at the end of each of their turns, ending the effect on
themselves with a success.

Repeated uses of this ability against the same victim deal
additional damage and increase the amount of time the victim
remains incapacitated. Victims incapacitated in this manner
may attempt a new Wisdom save at the end of each of their
turns, ending the effect on themselves with a success.

MESMERISM (CHA)

Mesmerism requires a Charisma (Psionics) check resisted by
the target’s Wisdom Save. If successful, the psychic can create
the effect of any of the following spells: command (DC 14),
sleep (DC 14 and affects one creature only, but is not restricted
by HD), suggestion (DC 15), hypnotic pattern (DC 16), or other
spells and effects which, at the GM’s discretion, fall within
the overall umbrella of mesmerism; the psychic must declare
which effect they are trying to invoke before using this power,
and GMs should take care to maintain a difference between
Mesmerism and Empathic Transmission in terms of what
each can accomplish.

METABOLIC CONTROL (WIS)

The basic use of Metabolic Control works in an identical
fashion to Biokinetic Heal but works on the psychic rather
than on another and uses Wisdom instead of Charisma for
all checks.

A secondary, albeit just as important, use of this power is
the classic “mind over matter.” Any time a character with
Metabolic Control is required to make a Constitution Saving
Throw, they may as a reaction activate Metabolic Control with
a Wisdom (Psionics) check. If successful, they gain advantage
on the Constitution save.

OBFUSCATION (CHA)

Obfuscation is an ability that allows a psychic to move
undetected, even when in plain sight or in the middle of a
crowd. The psychic makes a Charisma (psionics) check to
activate the ability; any who might spot the psychic may
attempt a Wisdom saving throw to resist the effect.

While this ability is active, the psychic is able to move
completely undetected unless she does something to give
herself away (such as attacking an opponent, moving an
object in plain sight, etc.




Note that this power does not actually render targets invisible;
it just telepathically convinces anyone looking at the target
that it isn’t, in fact, there. Thus, the target still may cast a
shadow on a sunny day, giving it away.

On the other hand, since this invisibility is based on a form
of mind control, successfully obfuscated Mentalists may be
invisible even to abilities that normally allow one to see the
invisible. In addition, the power is selective; the psionic can
choose, for example, to allow her allies to see her while her
enemies cannot.

PASS UNNOTICED. An alternate use of this power simply
allows the psychic to pass unnoticed, rather than unseen; that
is, people will remember someone having passed by, but will
be completely unable to remember anything about them. The
system for doing so is the same as for passing unseen. It does
not, however, work against electronic surveillance.

OBFUSCATION IN COMBAT. It is possible to use this ability
in combat; in this case the power works similarly to the
invisibility spell, including the psychic revealing themselves if
they engage in hostile actions as per the spell. After revealing
themselves in such a manner, the psychic must use an action
to attempt to re-activate Obfuscation.

As with other psionic powers, the psychic can attempt to
mimic greater invisibility with this power, but this carries a DC
17 to activate.

OBFUSCATING ANOTHER. It is also possible to obfuscate
another, but doing so increases the DC by 2, for a total DC of
15. In addition, the recipient must remain within sight of the
psychic (who can always see through their own obfuscation).
Attempting to obfuscate multiple targets is possible, finally,
but increases the DC by 2 per additional person beyond the
first. Thus, if the psychic wanted to obfuscate herself and two
others, the DC would increase by 4, for a total of 17 (13 for
the psychic, and 2 each for the additional two). If the psychic
wished to obfuscate three people, none of which were her,
she would need to make a DC 19 check (15 for the first, plus 2
each for the additional targets).

OBFUSCATING AN OBJECT. Obfuscating an inanimate object
of up to human size is possible as a basic use of this ability.
Each additional object (or each additional multiple of
roughly human size, or portion thereof) increases the DC by
1. Such objects need not remain within the psychic’s line of
sight to remain obfuscated, but the psychic must maintain
concentration to continue to obfuscate them (see below).

All uses of obfuscation require concentration to maintain, and if
the psychic loses concentration, all obscured targets are visible.

PSYCHIC DEFENSE (WIS)

Psychic Defense is a powerful psionic ability that builds a
mental wall up to protect the psychic’s mind and emotions
fromintrusion. The psychicmay choose tosubstitutea Wisdom
(Psionics) check to activate this power for any attribute saving
throw that would normally require Intelligence, Charisma, or
Wisdom. Note this ability only works for saving throws, not
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standard Mental Resistance ability granted by the Mentalist
character class.

PSYCHOMETRY (INT)

Psychometry is also often known as Object Reading. This
ability allows a psionic to detect properties, history, and
abilities (if any) of any inanimate, nonliving object she touches.
In a fantasy game, its most common use is to mimic the first-
level spell identify, requiring a DC 14 check as standard for
mimicking a first-level spell (Base 13 + 1).

Another use of psychometry is to discover secrets about an
item’s past. With a successful activation of the power, the
Mentalist can divine where the item has been, the ways in
which it has used, or even facts about its previous owners.
The DC for this test increases by 1 per five years in the past
the Mentalist attempts to look. Thus, attempting to divine
information about someone who owned the object a century
ago must make a DC 33 check. Each successful psychometry
check will divine 1d4 pieces of information about the item’s
past or about a past owner.

PYROKINESIS (WIS)

Pyrokinesis is the destructive ability to control heat and
fire. The DC to use this ability depends upon the effect the
Mentalist is trying to generate. The effects of any fire-based
arcane magical spell can be duplicated by this ability; the
DC of these effects is standard; to mimic Burning Hands, a
first-level spell, the DC is 14. Mimicking Fireball, a third-level
spell, has a DC of 16.

Controlling fire in other ways is also possible. Simple effects,
such as creating a spark to ignite kindling for a campfire in
dry conditions, or lighting a lamp or pipe, have a base DC
13. Moderately difficult effects (the kindling is soaked; a
small bonfire needs to be staunched) have a DC 16. More
difficult effects can have a DC of anywhere from 20 (engulfing
a carriage in flames) to 50 (engulfing an entire building in
flames) or greater, at the GM’s discretion.

This power is as dangerous to the Mentalist as it is to the
target. Any time a Mentalist fails a roll to activate a power,
the ability turns back upon him, dealing 3 (1d6) fire damage
per DC of the attempt above 13 (DC 13 effects deal no
damage; the backlash just causes a minor, small, but painful
burn). The Mentalist may make a Constitution save against
their own psionic save DC for half damage.

Any effect that mimics a spell which would normally require
a ranged or touch spell attack (pre bolt, for example), requires
a psionic attack roll instead of a psionic activation roll.

SPIRIT MEDIUM (WIS)

Spirit mediums possess the ability to sense, see, and
communicate with the spirits of the dead. Mediums are also
called spiritualists. This ability can present challenges to many
games — after all, if a character can speak to the dead, they can
instantly solve murders. To that end, it's suggested that Game
Masters set certain restrictions on its use, these based on the
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Rule the prst. The dead are forbidden from speaking about
the afterlife. Any information a spirit attempts to provide
about what lies beyond death comes out as garbled
nonsense.

Rule the second. The dead cannot remember anything that
happened for at least an hour leading up to their death,
and the process of becoming a conscious spirit always
takes long enough that the dead person is well established
at the morgue or in the ground before they realize they
are separate from their body. While they may have vague
impressions about what happened to them before death,
they won’t be able to provide concrete answers. They
may, however, be able to provide clues based on these
impressions that can lead investigators to help them find
the cause of their own death.

As with other psychic powers, this ability can be used to
mimic a broad range of spell effects, with the DC of the
Wisdom (psionics) check equal to 13 + the level of the spell
effect. Detecting the presence of spirits is a basic check.
Seeing spirits increases the DC by 1 and communicating
with them, increases the DC by 2.

However, spirit medium abilities are strictly limited to sensing
and communicating with the dead; they may not summon,
command, channel or control the dead; this is the purview of
the advanced Necromancy power. The extent of their control
over a spirit should be limited to forcing the spirit to answer
questions put to it by allowing the spirit a Wisdom saving
throw to resist.

The danger of mediumship is that a failed roll not only results
in psychic backlash, it potentially (at the GM’s discretion)
opens the medium up to possession, assault, or other
unpleasantness by the spirit in question.

TELEKINESIS (INT OR WIS)

Telekinesis, as most everyone knows, is the ability to move
objects with the mind. The basic functionality of TK is one
of the simpler psionic manifestations. The Mentalist makes a
standard Intelligence (Psionics) check; the resultis his telekinetic
strength, functioning exactly as though it were the character’s
Strength attribute for purposes of using his Telekinesis. Thus, a
character who rolls Intelligence (Psionics) and achieves a result
of 15 can with his TK move any object that could be moved by
a character with a strength of 15. It is possible for a character to
use Telekinesis to wield a melee weapon in combat; however,
use of this ability requires maintaining concentration, and uses
a psionic attack roll instead of an Intelligence (psionics) check.
Aiming a standard ranged weapon (such as a bow or firearm)
is impossible using telekinesis, so such weapons cannot be
effectively wielded in this fashion.

Hurling an object at an opponent as a ranged attack is
possible, however, and requires a psionic attack roll after
standard activation. Standard activation is still required in
this case, to be sure the psionic has the mental strength to
lift and throw the object. Objects deal damage based on their
weight, as follows:

OBJECT WEIGHT DAMAGE
1to51b. 2 (1d4)
6 to 10 Ib. 3 (1d6)
11 to 15 Ib. 4 (1d8)
16-20 1b. 5 (1d10)
6 (2d6) + 3 (1d6) per 10 Ibs. of weight
211b and above (drop fractions) above 20 1bs." Delete

the rest of the information in that cell.

TELEPATHIC COMMUNICATION (INT)

This ability allows the Mentalist to send messages via
telepathy. It does not allow the reception of return messages.
Sending a message requires nothing more than an Intelligence
(Psionics) check; unwilling recipients resist with a Wisdom
save. Sending thoughts to multiple subjects increases the DC
by 1 per mind after the first and is not discretionary; all linked
minds will hear all thoughts transmitted by the psychic.
Maintaining this power requires concentration.

TELEPATHIC PROBE (WIS)

Telepathic Probe is, quite simply, mind reading. It is this
ability, in conjunction with Telepathic Communication, that
allows a Mentalist to conduct two-way psychic conversations;
using this ability to receive thoughts projected from friends
requires a Wisdom (Psionics) check with a DC 13 plus 1 per
willing mind after the first (opening communication with 4
people requires a DC 16 check), and requires concentration to
maintain. if you have both Telepathic Probe and Telepathic
Communication, you may concentrate on both at the same
time. This is an exception to the rule that only one ability
can be concentrated on at once. Using two-way telepathic
communication in this manner does not require an action, so
long as both powers are active and maintained."

It is also possible to read unwilling or unsuspecting minds
with this power, though this is a bit more difficult. Gleaning
immediate surface thoughts are the easiest; this requires a
Wisdom (Psionics) check, with unwilling targets permitted a
Wisdom saving throw.

Attempting to go deeper is more difficult; attempting to
read the mind of a target in order to learn secrets grants
the target a saving throw at advantage. Going even deeper,
to probe for the roots of phobias, childhood trauma, or
similarly blocked memories might impose disadvantage
on the Wisdom (Psionics) check to read the target, as well
as granting advantage on the save. At the GM’s discretion,
digging that deeply could also carry other consequences
such as exhaustion, psychic damage, incapacitation or
other effects.

ADVANCED PSIONIC POWERS

The abilities below may not be selected before the Mentalist
reaches ninth level. In addition, each ability has prerequisite
powers that must first be possessed before the advanced
version is selected.




BIOKINETIC HARM (WIS)

Prerequisites: Mental Stun, Biokinetic Heal

Biokinetic Harm is, quite simply, the ability to hurt someone
through manipulating their body. Heartattacks, hemorrhages,
lesions, contusions, all of these can be accomplished by the
psychic with this brutal power. All uses of this ability are
performed with a psychic attack roll against the target’s
psychic AC. A successful strike causes the victim to suffer
15 (3d10) points of damage. This damage can be psychic or
necrotic, at the discretion of the psychic.

Another use of this power is to cause temporary ability
damage to a victim, though this is more difficult. A psychic
attack is made as above, but victims of this attack are entitled
to a Wisdom saving throw at advantage, suffering no damage
on a success. A successful attack reduces an attribute of the
psychic’s choosing by 2 (1d4) points. Abilities reduced in this
manner are restored after the victim completes a long rest.

More powerful effects may be possible; a psychic could,
for example, attempt to mimic the effects of spells such as
contagion, divine word, power word or harm, but the consequences
of such uses are always at the discretion of the GM, and such
effects may, in lieu of an attack, require a psychic activation
check —a failed check on contagion, for example, could result
in the psychic suffering the effects instead of the target.

EMPATHIC BOND (CHA)

Prerequisites: Empathy, Empathic Transmission

This ability allows you to establish an empathic rapport
between yourself and another thinking creature.
Establishing this rapport requires ten minutes of total
concentration from both the psychic and the recipient of
the bond. At the end of ten minutes, the psychic makes
a Charisma (Psionics) check. If successful, the bond is
created for a duration of 4 (2d4) + the psychic’s Charisma
modifier in hours and requires concentration to maintain.
It has no maximum range; the shared bond can be felt
across opposite ends of the world.

It is possible to create a bond with more than one person
simultaneously; for each person after the first added, the DC
increases by 1.

While the bond is in effect, the joined parties can sense each
other’s emotional state, and general direction towards one
another, as well as perceive the general distance separating you
(very near, far, hundreds of miles, thousands of miles, etc.).

It is also possible to establish a permanent rapport between two
willing individuals. This requires a full day’s concentration, a
successful Charisma (Psionics) check, and the permanent sacrifice
of 1 point of Charisma by both the psychic and the target.

MIND CONTROL (CHA)

Prerequisites: Mesmerism, Empathic Transmission

By making a Charisma (psionics) check at the appropriate
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DC, the psionic can mimic the effects of the dominate beast
(DC 19), dominate person (DC 20), or dominate monster (DC 23)
spells. Targets are permitted a saving throw as though being
affected by the spell chosen.

NECROMANCY (CHA)
Prerequisite: Spirit Medium, Telepathic Probe

If being a Spirit Medium permits one to sense, see and
communicate with the spirits of the dead, a true necromancer
can actively summon and control such entities, whether
benign or malign. The most common use of Necromancy is
to perform a séance, wherein a deceased spirit is invited into
the psychic’s body to speak and act through them. It is worth
noting that in most settings the term “necromancy” will carry
distinct negative connotations, so most necromancers will
refer to themselves as advanced mediums or channelers.

Actively channeling a spirit into one’s body is a DC 18 effect,
and if the spirit chooses not to depart at the end of the séance,
the medium must succeed at a Charisma save to force the
spirit out. The DC for this save is equal to 8 + spirit’s charisma
bonus + spiritis propciency bonus. If the spirit’s Challenge
Rating is higher than the Mentalist’s level, the save is made
at disadvantage.

Summoning spirits (including incorporeal undead and
angelic or demonic entities) is possible, with the DC equal
to 10 plus the spirit’s Challenge Rating. Goodly spirits of the
dead that have already moved on to their final reward (or
those spirits which have somehow been utterly destroyed or
trapped) cannot be forcibly summoned; they are beyond the
reach of the psychic to summon.

While a spirit is within the necromancer’s body, and provided
that the necromancer remains in control, they may access the
spirit’s knowledge, memories, and even potentially some of
its abilities, including telekinesis and a range of other psychic
powers. The specific abilities and knowledge available are at
the discretion of the Game Master, but should include any
supernatural powers the spirit possesses, according to its
listing in the Manual of Monsters. If the spirit attempts to
deny access to these abilities, it is entitled to a Wisdom save
against the psychic’s save DC to resist.

Other effects are possible at the discretion of the GM and
player; use these as an example, and any similar spell effects
as a baseline for determining check DC. As with spirit
mediumship, the danger of necromancy is that a failed roll
not only results in psychic backlash, it potentially (at the
GM’s discretion) opens the medium up to possession, assault,
or other unpleasantness by the spirit in question.

Exorcism. Exorcisms are possible by medium. For every ten
minutes of ritual, the medium must make a psychic attack
roll against the spirit’s psychic AC. Success deals 15 (3d10)
damage to the spirit. The spirit is entitled to a Wisdom saving
throw. If it succeeds, it suffers half damage and the medium’s
Charisma score is reduced by 2 (1d4) points. The psychic’s
Charisma is restored to normal after the medium completes
a long rest. However, if the medium rests before driving the
spirit out, it too recovers, requiring the entire process to start
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over. If the invading spirit reaches zero hit points, they are
cast out of the body and dismissed to the realms of the dead.
If the medium’s Charisma is reduced to zero, they are utterly
broken and will never break the possession.

Other effects are possible with this ability, including
mimicking spells such as dispel evil and good, and banishment,
though these generally only apply to spirits that have a
corporeal form or can at least be seen—a possessing entity
within the body of a victim, for example, cannot be banished,
as the spirit itself cannot be seen.

TELEPATHIC BOND (WIS)

Prerequisites: Telepathic Communication, Telepathic Probe

As Empathic Bond is with emotions, this ability is with
thoughts. The requirements are identical, but all rolls are
based on Wisdom, rather than Charisma, and as long as the
characters are bound, they know everything there is to know
about one another, including one’s deepest, darkest secrets.
This is an extremely personal ability, and most Mentalists only
use it upon those they trust and care for the most. Characters
bound by this ability are constantly and continually aware of
what each other is thinking, no matter how far apart they are,
so they generally know exactly what is going on with each
other at any given time; however, without a shared empathic
bond (see that power for details) they don’t experience the
emotions of one another.

Two characters bound in this manner can call upon the
knowledge and experience of one another, them to mimic
each other's intuition-based class abilities, though use
of mimicked abilities is at disadvantage. If the ability
in question doesn't normally require a check, it still
requires an Intelligence check at disadvantage to mimic.

Magical and spell knowledge is never shared, however,
as it requires spell components, the existence of spell slots
(which the psionic doesn't have), and an understanding of
the nature of magic that the bond does not communicate.

In general, any skills or abilities that are based on physical
attributes (Strength, Dexterity, or Constitution) are not
transferred, as these require muscle memory as much as they
do knowledge. Only non-magical skills and abilities based
upon Intelligence, Wisdom, or Charisma can be shared.

For example, James is joined to his raider friend, Alex, who is
not currently with the party. The party needs to attempt to
track a bugbear through the wilderness. James can call upon
Alex’s Wisdom (Survival) ability, using his own Wisdom, but
at disadvantage.

A secondary use of this ability is to establish full, 2-way
Telepathic Communication, both transmitting and receiving
messages with anyone they choose to include, within line
of sight. A formal bond is not required to establish such
communication; a Wisdom (Psionics) check at DC 15 plus
one per mind after the first establishes the communication
link but maintaining it does require concentration. Such

communication is also discretionary; any who are linked can
send a message to one person within the communication web
without others hearing it.

TELEKINETIC DEFENSE (INT)

Prerequisites: Telekinesis, Psychic Defense

Telekinetic Defense allows the user to manipulate the kinetic
energy in the air surrounding himself or another, to the end of
making the target harder to hit in combat. In effect, he creates
an area of mild chaos in the air surrounding his body, making
weapons go astray as they target him. In game terms, the
character declares the AC bonus he wishes to add to a target;
the DC to activate this ability is equal to 15 plus double this
bonus. The ability can be activated as a reaction, lasting for
one round, or it can be maintained, requiring concentration.

Another use of this power is to create a telekinetic barrier.
This requires an Intelligence (psionics) check at DC 20, and in
all ways replicates the 5th level spell, Wall of Force.

TELEMAGRY (CHA)

Prerequisites: Obfuscation, Mesmerism

This ability, an advanced form of Obfuscation, allows the
Mentalist to create illusions in the minds of her victims, so
that she can appear as someone else, or fool the senses of the
onlooker in another way. In this manner, the psychic can
mimic the effects of the spell Alter Self or most other illusion
spells. Alternately, she can choose to make the victim believe
something that isn’t quite true; i.e. a quarter is actually a
dollar, or a napkin a $50 bill. The GM will determine whether
an effect requires an activation or psychic attack roll, and
opponents save (where applicable) with an Intelligence save.

SPELLS AND MAGIC

Magic permeates fantasy gaming worlds and often appears in
the form of a spell. This section provides the rules for casting
spells. Different character classes have distinctive ways of
learning and preparing their spells, and monsters use spells
in unique ways. Regardless of its source, a spell follows the
rules here.

WHAT IS A SPELL?

A spell is a discrete magical effect, a single shaping of the
magical energies that suffuse the multiverse into a specific,
limited expression. In casting a spell, a character carefully
plucks at the invisible strands of raw magic suffusing the
world, pins them in place in a particular pattern, sets them
vibrating in a specific way, and then releases them to unleash
the desired effect—in most cases, all in the span of seconds.

Spells can be versatile tools, weapons, or protective wards.
They can deal damage or undo it, impose or remove
conditions (see chapter 5), drain life energy away, and restore
life to the dead.

Uncounted thousands of spells have been created over the
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long forgotten. Some might yet lie recorded in crumbling
spellbooks hidden in ancient ruins or trapped in the minds
of dead gods. Or they might someday be reinvented by a
character who has amassed enough power and wisdom to
do so.

SPELL LEVEL

Every spell has a level from 0 to 9. A spell’s level is a general
indicator of how powerful it is, with the lowly (but still
impressive) magic missile at 1 level and the earth-shaking
wish at 9.

Cantrips —simple but powerful spells that characters can cast
almost by rote—are level 0. The higher a spell’s level, the
higher level a spellcaster must be to use that spell.

Spell level and character level don’t correspond directly.
Typically, a character has to be at least 17% level, not 9 level,
to cast a 9'"-level spell.

KNOWN AND PREPARED SPELLS

Before a spellcaster can use a spell, he or she must have the
spell firmly fixed in mind or must have access to the spell
in a magic item. Members of a few classes, including bards
and sorcerers, have a limited list of spells they know that are
always fixed in mind. The same thing is true of many magic-
using monsters. Other spellcasters, such as Halloweds and
Arcanists, undergo a process of preparing spells. This process
varies for different classes, as detailed in their descriptions.

In every case, the number of spells a caster can have fixed in
mind at any given time depends on the character’s level.

SPELL SLOTS

Regardless of how many spells a caster knows or prepares,
he or she can cast only a limited number of spells before
resting. Manipulating the fabric of magic and channeling its
energy into even a simple spell is physically and mentally
taxing, and higher-level spells are even more so. Thus, each
spellcasting class’s description (except that of the Occultist)
includes a table showing how many spell slots of each spell
level a character can use at each character level. For example,
the 3-level Arcanist Umara has four 1%-level spell slots and
two 2m-level slots.

When a character casts a spell, he or she expends a slot of
that spell’s level or higher, effectively “filling” a slot with the
spell. You can think of a spell slot as a groove of a certain
size—small for a 1%-level slot, larger for a spell of higher
level. A 1+-level spell fits into a slot of any size, but a 9"-level
spell fits only in a 9"-level slot. So, when Umara casts magic
missile, a 1*-level spell, she spends one of her four 1-level
slots and has three remaining.

Finishing a long rest restores any expended spell slots.

Some characters and monsters have special abilities that let
them cast spells without using spell slots. For example, an
Occultist who chooses certain eldritch invocations, a vampire,
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and a pit fiend from the Nine Hells can all cast spells in such
a way.

CASTING A SPELL AT A HIGHER LEVEL

Some spells, such as magic missile and cure wounds, have more
powerful effects when cast at a higher level, as detailed in a
spell’s description.

When a spellcaster casts a spell using a slot that is of a higher
level than the spell, the spell assumes the higher level for that
casting. For instance, if Umara casts magic missile using one of
her 2m-level slots, that magic missile is 2" level. Effectively,
the spell expands to fill the slot it is put into.

CASTING IN ARMOR

Because of the mental focus and precise gestures required
for spellcasting, you must be proficient with the armor you
are wearing to cast a spell. You are otherwise too distracted
and physically hampered by your armor for spellcasting. This
includes modern armor such as riot gear and military combat
armor.

CANTRIPS

A cantrip is a spell that can be cast at will, without using a
spell slot and without being prepared in advance. Repeated
practice has fixed the spell in the caster’s mind and infused
the caster with the magic needed to produce the effect over
and over. A cantrip’s spell level is 0.

RITUALS

Certain spells have a special tag: ritual. Such a spell can be
cast following the normal rules for spellcasting, or the spell
can be cast as a ritual. The ritual version of a spell takes 10
minutes longer to cast than normal. It also doesn’t expend a
spell slot, which means the ritual version of a spell can’t be
cast at a higher level.

To cast a spell as a ritual, a spellcaster must have a feature that
grants the ability to do so. The Hallowed and the Arcanist, for
example, have such a feature. The caster must also have the spell
prepared or on his or her list of spells known, unless the character’s
ritual feature specifies otherwise, as the Arcanist’s does.

CASTING A SPELL

When a character casts any spell, the same basic rules are
followed, regardless of the character’s class or the spell’s effects.

Each spell description begins with a block of information,
including the spell’s name, level, school of magic, casting
time, range, components, and duration. The rest of a spell
entry describes the spell’s effect.

CASTING TIME

Most spells require a single action to cast, but some spells
require a bonus action, a reaction, or much more time to cast.
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BonNus AcTION

A spell cast with a bonus action is especially swift. You must
use a bonus action on your turn to cast the spell, provided
that you haven't already taken a bonus action this turn. You
can’t cast another spell during the same turn, except for a
cantrip with a casting time of 1 action.

REAcTIONS

Some spells can be cast as reactions. These spells take a
fraction of a second to bring about and are cast in response
to some event. If a spell can be cast as a reaction, the spell
description tells you exactly when you can do so.

LoNGer CAsTING TIMES

Certain spells (including spells cast as rituals) require more
time to cast: minutes or even hours. When you cast a spell
with a casting time longer than a single action or reaction,
you must spend your action each turn casting the spell, and
you must maintain your concentration while you do so (see
“Concentration” below). If your concentration is broken, the
spell fails, but you don’t expend a spell slot. If you want to try
casting the spell again, you must start over.

RANGE

The target of a spell must be within the spell’s range. For a
spell like magic missile, the target is a creature. For a spell like
fireball, the target is the point in space where the ball of fire
erupts. Most spells have ranges expressed in feet. Some spells
can target only a creature (including you) that you touch. Other
spells, such as the shield spell, affect only you. These spells
have a range of self. Spells that create cones or lines of effect
that originate from you also have a range of self, indicating that
the origin point of the spell’s effect must be you (see “Areas
of Effect”). Once a spell is cast, its effects aren’t limited by its
range, unless the spell’s description says otherwise.

COMPONENTS

A spell’s components are the physical requirements you must
meet in order to cast it. Each spell’s description indicates
whether it requires verbal (V), somatic (S), or material (M)
components. If you can’t provide one or more of a spell’s
components, you are unable to cast the spell.

VEersaAL (V)

Most spells require the chanting of mystic words. The words
themselves aren’t the source of the spell’'s power; rather, the
particular combination of sounds, with specific pitch and
resonance, sets the threads of magic in motion. Thus, a character
who is gagged or in an area of silence, such as one created by
the silence spell, can’t cast a spell with a verbal component.

Somaric (S)

Spellcasting gestures might include a forceful gesticulation
or an intricate set of gestures. If a spell requires a somatic
component, the caster must have free use of at least one hand

MaTeriaL (M)

Casting some spells requires particular objects, specified
in parentheses in the component entry. A character can
use a component pouch or a spellcasting focus (found in
“Equipment”) in place of the components specified for a
spell. But if a cost is indicated for a component, a character
must have that specific component before he or she can cast
the spell.

If a spell states that a material component is consumed by
the spell, it is destroyed upon casting, and the caster must
provide this component for each casting of the spell.

A spellcaster must have a hand free to access a spell’s
material components— or to hold a spellcasting focus —but it
can be the same hand that he or she uses to perform somatic
components.

ADJUSTING COSTS FOR TIME PERIOD. Since this is a multi-
genre game spanning many different time periods, costs for
material components are listed in modern day U.S. dollars
to keep things simple. If running a game in the near past,
say 20 years, cut listed costs in half. If running a game as far
back as the 1950s or 60s, divide listed costs by 10. If running
a game in the pulp era 20s and 30s, divide listed costs by 10,
and halve them again. Thus, a spell with a listed material
component of $250 would see a value of $125 in the 1970s
or 80s, a value of $25 in the 50s or 60s, and a value of $13 in
the pulp era.

If you are running a science fiction game set in the future,
you may need to create your own economy and values,
as there is no realistic benchmark. If sticking with current
monetary values, you could simply assume that costs will
double every 30 to 40 years._

OBTAINING VALUABLE COMPONENTS. Material components
with listed values are more than just expensive—they are
difficult to come by, and almost always are part of very
powerful spells. It's important that the GM keep this in
mind to offset spellcasting characters running away with
the game.

For purposes of this game, “valuable components” refers to
any component that carries a value of over $500. Whenever
a character learns such a spell, obtaining the material
components for it requires first finding them, which requires
an Intelligence (investigation) check with a DC equal to 15 +1
per $500 value, followed by a wealth check at the same DC to
actually acquire the component.

Forcecage, for example, which has a material component of
$1,500 worth of ruby dust, requires a Wealth check at DC 18
to find enough of the component for each casting. That means
if a character wishes to cast the spell twice, they will need to
make two, DC 18, Wealth checks.

The character may make as many investigation and wealth
checks as they like, until they fail. Each combination of checks
(investigation followed by wealth), however, takes one day to
accomplish, and after failing, another check may not be made
for at least one week.




In some cases (such as true resurrection) a spell may have
a material component cost so high that it’s impossible to
make in a single check. In these cases, the GM can allow
for some sort of quest to obtain the necessary component,
or can allow for multiple checks to build the necessary DC.
If multiple checks are allowed, each check takes 1 week
to make, and the results of all checks are totaled until the
requisite DC is reached.

At some point, an enterprising player with a wealthy
character is bound to point out that they could simply
purchase $1,500 worth of rubies, and grind them up
themselves. The response to this is clearly that the ruby
dust required for the spell component requires a specialized
variety of rubies which are properly prepared and sanctified,
requiring additional resources and equipment, and thus
resulting in the same check.

Using material components to limit spells. As the GM, you
are within your rights to limit the availability of material
components in whatever manner you choose, so as to limit
the accessibility of certain spells in play. If you decide that
the resurrection spell exists in your world, but you don’t what
characters to use it at a whim, make the material component
a very specialized variety of black diamond which can only
be found in a certain Himalayan mine, or which exists in the
hands of an ancient criminal syndicate, with an exceptionally
high DC or requiring a quest to obtain.

DURATION

A spell’s duration is the length of time the spell persists. A
duration can be expressed in rounds, minutes, hours, or even
years. Some spells specify that their effects last until the spells
are dispelled or destroyed.

INSTANTANEOUS

Many spells are instantaneous. The spell harms, heals,
creates, or alters a creature or an object in a way that can’t be
dispelled, because its magic exists only for an instant.

CONCENTRATION

Some spells require you to maintain concentration in order
to keep their magic active. If you lose concentration, such a
spell ends.

If a spell must be maintained with concentration, that fact
appears in its Duration entry, and the spell specifies how long
you can concentrate on it. You can end concentration at any
time (no action required).

Normal activity, such as moving and attacking, doesn’t interfere
with concentration. The following factors can break concentration:

CASTING ANOTHER SPELL THAT REQUIRES CONCENTRATION.
You lose concentration on a spell if you cast another spell
that requires concentration. You can’t concentrate on two
spells at once.

TAKING DAMAGE. Whenever you take damage while you
are concentrating on a spell, vou must make a Constitution
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saving throw to maintain your concentration. The DC equals
10 or half the damage you take, whichever number is higher.
If you take damage from multiple sources, such as an arrow
and a dragon’s breath, you make a separate saving throw for
each source of damage.

BEING INCAPACITATED OR KILLED. You lose concentration on a
spell if you are incapacitated or if you die.

The GM might also decide that certain environmental
phenomena, such as a wave crashing over you while
you're on a storm-tossed ship, require you to succeed
on a DC 10 Constitution saving throw to maintain
concentration on a spell.

TARGETS

A typical spell requires you to pick one or more targets to
be affected by the spell’s magic. A spell’s description tells
you whether the spell targets creatures, objects, or a point of
origin for an area of effect (described below).

Unless a spell has a perceptible effect, a creature might
not know it was targeted by a spell at all. An effect like
crackling lightning is obvious, but a more subtle effect, such
as an attempt to read a creature’s thoughts, typically goes
unnoticed, unless a spell says otherwise.

A CLEAR PATH TO THE TARGET

To target something, you must have a clear path to it, so it
can’t be behind total cover.

If you place an area of effect at a point that you can’t see and
an obstruction, such as a wall, is between you and that point,
the point of origin comes into being on the near side of that
obstruction.

TARGETING YOURSELF

If a spell targets a creature of your choice, you can choose
yourself, unless the creature must be hostile or specifically a
creature other than you. If you are in the area of effect of a
spell you cast, you can target yourself.

AREAS OF EFFECT

Spells such as burning hands and cone of cold cover an area,
allowing them to affect multiple creatures at once.

A spell’s description specifies its area of effect, which typically
has one of five different shapes: cone, cube, cylinder, line, or
sphere. Every area of effect has a point of origin, a location
from which the spell’s energy erupts. The rules for each shape
specify how you position its point of origin. Typically, a point
of origin is a point in space, but some spells have an area
whose origin is a creature or an object.

A spell’s effect expands in straight lines from the point of
origin. If no unblocked straight line extends from the point of
origin to a location within the area of effect, that location isn’t
included in the spell’s area. To block one of these imaginary
lines, an obstruction must provide total cover.
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CoNE

A cone extends in a direction you choose from its point of
origin. A cone’s width at a given point along its length is equal
to that point’s distance from the point of origin. A cone’s area
of effect specifies its maximum length.

A cone’s point of origin is not included in the cone’s area of
effect, unless you decide otherwise.

CusBe

You select a cube’s point of origin, which lies anywhere on
a face of the cubic effect. The cube’s size is expressed as the
length of each side.

A cube’s point of origin is not included in the cube’s area of
effect, unless you decide otherwise.

CYLINDER

A cylinder’s point of origin is the center of a circle of a particular
radius, as given in the spell description. The circle must either
be on the ground or at the height of the spell effect. The energy
in a cylinder expands in straight lines from the point of origin
to the perimeter of the circle, forming the base of the cylinder.
The spell’s effect then shoots up from the base or down from
the top, to a distance equal to the height of the cylinder.

A cylinder’s point of origin is included in the cylinder’s area
of effect.

LINE

A line extends from its point of origin in a straight path up to
its length and covers an area defined by its width.

A line’s point of origin is not included in the line’s area of
effect, unless you decide otherwise.

SPHERE

You select a sphere’s point of origin, and the sphere extends
outward from that point. The sphere’s size is expressed as a
radius in feet that extends from the point.

A sphere’s point of origin is included in the sphere’s area of
effect.

SAVING THROWS

Many spells specify that a target can make a saving throw to
avoid some or all of a spell’s effects. The spell specifies the
ability that the target uses for the save and what happens on
a success or failure.

The DC to resist one of your spells equals 8 + your spellcasting
ability modifier + your proficiency bonus + any special
modifiers.

ATTACK ROLLS

Some spells require the caster to make an attack roll to

Your attack bonus with a spell attack equals your spellcasting
ability modifier + your proficiency bonus.

Most spells that require attack rolls involve ranged attacks.
Remember that you have disadvantage on a ranged attack
roll if you are within 5 feet of a hostile creature that can see
you and that isn’t incapacitated.

THE SCHOOLS OF MAGIC

Academies of magic group spells into eight categories called
schools of magic. Scholars, particularly Arcanists, apply these
categories to all spells, believing that all magic functions in
essentially the same way, whether it derives from rigorous
study or is bestowed by a deity.

The schools of magic help describe spells; they have no rules
of their own, although some rules refer to the schools.

ABJURATION spells are protective in nature, though some
of them have aggressive uses. They create magical barriers,
negate harmful effects, harm trespassers, or banish creatures
to other planes of existence.

CONJURATION spells involve the transportation of objects and
creatures from one location to another. Some spells summon
creatures or objects to the caster’s side, whereas others allow
the caster to teleport to another location. Some conjurations
create objects or effects out of nothing.

DIVINATION spells reveal information, whether in the form of
secrets long forgotten, glimpses of the future, the locations of
hidden things, the truth behind illusions, or visions of distant
people or places.

ENCHANTMENT spells affect the minds of others, influencing
or controlling their behavior. Such spells can make enemies
see the caster as a friend, force creatures to take a course of
action, or even control another creature like a puppet.

EVOCATION spells manipulate magical energy to produce a
desired effect. Some call up blasts of fire or lightning. Others
channel positive energy to heal wounds.

ILLUSION spells deceive the senses or minds of others. They
cause people to see things that are not there, to miss things
that are there, to hear phantom noises, or to remember things
that never happened. Some illusions create phantom images
that any creature can see, but the most insidious illusions
plant an image directly in the mind of a creature.

NECROMANCY spells manipulate the energies of life and
death. Such spells can grant an extra reserve of life force,
drain the life energy from another creature, create the
undead, or even bring the dead back to life. Creating the
undead through the use of necromancy spells such as
animate dead is not a good act, and only evil casters use
such spells frequently.

TRANSMUTATION spells change the properties of a creature,
object, or environment. They might turn an enemy into a
harmless creature, bolster the strength of an ally, make an
object move at the caster’s command, or enhance a creature’s



COMBINING MAGICAL EFFECTS

The effects of different spells add together while the durations
of those spells overlap. The effects of the same spell cast
multiple times don’t combine, however. Instead, the most
potent effect —such as the highest bonus — from those castings
applies while their durations overlap.

For example, if two Hallowed cast bless on the same target,
that character gains the spell’s benefit only once; he or she
doesn’t get to roll two bonus dice.

ADJUDICATING SPELLCASTERS

Spellcasters can be a tricky thing in a modern or science
fiction game, or even one of historical fiction. These classes
and spells are included here in the interest of providing a
complete toolkit for play. That being said, it's important that
players be willing to adjust their ideas for the world and
setting that the game master is setting up.

In short, it should always be left to the discretion of the GM
whether a spellcasting character class is appropriate for a
given game. Further, the GM may declare that certain spells
are inappropriate for their game.

In a dark horror game where magic is associated with
otherworldly corruption, for example, the GM may declare
that spells with overt effects like preball may simply be
deemed inappropriate and contrary to the way that magic
works in their game. Indeed, spells like revivify, resurrection,
and frue resurrection may be unavailable in many games,
to give character death a stronger feel of finality. In horror
games, such spells may exist but be extremely rare and carry
unforeseen and dark consequences.

The GM should be open about which spells are and are not
available in their game, about changing material components,
or about the potential for hidden and unknown consequences
to magic at all times. Players in turn should accept and such
decisions for the milieu in which they are playing.

MAGIC AND MONSTERS

Along these lines, certain spells herein allow casters to
conjure forth monsters of various types to aid them. In
order to make the most of these spells, it may be essential
for the GM to have access to the core Fifth Edition Fantasy
Monster Manual, or at very least, those creatures listed in
the Systems Reference Document. While some monsters are
included in this book in Book 7, there is simply not enough
space herein for an all-inclusive bestiary. If the GM does not
have access to monster statistics needed, these spells may be
deemed inappropriate for the game, or the GM can create
monster stats on their own.

PARANORMAL
OPTION: MAGIC AND MADNESS

In some dark horror games, magic may be an eldritch force
from beyond the pale that slowly corrupts the user and drives
them gradually mad. If this option is in play in your game,
casting a magical spell carries a potential sanity cost, and the
Sanity rules in Book 5 should be in play. Each time a spell is
cast, the PC should make a Sanity check; failure means taking
SAN loss, based on the spell’s level:

CANTRIPS: no SAN loss, no SAN check required
LEVEL 1-2: 0/1d4 SAN loss

LEVEL 3-4: 1/1d6 SAN loss

LEVEL 5-6: 1/1d8 SAN loss

LEVEL 7-8: 1/1d10 SAN loss

LEVEL 9: 2/2d6 SAN loss

INSANE INSIGHT

There is an upside to dwindling sanity as it applies to spells.
As a character’s sanity gets lower, their connection to the
dark forces from beyond the pale increases, which provides
an insight into the true nature of the universe. This insight is
both advantageous and detrimental.

The advantages are that the caster’'s magic becomes more
powerful. When a character’s sanity score reaches 50% of
their current maximum sanity, they gain +2 to their spell save
DC and to their spell attack bonus. When their sanity score
reaches 25% of current maximum sanity, and again at 10%
of current maximum sanity, this bonus increases by +1 each,
so by the time a character is at 10% of their maximum sanity,
they have +4 to spell save DC, and +4 to spell attacks.

On the down side, when spellcasting characters reach 50%
of their current maximum sanity, they suffer disadvantage
on all Wisdom saving throws, when they reach 25% of
maximum sanity they suffer disadvantage on all Charisma
saving throws, and when they reach 10% of maximum sanity
they suffer disadvantage on all Intelligence saving throws.

MAGIC AND VEHICLES

Finally, in games where magic and technology exist side-
by-side, it is left to the discretion of the GM whether spells
can affect vehicles, and which spells are effective. Lightning
bolt, for example, as well as just about any spell that does
lightning damage, should certainly be able to affect the
electrical systems of a vehicle. Fireball, on the other hand, may
or may not have a measurable effect, depending on whether
the GM considers it an explosion (putting it in the same realm
as something like a LAW rocket or hand grenade), or whether
it's just a sudden conflagration of fire, which most vehicles
would simply drive through.
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SPELL LISTS BY CLASS

ARCANIST
CanTrIPS (O LEVEL)
Acid Splash

Chill Touch
Dancing Lights
Fire Bolt

Light

Mage Hand
Mending

Message

Minor Illusion
Poison Spray
Prestidigitation
Ray of Frost
Shocking Grasp
True Strike

15" LEVEL

Alarm

Burning Hands
Charm Person
Color Spray
Comprehend Languages
Detect Magic
Disguise Self
Expeditious Retreat
False Life

Feather Fall

Find Familiar
Floating Disk
Fog Cloud

Grease

Hideous Laughter
Identify

Illusory Script
Jump

Longstrider

Mage Armor
Magic Missile

Protection from Evil and Good

Shield
Silent Image
Sleep

Thunderwave

Unseen Servant

2™ LEvEL

Acid Arrow
Alter Self
Arcane Lock
Arcanist’s Magic Aura
Blindness/Deafness
Blur

Continual Flame
Darkness
Darkvision
Detect Thoughts
Enlarge/Reduce
Flaming Sphere
Gentle Repose
Gust of Wind
Hold Person
Invisibility
Knock

Levitate

Locate Object
Magic Mouth
Magic Weapon
Mirror Image
Misty Step

Ray of Enfeeblement
Rope Trick
Scorching Ray
See Invisibility
Shatter

Spider Climb
Suggestion

Web

3* LEVEL
Animate Dead
Bestow Curse
Blink
Clairvoyance
Counterspell
Dispel Magic
Fear

Fireball

Fly

Gaseous Form
Glyph of Warding

Haste

Hypnotic Pattern
Lightning Bolt
Magic Circle
Major Image
Nondetection
Phantom Steed
Protection from Energy
Remove Curse
Sending

Sleet Storm

Slow

Stinking Cloud
Tiny Hut
Tongues
Vampiric Touch
Water Breathing

4™ LeVEL

Arcane Eye
Banishment

Black Tentacles
Blight

Confusion

Conjure Minor Elementals
Control Water
Dimension Door
Fabricate

Faithful Hound
Fire Shield

Greater Invisibility
Hallucinatory Terrain
Ice Storm

Locate Creature
Phantasmal Killer
Polymorph

Private Sanctum
Resilient Sphere
Secret Chest

Stone Shape
Stoneskin

Wall of Fire

5™ LEVEL
Animate Objects



Arcane Hand
Cloudkill

Cone of Cold
Conjure Elemental
Contact Other Plane
Creation
Dominate Person
Dream

Geas

Hold Monster
Legend Lore
Mislead

Modify Memory
Passwall

Planar Binding
Scrying

Seeming
Telekinesis
Telepathic Bond
Teleportation Circle
Wall of Force
Wall of Stone

6™ LEVEL
Chain Lightning
Circle of Death
Contingency
Create Undead
Disintegrate
Eyebite

Flesh to Stone
Freezing Sphere

Globe of Invulnerability

Guards and Wards
Instant Summons
Irresistible Dance
Magic Jar

Mass Suggestion
Move Earth
Programmed Illusion
Sunbeam

True Seeing

Wall of Ice

7™ LEVEL

Arcane Sword
Delaved Blast Fireball

Etherealness
Finger of Death
Forcecage
Magnipcent Mansion
Mirage Arcane
Plane Shift
Prismatic Spray
Project Image
Reverse Gravity
Sequester
Simulacrum
Symbol

Teleport

8™ LEVEL
Antimagic Field
Antipathy/Sympathy
Clone

Control Weather
Demiplane
Dominate Monster
Feeblemind
Incendiary Cloud
Maze

Mind Blank
Power Word Stun
Sunburst

9™ LEVEL
Astral Projection
Foresight

Gate
Imprisonment
Meteor Swarm
Power Word Kill
Prismatic Wall
Shapechange
Time Stop

True Polymorph
Weird

Wish
HALLOWED

CanTrIPS (O LEVEL)

Guidance
Light
Mending
Resistance
Sacred Flame

PARANORMAL
Thaumaturgy

15" LEVEL

Bane

Bless

Command

Create or Destroy Water
Cure Wounds

Detect Evil and Good
Detect Magic

Detect Poison and Disease
Guiding Bolt

Healing Word

Inyict Wounds

Protection from Evil and Good
Purify Food and Drink
Sanctuary

Shield of Faith

2" LEVEL

Aid

Augury
Blindness/Deafness
Calm Emotions
Continual Flame
Enhance Ability
Find Traps

Gentle Repose
Hold Person

Lesser Restoration
Locate Object
Prayer of Healing
Protection from Poison
Silence

Spiritual Weapon
Warding Bond
Zone of Truth

3*° LEVEL

Animate Dead
Beacon of Hope
Bestow Curse
Clairvoyance
Create Food and Water
Daylight

Dispel Magic
Glyph of Warding
Magic Circle

Mass Healing Word
Meld into Stone
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Protection from Energy
Remove Curse
Revivify
Sending
Speak with Dead
Spirit Guardians
Tongues
Water Walk
4™ LevEL
Banishment
Control Water
Death Ward
Divination
Freedom of Movement
Guardian of Faith
Locate Creature
Stone Shape
5™ LEVEL
Commune
Contagion
Dispel Evil and Good
Flame Strike
Geas
Greater Restoration
Hallow
Insect Plague
Legend Lore
Mass Cure Wounds
Planar Binding
Raise Dead
Scrying
6™ LEVEL
Blade Barrier
Create Undead
Find the Path
Forbiddance
Harm
Heal
Heroes’ Feast
Planar Ally
True Seeing
Word of Recall
7™ LEVEL
Conjure Celestial
Divine Word
Etherealness

Fire Storm
Plane Shift
Regenerate
Resurrection
Symbol

8™ LEVEL
Antimagic Field
Control Weather
Earthquake
Holy Aura

9™ LEVEL
Astral Projection
Gate

Mass Heal

True Resurrection

OCCULTIST

CanTrIPS (O LEVEL)
Chill Touch

Eldritch Blast

Mage Hand

Minor Illusion

Poison Spray
Prestidigitation

True Strike

15" LEVEL

Charm Person

Comprehend Languages
Expeditious Retreat

Hellish Rebuke

Illusory Script

Protection from Evil and Good
Unseen Servant

2" LEVEL
Darkness
Enthrall
Hold Person
Invisibility
Mirror Image
Misty Step
Ray of Enfeeblement
Shatter
Spider Climb
Suggestion

3% LEVEL
Counterspell

Dispel Magic
Fear

Fly

Gaseous Form
Hypnotic Pattern
Magic Circle
Major Image
Remove Curse
Tongues
Vampiric Touch

4™ LevEL
Banishment

Blight

Dimension Door
Hallucinatory Terrain

5™ LEVEL
Contact Other Plane
Dream

Hold Monster
Scrying

6™ LEVEL
Circle of Death
Conjure Fey
Create Undead
Eyebite

Flesh to Stone
Mass Suggestion
True Seeing

7™ LeveL
Etherealness
Finger of Death
Forcecage
Plane Shift

8™ LevVEL
Demiplane
Dominate Monster
Feeblemind
Glibness

Power Word Stun

9™ LEVEL
Astral Projection
Foresight
Imprisonment
Power Word Kill



THE GRAND GRIMOIRE OF SPELLS

Acip ArRrROW
2" level Evocation

CASTING TIME: 1 action
RANGE: 90 feet
COMPONENTS: V, S, M
DURATION: Instantaneous

A shimmering green arrow streaks toward a target within
range and bursts in a spray of acid. Make a ranged spell attack
against the target. On a hit, the target takes 4d4 acid damage
immediately and 2d4 acid damage at the end of its next turn. On
a miss, the arrow splashes the target with acid for half as much
of the initial damage and no damage at the end of its next turn.

At higher levels: When you cast this spell using a spell slot of
3 level or higher, the damage (both initial and later) increases
by 1d4 for each slot level above 2™. The material component
is powdered rhubarb leaf and an adder’s stomach.

Acip SpLASH
Conjuration cantrip

CASTING TIME: 1 action
RANGE: 60 feet
COMPONENTS: V, S
DURATION: Instantaneous

You hurl a bubble of acid. Choose one creature within range,
or choose two creatures within range that are within 5 feet of
each other. A target must succeed on a dexterity saving throw
or take 1d6 acid damage.

This spell’s damage increases by 1d6 when you reach 5" level
(2d6), 11* level (3d6), and 17 level (4d6).

Aip
2" Jevel Abjuration

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V,S, M
DURATION: 8 hours

Your spell bolsters your allies with toughness and resolve.
Choose up to three creatures within range. Each target’s hit point
maximum and current hit points increase by 5 for the duration.

Athigher levels: When you cast this spell using a spell slot of 3™
level or higher, a target’s hit points increase by an additional 5
for each slot level above 2". The Material component is a tiny
strip of white cloth.

ALARM
15t level Abjuration

CASTING TIME: 1 minute
RANGE: 30 feet
COMPONENTS: V,S, M
DURATION: 8 hours

PARANORMAL

You set an alarm against unwanted intrusion. Choose a door,
a window, or an area within range that is no larger than a 20-
foot cube. Until the spell ends, an alarm alerts you whenever
a Tiny or larger creature touches or enters the warded area.
When you cast the spell, you can designate creatures that
won't set off the alarm. You also choose whether the alarm is
mental or audible.

A mental alarm alerts you with a ping in your mind if you are
within 1 mile of the warded area. This ping awakens you if
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An audible alarm produces the sound of a hand bell for 10
seconds within 60 feet.

The material component is a tiny bell and a piece of fine silver wire.

ALTER SELF
2" level Transmutation

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V, S

The material components for this spell are None
DURATION: Concentration, up to 1 hour

You assume a different form. When you cast the spell, choose
one of the following options, the effects of which last for the
duration of the spell. While the spell lasts, you can end one
option as an action to gain the benefits of a different one.

Aquatic Adaptation. You adapt your body to an aquatic
environment, sprouting gills and growing webbing between
your fingers. You can breathe underwater and gain a
swimming speed equal to your walking speed.

Change Appearance. You transform your appearance. You
decide what you look like, including your height, weight,
facial features, sound of your voice, hair length, coloration,
and distinguishing characteristics, if any. You can make
yourself appear as a member of another race, though none of
your statistics change. You also can’t appear as a creature of a
different size than you, and your basic shape stays the same; if
you're bipedal, you can’t use this spell to become quadrupedal,
for instance. At any time for the duration of the spell, you can
use your action to change your appearance in this way again.

Natural Weapons. You grow claws, fangs, spines, horns, or
a different natural weapon of your choice. Your unarmed
strikes deal 1d6 bludgeoning, piercing, or slashing damage,
as appropriate to the natural weapon you chose, and you are
proficient with your unarmed strikes. Finally, the natural
weapon is magic and you have a +1 bonus to the attack and
damage rolls you make using it.

ANIMAL FRIENDSHIP
1st level Enchantment

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V,S, M
DURATION: 24 hours

This spell lets you convince a beast that you mean it no harm.
Choose a beast that you can see within range. It must see and
hear you. If the beast’s Intelligence is 4 or higher, the spell
fails. Otherwise, the beast must succeed on a Wisdom saving
throw or be charmed by you for the spell’s duration. If you
or one of your companions harms the target, the spells ends.

At higher levels: When you cast this spell using a spell slot
of 2" level or higher, you can affect one additional beast for
each slot level above 1. The material component is a morsel

ANIMAL MESSENGER
2" level Enchantment

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V,S, M
DURATION: 24 hours

By means of this spell, you use an animal to deliver a
message. Choose a Tiny beast you can see within range, such
as a squirrel, a blue jay, or a bat. You specify a location, which
you must have visited, and a recipient who matches a general
description, such as “a man or woman dressed in the uniform
of the town guard” or “a red-haired dwarf wearing a pointed
hat.” You also speak a message of up to twenty-five words.
The target beast travels for the duration of the spell toward
the specified location, covering about 50 miles per 24 hours
for a flying messenger, or 25 miles for other animals.

When the messenger arrives, it delivers your message to the
creature that you described, replicating the sound of your
voice. The messenger speaks only to a creature matching
the description you gave. If the messenger doesn’t reach its
destination before the spell ends, the message is lost, and the
beast makes its way back to where you cast this spell.

If you cast this spell using a spell slot of 3™ level or higher, the
duration of the spell increases by 48 hours for each slot level
above 2. The material component is a morsel of food.

ANIMATE DEAD
3'-level Necromancy

CASTING TIME: 1 minute
RANGE: 10 feet
COMPONENTS: V,S, M
DURATION: Instantaneous

This spell creates an undead servant. Choose a pile of bones or
a corpse of a Medium or Small humanoid within range. Your
spell imbues the target with a foul mimicry of life, raising it
as an undead creature. The target becomes a skeleton if you
chose bones or a zombie if you chose a corpse (the GM has the
creature’s game statistics).

On each of your turns, you can use a bonus action to mentally
command any creature you made with this spell if the creature is
within 60 feet of you (if you control multiple creatures, you can
command any or all of them at the same time, issuing the same
command to each one). You decide what action the creature will
take and where it will move during its next turn, or you can
issue a general command, such as to guard a particular chamber
or corridor. If you issue no commands, the creature only defends
itself against hostile creatures. Once given an order, the creature
continues to follow it until its task is complete.

The creature is under your control for 24 hours, after which
it stops obeying any command you’ve given it. To maintain
control of the creature for another 24 hours, you must cast this
spell on the creature again before the current 24-hour period
ends. This use of the spell reasserts your control over up to
four creatures you have animated with this spell, rather than
animating-a new one.



At higher levels: When you cast this spell using a spell slot of
4™ level or higher, you animate or reassert control over two
additional undead creatures for each slot level above 3. Each
of the creatures must come from a different corpse or pile of
bones. The material component is a drop of blood, a piece of
flesh, and a pinch of bone dust.

ANIMATE OBJECTS
5t level Transmutation

CASTING TIME: 1 action

RANGE: 120 feet

COMPONENTS: V, S

DURATION: Concentration, up to 1 minute

Objects come to life at your command. Choose up to ten
nonmagical objects within range that are not being worn or
carried. Medium targets count as two objects, Large targets
count as four objects, Huge targets count as eight objects.
You can’t animate any object larger than Huge. Each target
animates and becomes a creature under your control until the
spell ends or until reduced to 0 hit points.

As a bonus action, you can mentally command any creature
you made with this spell if the creature is within 500 feet of
you (if you control multiple creatures, you can command any
or all of them at the same time, issuing the same command
to each one). You decide what action the creature will take
and where it will move during its next turn, or you can issue
a general command, such as to guard a particular chamber
or corridor. If you issue no commands, the creature only
defends itself against hostile creatures. Once given an order,
the creature continues to follow it until its task is complete.

An animated object is a construct with AC, hit points, attacks,
Strength, and Dexterity determined by its size. Its Constitution
is 10 and its Intelligence and Wisdom are 3, and its Charisma is
1. Its speed is 30 feet; if the object lacks legs or other appendages
it can use for locomotion, it instead has a flying speed of 30 feet
and can hover. If the object is securely attached to a surface or
a larger object, such as a chain bolted to a wall, its speed is 0.
It has blindsight with a radius of 30 feet and is blind beyond
that distance. When the animated object drops to 0 hit points, it
reverts to its original object form, and any remaining damage
carries over to its original object form.

If you command an object to attack, it can make a single
melee attack against a creature within 5 feet of it. It makes a
slam attack with an attack bonus and bludgeoning damage
determined by its size. The GM might rule that a specific
object inflicts slashing or piercing damage based on its form.

If you cast this spell using a spell slot of 6 level or higher, you
can animate two additional objects for each slot level above 5%.

AnNTIMAGIC FIELD
8t level Abjuration

CASTING TIME: 1 action

RANGE: Self

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 hour

PARANORMAL
A 10-foot-radius invisible sphere of antimagic surrounds
you. This area is divorced from the magical energy that
suffuses the multiverse. Within the sphere, spells can’t be
cast, summoned creatures disappear, and even magic items
become mundane. Until the spell ends, the sphere moves
with you, centered on you.

Spells and other magical effects, except those created by an
artifact or a deity, are suppressed in the sphere and can’t
protrude into it. A slot expended to cast a suppressed spell is
consumed. While an effect is suppressed, it doesn’t function,
but the time it spends suppressed counts against its duration.

Targeted Effects. Spells and other magical effects, such as
magic missile and charm person, that target a creature or an
object in the sphere have no effect on that target.

Areas of Magic. The area of another spell or magical effect,
such as fireball, can’t extend into the sphere. If the sphere
overlaps an area of magic, the part of the area that is covered
by the sphere is suppressed. For example, the flames created
by a wall of fire are suppressed within the sphere, creating a
gap in the wall if the overlap is large enough.

Spells. Any active spell or other magical effect on a creature
or an object in the sphere is suppressed while the creature or
object is in it.

Magic Items. The properties and powers of magic items are
suppressed in the sphere. For example, a +1 longsword in the
sphere functions as a nonmagical longsword.

A magic weapon’s properties and powers are suppressed
if it is used against a target in the sphere or wielded by an
attacker in the sphere. If a magic weapon or a piece of magic
ammunition fully leaves the sphere (for example, if you fire
a magic arrow or throw a magic spear at a target outside the
sphere), the magic of the item ceases to be suppressed as soon
as it exits.

Magical Travel. Teleportation and planar travel fail to work
in the sphere, whether the sphere is the destination or the
departure point for such magical travel. A portal to another
location, world, or plane of existence, as well as an opening
to an extradimensional space such as that created by the rope
trick spell, temporarily closes while in the sphere.

Creatures and Objects. A creature or object summoned or
created by magic temporarily winks out of existence in the
sphere. Such a creature instantly reappears once the space the
creature occupied is no longer within the sphere.

Dispel Magic. Spells and magical effects such as dispel magic
have no effect on the sphere. Likewise, the spheres created by
different antimagic field spells don’t nullify each other.

The material component is a pinch of powdered iron or iron

filings.

ANTIPATHY/SYMPATHY
8™ level Enchantment



BOOK FOUR:
RANGE: 60 feet
COMPONENTS: V, S, M
DURATION: 10 days

This spell attracts or repels creatures of your choice. You target
something within range, either a Huge or smaller object or
creature or an area that is no larger than a 200-foot cube. Then
specify a kind of intelligent creature, such as red dragons,
goblins, or vampires. You invest the target with an aura that
either attracts or repels the specified creatures for the duration.
Choose antipathy or sympathy as the aura’s effect.

Antipathy. The enchantment causes creatures of the kind you
designated to feel an intense urge to leave the area and avoid
the target. When such a creature can see the target or comes
within 60 feet of it, the creature must succeed on a wisdom
saving throw or become frightened. The creature remains
frightened while it can see the target or is within 60 feet of
it. While frightened by the target, the creature must use its
movement to move to the nearest safe spot from which it can’t
see the target. If the creature moves more than 60 feet from
the target and can’t see it, the creature is no longer frightened,
but the creature becomes frightened again if it regains sight of
the target or moves within 60 feet of it.

Sympathy. The enchantment causes the specified creatures
to feel an intense urge to approach the target while within
60 feet of it or able to see it. When such a creature can see
the target or comes within 60 feet of it, the creature must
succeed on a wisdom saving throw or use its movement on
each of its turns to enter the area or move within reach of
the target. When the creature has done so, it can’t willingly
move away from the target. If the target damages or
otherwise harms an affected creature, the affected creature
can make a wisdom saving throw to end the effect, as
described below.

Ending the Effect. If an affected creature ends its turn while
not within 60 feet of the target or able to see it, the creature
makes a wisdom saving throw. On a successful save, the
creature is no longer affected by the target and recognizes the
feeling of repugnance or attraction as magical. In addition,
a creature affected by the spell is allowed another wisdom
saving throw every 24 hours while the spell persists.

A creature that successfully saves against this effect is immune
to it for 1 minute, after which time it can be affected again.

The material component is either a lump of alum soaked in
vinegar for the antipathy effect or a drop of honey for the
sympathy effect.

ARcANE EYE
4t Jevel Divination

CASTING TIME: 1 action

RANGE: 30 feet

COMPONENTS: V,S, M

DURATION: Concentration, up to 1 hour

You create an invisible, magical eye within range that hovers
in the air for the duration.

has normal vision and darkvision out to 30 feet. The eye can
look in every direction.

As an action, you can move the eye up to 30 feet in any
direction. There is no limit to how far away from you the
eye can move, but it can’t enter another plane of existence. A
solid barrier blocks the eye’s movement, but the eye can pass
through an opening as small as 1 inch in diameter.

The material component is a bit of bat fur.

ArcaNE HAaND
5t level Evocation

CASTING TIME: 1 action

RANGE: 120 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 minute

You create a Large hand of shimmering, translucent force in
an unoccupied space that you can see within range. The hand
lasts for the spell’s duration, and it moves at your command,
mimicking the movements of your own hand.

The hand is an object that has AC 20 and hit points equal to
your hit point maximum. If it drops to 0 hit points, the spell
ends. It has a Strength of 26 (+8) and a Dexterity of 10 (+0).
The hand doesn't fill its space.

When you cast the spell and as a bonus action on your
subsequent turns, you can move the hand up to 60 feet and
then cause one of the following effects with it.

Clenched Fist. The hand strikes one creature or object within
5 feet of it. Make a melee spell attack for the hand using your
game statistics. On a hit, the target takes 4d8 force damage.

Forceful Hand. The hand attempts to push a creature within
5 feet of it in a direction you choose. Make a check with the
hand’s Strength contested by the Strength (Athletics) check
of the target. If the target is Medium or smaller, you have
advantage on the check. If you succeed, the hand pushes the
target up to 5 feet plus a number of feet equal to five times
your spellcasting ability modifier. The hand moves with the
target to remain within 5 feet of it.

Grasping Hand. The hand attempts to grapple a Huge
or smaller creature within 5 feet of it. You use the hand’s
Strength score to resolve the grapple. If the target is Medium
or smaller, you have advantage on the check. While the hand
is grappling the target, you can use a bonus action to have the
hand crush it. When you do so, the target takes bludgeoning
damage equal to 2d6 + your spellcasting ability modifier.

Interposing Hand. The hand interposes itself between you
and a creature you choose until you give the hand a different
command. The hand moves to stay between you and the
target, providing you with half cover against the target. The
target can’t move through the hand’s space if its Strength
score is less than or equal to the hand’s Strength score. If its
Strength score is higher than the hand’s Strength score, the
target can move toward you through the hand’s space, but
that space is difficult terrain for the target.



At higher levels: When you cast this spell using a spell slot of
6™ level or higher, the damage from the clenched fist option
increases by 2d8 and the damage from the grasping hand
increases by 2d6 for each slot level above 5.

The material component is an eggshell and a snakeskin glove.

ARcANE Lock
2"d-level Abjuration

CASTING TIME: 1 action
RANGE: Touch
COMPONENTS: V, S, M
DURATION: Until dispelled

You touch a closed door, window, gate, chest, or other
entryway, and it becomes locked for the duration. You and
the creatures you designate when you cast this spell can open
the object normally. You can also set a password that, when
spoken within 5 feet of the object, suppresses this spell for 1
minute. Otherwise, it is impassable until it is broken or the
spell is dispelled or suppressed. Casting knock on the object
suppresses arcane lock for 10 minutes.

While affected by this spell, the object is more difficult to
break or force open; the DC to break it or pick any locks on it
increases by 10.

The material component is gold dust worth at least $25, which
the spell consumes.

ARCANE SWORD
7t level Evocation

CASTING TIME: 1 action

RANGE: 60 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 minute

You create a sword-shaped plane of force that hovers within
range. It lasts for the duration.

When the sword appears, you make a melee spell attack
against a target of your choice within 5 feet of the sword. On
a hit, the target takes 3d10 force damage. Until the spell ends,
you can use a bonus action on each of your turns to move the
sword up to 20 feet to a spot you can see and repeat this attack
against the same target or a different one.

The material component is a miniature platinum sword with
a grip and pommel of copper and zinc, worth $250.

ARrcANIST’'s Macic AurA
2"-level Illusion

CASTING TIME: 1 action
RANGE: Touch
COMPONENTS: V, S, M
DURATION: 24 hours

You place an illusion on a creature or an object you touch so
that divination spells reveal false information about it. The

7

PARANORMAL

carried or worn by another creature.

When you cast the spell, choose one or both of the following
effects. The effect lasts for the duration. If you cast this spell
on the same creature or object every day for 30 days, placing
the same effect on it each time, the illusion lasts until it is
dispelled.

False Aura. You change the way the target appears to spells
and magical effects, such as detect magic, that detect magical
auras. You can make a nonmagical object appear magical,
a magical object appear nonmagical, or change the object’s
magical aura so that it appears to belong to a specific school of
magic that you choose. When you use this effect on an object,
you can make the false magic apparent to any creature that
handles the item.

Mask. You change the way the target appears to spells and
magical effects that detect creature types, such as a paladin’s
Divine Sense or the trigger of a symbol spell. You choose a
creature type and other spells and magical effects treat the
target as if it were a creature of that type or of that alignment.

The material component is a small square of silk.

AsTRAL PROJECTION
9t level Necromancy

CASTING TIME: 1 hour
RANGE: 10 feet
COMPONENTS: V,S, M
DURATION: See below

You and up to eight willing creatures within range project
your astral bodies into the Astral Plane (the spell fails and
the casting is wasted if you are already on that plane). The
material body you leave behind is unconscious and in a
state of suspended animation; it doesn’t need food or air and
doesn’t age.

Your astral body resembles your mortal form in almost
every way, replicating your game statistics and possessions.
The principal difference is the addition of a silvery cord that
extends from between your shoulder blades and trails behind
you, fading to invisibility after 1 foot. This cord is your tether
to your material body. As long as the tether remains intact,
you can find your way home. If the cord is cut—something
that can happen only when an effect specifically states that it
does —your soul and body are separated, killing you instantly.

Your astral form can freely travel through the Astral Plane
and can pass through portals there leading to any other
plane. If you enter a new plane or return to the plane you
were on when casting this spell, your body and possessions
are transported along the silver cord, allowing you to re-enter
your body as you enter the new plane. Your astral form is a
separate incarnation. Any damage or other effects that apply
to it have no effect on your physical body, nor do they persist
when you return to it.

The spell ends for you and your companions when you use
your action to dismiss it. When the spell ends, the affected
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The spell might also end early for you or one of your
companions. A successful dispel magic spell used against an
astral or physical body ends the spell for that creature. If a
creature’s original body or its astral form drops to 0 hit points,
the spell ends for that creature. If the spell ends and the silver
cord is intact, the cord pulls the creature’s astral form back to
its body, ending its state of suspended animation.

If you are returned to your body prematurely, your companions
remain in their astral forms and must find their own way back
to their bodies, usually by dropping to 0 hit points.

For each creature you affect with this spell, you must provide
one jacinth worth at least $1,000 and one ornately carved bar
of silver worth at least $100, all of which the spell consumes.

AuGuURY
2m-level Divination (ritual)

CASTING TIME: 1 minute
RANGE: Self
COMPONENTS: V, S, M
DURATION: Instantaneous

By casting gem-inlaid sticks, rolling dragon bones, laying
out ornate cards, or employing some other divining tool, you
receive an omen from an otherworldly entity about the results
of a specific course of action that you plan to take within the
next 30 minutes. The GM chooses from the following possible
omens:

e  Weal, for good results

e  Woe, for bad results

e  Weal and woe, for both good and bad results

e  Nothing, for results that aren’t especially good or bad

The spell doesn’t take into account any possible circumstances
that might change the outcome, such as the casting of
additional spells or the loss or gain of a companion.

If you cast the spell two or more times before completing
your next long rest, there is a cumulative 25 percent chance
for each casting after the first that you get a random reading.
The GM makes this roll in secret.

The material components are specially marked sticks, bones,
or similar tokens worth at least $25.

BANE
1st level Enchantment

CASTING TIME: 1 action

RANGE: 30 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 minute

Up to three creatures of your choice that you can see within
range must make charisma saving throws. Whenever a target
that fails this saving throw makes an attack roll or a saving
throw before the spell ends, the target must roll a d4 and
subtract the number rolled from the attack roll or saving
throw.

At higher levels: When you cast this spell using a spell slot of
27 Jevel or higher, you can target one additional creature for
each slot level above 15

The material component is a drop of blood.

BANISHMENT
4t level Abjuration

CASTING TIME: 1 action

RANGE: 60 feet

COMPONENTS: V,S, M

DURATION: Concentration, up to 1 minute

You attempt to send one creature that you can see within
range to another plane of existence. The target must succeed
on a charisma saving throw or be banished.

If the target is native to the plane of existence you're on, you
banish the target to a harmless demiplane. While there, the
target is incapacitated. The target remains there until the spell
ends, at which point the target reappears in the space it left
or in the nearest unoccupied space if that space is occupied.

If the target is native to a different plane of existence than
the one you're on, the target is banished with a faint popping
noise, returning to its home plane. If the spell ends before 1
minute has passed, the target reappears in the space it left
or in the nearest unoccupied space if that space is occupied.
Otherwise, the target doesn’t return.

At higher levels: When you cast this spell using a spell slot of
5% level or higher, you can target one additional creature for
each slot level above 4.

The material component of this spell is an item distasteful to
the target.

BARKSKIN
2" level: Transmutation

CASTING TIME: 1 action

RANGE: Touch

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 hour

You touch a willing creature. Until the spell ends, the target’s
skin has a rough, bark-like appearance, and the target's AC can’t
be less than 16, regardless of what kind of armor it is wearing.

The material component for this spell is a handful of oak bark.

BeacoN oF HopPe
31d-level Abjuration

CASTING TIME: 1 action

RANGE: 30 feet

COMPONENTS: V, S

DURATION: Concentration, up to 1 minute

This spell bestows hope and vitality. Choose any number
of creatures within range. For the duration, each target has
advantage on wisdom saving throws and death savin




throws, and regains the maximum number of hit points
possible from any healing.

Bestow CuURSE
3r-level Necromancy

CASTING TIME: 1 action

RANGE: Touch

COMPONENTS: V, S

DURATION: Concentration, up to 1 minute

You touch a creature, and that creature must succeed on a
wisdom saving throw or become cursed for the duration of
the spell. When you cast this spell, choose the nature of the
curse from the following options:

e  Choose one ability score. While cursed, the target has
disadvantage on ability checks and saving throws made
with that ability score.

e  While cursed, the target has disadvantage on attack rolls
against you.

e  While cursed, the target must make a wisdom saving
throw at the start of each of its turns. If it fails, it wastes
its action that turn doing nothing.

e  While the target is cursed, your attacks and spells deal an
extra 1d8 necrotic damage to the target.

A remove curse spell ends this effect. At the GM’s option, you
may choose an alternative curse effect, but it should be no
more powerful than those described above. The GM has final
say on such a curse’s effect.

At higher levels: If you cast this spell using a spell slot of
4™ level or higher, the duration is concentration, up to 10
minutes. If you use a spell slot of 5" level or higher, the
duration is 8 hours. If you use a spell slot of 7" level or higher,
the duration is

BLAack TENTACLES
4t level Conjuration

CASTING TIME: 1 action

RANGE: 90 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 minute

Squirming, ebony tentacles fill a 20-foot square on ground
that you can see within range. For the duration, these tentacles
turn the ground in the area into difficult terrain.

When a creature enters the affected area for the first time on
a turn or starts its turn there, the creature must succeed on a
Dexterity saving throw or take 3d6 bludgeoning damage and
be restrained by the tentacles until the spell ends. A creature
that starts its turn in the area and is already restrained by the
tentacles takes 3d6 bludgeoning damage.

A creature restrained by the tentacles can use its action to
make a Strength or Dexterity check (its choice) against your
spell save DC. On a success, it frees itself.

The material component is a piece of tentacle from a giant

PARANORMAL
BLADE BARRIER

6t"-level Evocation

RANGE: 90 feet
COMPONENTS: V, S
CASTING TIME: 1 action
DURATION: Up to 10 minutes

You create a vertical wall of whirling, razor-sharp blades
made of magical energy. The wall appears within range and
lasts for the duration. You can make a straight wall up to 100
feet long, 20 feet high, and 5 feet thick, or a ringed wall up
to 60 feet in diameter, 20 feet high, and 5 feet thick. The wall
provides three-quarters cover to creatures behind it, and its
space is difficult terrain.

When a creature enters the wall’s area for the first time
on a turn or starts its turn there, the creature must make a
dexterity saving throw. On a failed save, the creature takes
6d10 slashing damage. On a successful save, the creature
takes half as much damage.

BLEss
1st level Enchantment

CASTING TIME: 1 action

RANGE: 30 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 minute

You bless up to three creatures of your choice within range.
Whenever a target makes an attack roll or a saving throw
before the spell ends, the target can roll a d4 and add the
number rolled to the attack roll or saving throw.

At higher levels: When you cast this spell using a spell slot of
27 Jevel or higher, you can target one additional creature for
each slot level above 1.

The material component is a sprinkling of holy water.

BLIGHT
4t level Necromancy

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V, S
DURATION: Instantaneous

Necromantic energy washes over a creature of your choice
that you can see within range, draining moisture and vitality
from it. The target must make a constitution saving throw.
The target takes 8d8 necrotic damage on a failed save, or half
as much damage on a successful one. The spell has no effect
on undead or constructs.

If you target a plant creature or a magical plant, it makes
the saving throw with disadvantage, and the spell deals
maximum damage to it.

If you target a nonmagical plant that isn’t a creature, such
as a tree or shrub, it doesn’t make a saving throw; it simply
withers and dies.
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At higher levels: When you cast this spell using a spell slot of
5t Jevel of higher, the damage increases by 1d8 for each slot
level above 4™,

BLINDNESS/ DEAFNESS
2"d-level Necromancy

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V
DURATION: 1 minute

You can blind or deafen a foe. Choose one creature that you
can see within range to make a constitution saving throw. If
it fails, the target is either blinded or deafened (your choice)
for the duration. At the end of each of its turns, the target
can make a constitution saving throw. On a success, the spell
ends.

At higher levels: When you cast this spell using a spell slot of
3 level or higher, you can target one additional creature for
each slot level above 2",

BLINK
3 Jevel Transmutation

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V, S
DURATION: 1 minute

Roll a d20 at the end of each of your turns for the duration
of the spell. On a roll of 11 or higher, you vanish from your
current plane of existence and appear in the Ethereal Plane
(the spell fails and the casting is wasted if you were already
on that plane). At the start of your next turn, and when the
spell ends if you are on the Ethereal Plane, you return to an
unoccupied space of your choice that you can see within 10
feet of the space you vanished from. If no unoccupied space
is available within that range, you appear in the nearest
unoccupied space (chosen at random if more than one space
is equally near). You can dismiss this spell as an action.

While on the Ethereal Plane, you can see and hear the plane
you originated from, which is cast in shades of gray, and you
can’t see anything there more than 60 feet away. You can only
affect and be affected by other creatures on the Ethereal Plane.
Creatures that aren’t there can’t perceive you or interact with
you, unless they have the ability to do so.

BLUR
2" level Illusion

CASTING TIME: 1 action

RANGE: Self

COMPONENTS: V

DURATION: Concentration, up to 1 minute

Your body becomes blurred, shifting and wavering to all who
can see you. For the duration, any creature has disadvantage
on attack rolls against you. An attacker is immune to this
effect if it doesn’t rely on sight, as with blindsight, or can see

BurNING HANDS
1st level Evocation

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V, S
DURATION: Instantaneous

As you hold your hands with thumbs touching and fingers
spread, a thin sheet of flames shoots forth from your
outstretched fingertips. Each creature in a 15-foot cone
must make a dexterity saving throw. A creature takes 3d6
fire damage on a failed save, or half as much damage on a
successful one.

The fire ignites any flammable objects in the area that aren’t
being worn or carried.

At higher levels: When you cast this spell using a spell slot of
2nd Jevel or higher, the damage increases by 1d6 for each slot
level above 1+

CALL LIGHTNING
3" level Conjuration

CASTING TIME: 1 action

RANGE: 120 feet

COMPONENTS: V, S

DURATION: Concentration, up to 10 minutes

A storm cloud appears in the shape of a cylinder that is 10 feet
tall with a 60-foot radius, centered on a point you can see 100
feet directly above you. The spell fails if you can’t see a point
in the air where the storm cloud could appear (for example, if
you are in a room that can’t accommodate the cloud).

When you cast the spell, choose a point you can see within
range. A bolt of lightning flashes down from the cloud to that
point. Each creature within 5 feet of that point must make
a dexterity saving throw. A creature takes 3d10 lightning
damage on a failed save, or half as much damage on a
successful one. On each of your turns until the spell ends, you
can use your action to call down lightning in this way again,
targeting the same point or a different one.

If you are outdoors in stormy conditions when you cast this
spell, the spell gives you control over the existing storm
instead of creating a new one. Under such conditions, the
spell’s damage increases by 1d10.

At higher levels: When you cast this spell using a spell slot of
4" or higher level, the damage increases by 1d10 for each slot
level above 3.

CaLm EmoTiONs
2" level Enchantment

CASTING TIME: 1 action

RANGE: 60 feet

COMPONENTS: V, S

DURATION: Concentration, up to 1 minute

You attempt to suppress strong emotions in a group of people.



you choose within range must make a charisma saving throw;
a creature can choose to fail this saving throw if it wishes. If
a creature fails its saving throw, choose one of the following
two effects. You can suppress any effect causing a target to be
charmed or frightened. When this spell ends, any suppressed
effect resumes, provided that its duration has not expired in
the meantime.

Alternatively, you can make a target indifferent about
creatures of your choice that it is hostile toward. This
indifference ends if the target is attacked or harmed by a spell
or if it witnesses any of its friends being harmed. When the
spell ends, the creature becomes hostile again, unless the GM
rules otherwise.

CHAIN LiIGHTNING
6t level Evocation

CASTING TIME: 1 action
RANGE: 150 feet
COMPONENTS: V,S, M
DURATION: Instantaneous

You create a bolt of lightning that arcs toward a target of your
choice that you can see within range. Three bolts then leap
from that target to as many as three other targets, each of
which must be within 30 feet of the first target. A target can
be a creature or an object and can be targeted by only one of
the bolts.

A target must make a dexterity saving throw. The target
takes 10d8 lightning damage on a failed save, or half as much
damage on a successful one.

At higher levels: When you cast this spell using a spell
slot of 7™ level or higher, one additional bolt leaps
from the first target to another target for each slot level
above 6%,

The material components are a bit of fur; a piece of amber,
glass, or a crystal rod; and three silver pins.

CHARM PERSON
15t level Enchantment

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V, S
DURATION: 1 hour

You attempt to charm a humanoid you can see within range.
It must make a wisdom saving throw, and does so with
advantage if you or your companions are fighting it. If it fails
the saving throw, it is charmed by you until the spell ends
or until you or your companions do anything harmful to it.
The charmed creature regards you as a friendly acquaintance.
When the spell ends, the creature knows it was charmed by
you.

At higher levels: When you cast this spell using a spell slot of
27 Jevel or higher, you can target one additional creature for
each slot level above 1*. The creatures must be within 30 feet

PARANORMAL
CHiLL ToucH

Necromancy Cantrip

CASTING TIME: 1 action
RANGE: 120 feet
COMPONENTS: V, S
DURATION: 1 round

You create a ghostly, skeletal hand in the space of a creature
within range. Make a ranged spell attack against the creature
to assail it with the chill of the grave. On a hit, the target
takes 1d8 necrotic damage, and it can’t regain hit points
until the start of your next turn. Until then, the hand clings
to the target.

If you hit an undead target, it also has disadvantage on attack
rolls against you until the end of your next turn.

This spell’'s damage increases by 1d8 when you reach 5" level
(2d8), 11t level (3d8), and 17 level (4d8).

CirRcLE OF DEATH
6t level Necromancy

CASTING TIME: 1 action
RANGE: 150 feet
COMPONENTS: V,S, M
DURATION: Instantaneous

A sphere of negative energy ripples out in a 60-footradius
sphere from a point within range. Each creature in that area
must make a constitution saving throw. A target takes 8d6
necrotic damage on a failed save, or half as much damage on
a successful one.

At higher levels: When you cast this spell using a spell slot of
7% level or higher, the damage increases by 2d6 for each slot
level above 6™

The material component is the powder of a crushed black
pearl worth at least $500.

CLAIRVOYANCE
3rd-level Divination

CASTING TIME: 10 minutes

RANGE: 1 mile

COMPONENTS: V,S, M

DURATION: Concentration, up to 10 minutes

You create an invisible sensor within range in a location
familiar to you (a place you have visited or seen before) or in
an obvious location that is unfamiliar to you (such as behind
a door, around a corner, or in a grove of trees). The sensor
remains in place for the duration, and it can’t be attacked or
otherwise interacted with.

When you cast the spell, you choose seeing or hearing. You can
use the chosen sense through the sensor as if you were in its space.
As your action, you can switch between seeing and hearing.

A creature that can see the sensor (such as a creature benefiting
from see invisibility or truesight) sees a luminous, intangible
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The material component is a focus worth at least $100, either a
jeweled horn for hearing or a glass eye for seeing.

CLONE
8t level Necromancy

CASTING TIME: 1 hour
RANGE: Touch
COMPONENTS: V, S5, M
DURATION: Instantaneous

This spell grows an inert duplicate of a living creature as a
safeguard against death. This clone forms inside a sealed
vessel and grows to full size and maturity after 120 days; you
can also choose to have the clone be a younger version of the
same creature. It remains inert and endures indefinitely, as
long as its vessel remains undisturbed.

At any time after the clone matures, if the original creature
dies, its soul transfers to the clone, provided that the soul is
free and willing to return. The clone is physically identical
to the original and has the same personality, memories, and
abilities, but none of the original’s equipment. The original
creature’s physical remains, if they still exist, become inert
and can’t thereafter be restored to life, since the creature’s
soul is elsewhere.

The material components are a diamond worth at least
$1,000 and at least 1 cubic inch of flesh of the creature that
is to be cloned, which the spell consumes, and a vessel
worth at least $2,000 that has a sealable lid and is large
enough to hold a Medium creature, such as a casket or
sarcophagus.

CLoupkiLL
5t level Conjuration

CASTING TIME: 1 action

RANGE: 120 feet

COMPONENTS: V, S

DURATION: Concentration, up to 10 minutes

You create a 20-foot-radius sphere of poisonous, yellow-
green fog centered on a point you choose within range. The
fog spreads around corners. It lasts for the duration or until
strong wind disperses the fog, ending the spell. Its area is
heavily obscured.

When a creature enters the spell’s area for the first time on
a turn or starts its turn there, that creature must make a
constitution saving throw. The creature takes 5d8 poison
damage on a failed save, or half as much damage on a
successful one. Creatures are affected even if they hold their
breath or don’t need to breathe.

The fog moves 10 feet away from you at the start of each
of your turns, rolling along the surface of the ground. The
vapors, being heavier than air, sink to the lowest level of the
land, even pouring down openings.

At higher levels: When you cast this spell using a spell slot of
6™ level or higher, the damage increases by 1d8 for each slot
level above 5%,

CoLOR SPRAY
15t level Illusion

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V,S, M
DURATION: 1 round

A dazzling array of flashing, colored light springs from your
hand. Roll 6d10; the total is how many hit points of creatures
this spell can effect. Creatures in a 15-foot cone originating
from you are affected in ascending order of their current hit
points (ignoring unconscious creatures and creatures that
can’t see).

Starting with the creature that has the lowest current hit
points, each creature affected by this spell is blinded until the
spell ends. Subtract each creature’s hit points from the total
before moving on to the creature with the next lowest hit
points. A creature’s hit points must be equal to or less than
the remaining total for that creature to be affected.

At higher levels: When you cast this spell using a spell slot of
2nd Jevel or higher, roll an additional 2d10 for each slot level
above 1¢.

The material component is a pinch of powder or sand that is
colored red, yellow, and blue.

CoMMAND
15t level Enchantment

CASTING TIME: 1 action
RANGE: 60 feet
COMPONENTS: V
DURATION: 1 round

You speak a one-word command to a creature you can
see within range. The target must succeed on a wisdom
saving throw or follow the command on its next turn.
The spell has no effect if the target is undead, if it doesn’t
understand your language, or if your command is directly
harmful to it.

Some typical commands and their effects follow. You might
issue a command other than one described here. If you do so,
the GM determines how the target behaves. If the target can’t
follow your command, the spell ends.

Approach. The target moves toward you by the shortest and
most direct route, ending its turn if it moves within 5 feet of you.

Drop The target drops whatever it is holding and then ends
its turn.

Flee. The target spends its turn moving away from you by the
fastest available means.

Grovel. The target falls prone and then ends its turn.

Halt. The target doesn’t move and takes no actions. A flying
creature stays aloft, provided that it is able to do so. If it must
move to stay aloft, it flies the minimum distance needed to




At higher levels: When you cast this spell using a spell slot of
27 Jevel or higher, you can affect one additional creature for
each slot level above 1%. The creatures must be within 30 feet
of each other when you target them.

COMMUNE
5t-level Divination (Ritual)

CASTING TIME: 1 minute
RANGE: Self
COMPONENTS: V, S, M
DURATION: 1 minute

You contact your deity or a divine proxy and ask up to three
questions that can be answered with a yes or no. You must
ask your questions before the spell ends. You receive a correct
answer for each question.

Divine beings aren’t necessarily omniscient, so you might
receive “unclear” as an answer if a question pertains to
information that lies beyond the deity’s knowledge. In a case
where a one-word answer could be misleading or contrary to
the deity’s interests, the GM might offer a short phrase as an
answer instead.

If you cast the spell two or more times before finishing your
next long rest, there is a cumulative 25 percent chance for
each casting after the first that you get no answer. The GM
makes this roll in secret.

The material components are incense and a vial of holy or
unholy water.

CoMMUNE WITH NATURE
51 level Divination (Ritual)

CASTING TIME: 1 minute
RANGE: Self
COMPONENTS: V, S
DURATION: Instantaneous

You briefly become one with nature and gain knowledge
of the surrounding territory. In the outdoors, the spell
gives you knowledge of the land within 3 miles of you. In
caves and other natural underground settings, the radius is
limited to 300 feet. The spell doesn’t function where nature
has been replaced by construction, such as in dungeons
and towns.

You instantly gain knowledge of up to three facts of your
choice about any of the following subjects as they relate to
the area:

e terrain and bodies of water

e  prevalent plants, minerals, animals, or peoples

e powerful celestials, fey, fiends, elementals, or undead

e influence from other planes of existence

e  buildings

For example, you could determine the location of powerful
undead in the area, the location of major sources of safe

PARANORMAL
COMPREHEND LANGUAGES

1t level divination (Ritual)

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V,S, M
DURATION: 1 hour

For the duration, you understand the literal meaning of any
spoken language that you hear. You also understand any
written language that you see, but you must be touching
the surface on which the words are written. It takes about 1
minute to read one page of text.

This spell doesn’t decode secret messages in a text or a
glyph, such as an arcane sigil, that isn't part of a written
language.

The material components are a pinch of soot and salt.

ConNE of CoLp
5t level Evocation

CASTING TIME: 1 action
RANGE: 60-foot cone
COMPONENTS: V,S, M
DURATION: Instantaneous

A blast of cold air erupts from your hands. Each creature
in a 60-foot cone must make a constitution saving throw. A
creature takes 8d8 cold damage on a failed save, or half as
much damage on a successful one.

A creature killed by this spell becomes a frozen statue until
it thaws.

At higher levels: When you cast this spell using a spell slot of
6™ level or higher, the damage increases by 1d8 for each slot
level above 5.

The material component is a small crystal or glass cone.

CONFUSION
4% level Enchantment

CASTING TIME: 1 action

RANGE: 90 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 minute

This spell assaults and twists creatures’” minds, spawning
delusions and provoking uncontrolled action. Each creature
in a 10-foot-radius sphere centered on a point you choose
within range must succeed on a Wisdom saving throw when
you cast this spell or be affected by it.

An affected target can’t take reactions and must roll a d10
at the start of each of its turns to determine its behavior for
that turn.
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d10 Behavior

The creature uses all its movement to move in a
random direction. To determine the direction, roll
a d8 and assign a direction to each die face. The
creature doesn’t take an action this turn.

2-6 The creature doesn’t move or take actions this turn.

The creature uses its action to make a melee attack
against a randomly determined creature within its
reach. If there is no creature within its reach, the
creature does nothing this turn.

7-8

9-10 The creature can act and move normally.

At the end of each of its turns, an affected target can make a
Wisdom saving throw. If it succeeds, this effect ends for that
target.

At higher levels: When you cast this spell using a spell slot of
5t level or higher, the radius of the sphere increases by 5 feet
for each slot level above 4™,

The material component is three walnut shells.

CONJURE ANIMALS
31d-level Conjuration

CASTING TIME: 1 action

RANGE: 60 feet

COMPONENTS: V, S

DURATION: Concentration, up to 1 hour

You summon fey spirits that take the form of beasts and
appear in unoccupied spaces that you can see within
range. Choose one of the following options for what
appears:

- One beast of challenge rating 2 or lower

- Two beasts of challenge rating 1 or lower

- Four beasts of challenge rating 1/2 or lower
- Eight beasts of challenge rating 1/4 or lower

- Each beast is also considered fey, and it disappears when it
drops to 0 hit points or when the spell ends.

The summoned creatures are friendly to you and your
companions. Roll initiative for the summoned creatures as a
group, which has its own turns. They obey any verbal commands
that you issue to them (no action required by you). If you don’t
issue any commands to them, they defend themselves from
hostile creatures, but otherwise take no actions.

The GM has the creatures’ statistics.

At higher levels: When you cast this spell using
certain higher-level spell slots, you choose one of the
summoning options above, and more creatures appear:
twice as many with a 5"-level slot, three times as many
with a 7%"-level.

CoNJURE CELESTIAL
7t-level Conjuration

CASTING TIME: 1 minute

RANGE: 90 feet

COMPONENTS: V, S

DURATION: Concentration, up to 1 hour

You summon a celestial of challenge rating 4 or lower, which
appears in an unoccupied space that you can see within
range. The celestial disappears when it drops to 0 hit points
or when the spell ends.

The celestial is friendly to you and your companions for the
duration. Roll initiative for the celestial, which has its own turns.
It obeys any verbal commands that you issue to it (no action
required by you), as long as they don’t violate its alignment. If
you don’t issue any commands to the celestial, it defends itself
from hostile creatures but otherwise takes no actions.

The GM has the celestial’s statistics.

At higher levels: When you cast this spell using a 9*-level spell
slot, you summon a celestial of challenge rating 5 or lower.

CONJURE ELEMENTAL
5t level Conjuration

CASTING TIME: 1 minute

RANGE: 90 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 hour

You call forth an elemental servant. Choose an area of air,
earth, fire, or water that fills a 10-foot cube within range.
An elemental of challenge rating 5 or lower appropriate to
the area you chose appears in an unoccupied space within
10 feet of it. For example, a fire elemental emerges from a
bonfire, and an earth elemental rises up from the ground. The
elemental disappears when it drops to 0 hit points or when
the spell ends.

The elemental is friendly to you and your companions for the
duration. Roll initiative for the elemental, which has its own
turns. It obeys any verbal commands that you issue to it (no
action required by you). If you don’t issue any commands
to the elemental, it defends itself from hostile creatures but
otherwise takes no actions.

If your concentration is broken, the elemental doesn’t
disappear. Instead, you lose control of the elemental, it
becomes hostile toward you and your companions, and it
might attack. An uncontrolled elemental can’t be dismissed
by you, and it disappears 1 hour after you summoned it.

The GM has the elemental’s statistics.

At higher levels: When you cast this spell using a spell slot of
6™ level or higher, the challenge rating increases by 1 for each
slot level above 5.

The material components are burning incense for air, soft clay
for earth, sulfur and phosphorus for fire, or water and sand




ConNJuRrE FEy
6" level Conjuration

CASTING TIME: 1 minute

RANGE: 90 feet

COMPONENTS: V, S

DURATION: Concentration, up to 1 hour

You summon a fey creature of challenge rating 6 or lower, or
a fey spirit that takes the form of a beast of challenge rating 6
or lower. It appears in an unoccupied space that you can see
within range. The fey creature disappears when it drops to 0
hit points or when the spell ends.

The fey creature is friendly to you and your companions for
the duration. Roll initiative for the creature, which has its
own turns. It obeys any verbal commands that you issue to
it (no action required by you), as long as they don’t violate
its alignment. If you don’t issue any commands to the fey
creature, it defends itself from hostile creatures but otherwise
takes no actions.

If your concentration is broken, the fey creature doesn’t
disappear. Instead, you lose control of the fey creature,
it becomes hostile toward you and your companions,
and it might attack. An uncontrolled fey creature can’t
be dismissed by you, and it disappears 1 hour after you
summoned it.

The GM has the fey creature’s statistics.

At higher levels: When you cast this spell using a spell slot of
7% level or higher, the challenge rating increases by 1 for each
slot level above 6.

CoNJURE MINOR ELEMENTALS
4 Jevel Conjuration

CASTING TIME: 1 minute

RANGE: 90 feet

COMPONENTS: V, S

DURATION: Concentration, up to 1 hour

You summon elementals that appear in unoccupied spaces
that you can see within range. You choose one the following
options for what appears:

e  One elemental of challenge rating 2 or lower

e Two elementals of challenge rating 1 or lower

e  Four elementals of challenge rating 1/2 or lower

e  Eight elementals of challenge rating 1/4 or lower.

An elemental summoned by this spell disappears when it

drops to 0 hit points or when the spell ends.

The summoned creatures are friendly to you and your
companions. Roll initiative for the summoned creatures as a
group, which has its own turns. They obey any verbal commands
that you issue to them (no action required by you). If you don’t
issue any commands to them, they defend themselves from
hostile creatures, but otherwise take no actions.

7

PARANORMAL
At higher levels: When you cast this spell using certain higher-
level spell slots, you choose one of the summoning options
above, and more creatures appear: twice as many with a 6'"-
level slot and three times as many with an 8'"-level slot.

CoNTACT OTHER PLANE
5t Jevel Divination (Ritual)

CASTING TIME: 1 minute
RANGE: Self
COMPONENTS: V
DURATION: 1 minute

You mentally contact a demigod, the spirit of a long-
dead sage, or some other mysterious entity from another
plane. Contacting this extraplanar intelligence can strain
or even break your mind. When you cast this spell, make
a DC 15 intelligence saving throw. On a failure, you take
6d6 psychic damage and are insane until you finish a
long rest. While insane, you can’t take actions, can’t
understand what other creatures say, can’t read, and
speak only in gibberish. A greater restoration spell cast
on you ends this effect.

On a successful save, you can ask the entity up to five
questions. You must ask your questions before the spell
ends. The GM answers each question with one word, such as
“yes,” “no,” “maybe,” “never,” “irrelevant,” or “unclear” (if
the entity doesn’t know the answer to the question). If a one-
word answer would be misleading, the GM might instead

offer a short phrase as an answer.

CONTAGION
5t Jevel Necromancy

CASTING TIME: 1 action
RANGE: Touch
COMPONENTS: V, S
DURATION: 7 days

Your touch inflicts disease. Make a melee spell attack
against a creature within your reach. On a hit, you afflict the
creature with a disease of your choice from any of the ones
described below.

At the end of each of the target’s turns, it must make a
constitution saving throw. After failing three of these saving
throws, the disease’s effects last for the duration, and the
creature stops making these saves. After succeeding on three
of these saving throws, the creature recovers from the disease,
and the spell ends.

Since this spell induces a natural disease in its target, any
effect that removes a disease or otherwise ameliorates a
disease’s effects apply to it.

Blinding Sickness. Pain grips the creature’s mind, and its eyes
turn milky white. The creature has disadvantage on wisdom
checks and wisdom saving throws and is blinded.

Filth Fever. A raging fever sweeps through the creature’s
body. The creature has disadvantage on strength checks,



BOOK FOUR:

Flesh Rot. The creature’s flesh decays. The creature has
disadvantage on Charisma checks and vulnerability to all
damage.

Mindpre. The creature’s mind becomes feverish. The creature
has disadvantage on intelligence checks and intelligence
saving throws, and the creature behaves as if under the effects
of the confusion spell during combat.

Seizure. The creature is overcome with shaking. The creature
has disadvantage on dexterity checks, dexterity saving
throws, and attack rolls that use Dexterity.

Slimy Doom. The creature begins to bleed uncontrollably.
The creature has disadvantage on constitution checks and
constitution saving throws. In addition, whenever the creature
takes damage, it is stunned until the end of its next turn.

CONTINGENCY
6t level Evocation

CASTING TIME: 10 minutes
RANGE: Self
COMPONENTS: V,S, M
DURATION: 10 days

Choose a spell of 5" level or lower that you can cast, that
has a casting time of 1 action, and that can target you. You
cast that spell—called the contingent spell—as part of
casting contingency, expending spell slots for both, but the
contingent spell doesn’t come into effect. Instead, it takes
effect when a certain circumstance occurs. You describe that
circumstance when you cast the two spells. For example, a
contingency cast with water breathing might stipulate that
water breathing comes into effect when you are engulfed in
water or a similar liquid.

The contingent spell takes effect immediately after the
circumstance is met for the first time, whether or not you
want it to. and then contingency ends.

The contingent spell takes effect only on you, even if it can
normally target others. You can use only one contingency
spell at a time. If you cast this spell again, the effect of another
contingency spell on you ends. Also, contingency ends on
you if its material component is ever not on your person.

The material component is statuette of yourself carved from
ivory and decorated with gems worth at least $1,500.

CoNnTINUAL FLAME
2"-level Evocation

CASTING TIME: 1 action
RANGE: Touch
COMPONENTS: V, S, M
DURATION: Until dispelled

A flame, equivalent in brightness to a torch, springs forth
from an object that you touch. The effect looks like a regular
flame, but it creates no heat and doesn’t use oxygen. A
continual flame can be covered or hidden but not smothered

The material component is ruby dust worth $50, which the
spell consumes.

CoNTrROL WATER
4% level Transmutation

CASTING TIME: 1 action

RANGE: 300 feet

COMPONENTS: V, S, M

DURATION: Concentration, up to 10 minutes

Until the spell ends, you control any freestanding water
inside an area you choose that is a cube up to 100 feet on a
side. You can choose from any of the following effects when
you cast this spell. As an action on your turn, you can repeat
the same effect or choose a different one.

Flood. You cause the water level of all standing water in the
area to rise by as much as 20 feet. If the area includes a shore,
the flooding water spills over onto dry land.

instead create a 20-foot tall wave that travels from one side
of the area to the other and then crashes down. Any Huge or
smaller vehicles in the wave’s path are carried with it to the
other side. Any Huge or smaller vehicles struck by the wave
have a 25 percent chance of capsizing.

The water level remains elevated until the spell ends or you
choose a different effect. If this effect produced a wave, the
wave repeats on the start of your next turn while the flood
effect lasts.

Part Water. You cause water in the area to move apart
and create a trench. The trench extends across the spell’s
area, and the separated water forms a wall to either side.
The trench remains until the spell ends or you choose a
different effect. The water then slowly fills in the trench
over the course of the next round until the normal water
level is restored.

Redirect Flow. You cause flowing water in the area to move
in a direction you choose, even if the water has to flow
over obstacles, up walls, or in other unlikely directions.
The water in the area moves as you direct it, but once it
moves beyond the spell’s area, it resumes its flow based
on the terrain conditions. The water continues to move in
the direction you chose until the spell ends or you choose
a different effect.

Whirlpool. This effect requires a body of water at least 50 feet
square and 25 feet deep. You cause a whirlpool to form in
the center of the area. The whirlpool forms a vortex that is 5
feet wide at the base, up to 50 feet wide at the top, and 25 feet
tall. Any creature or object in the water and within 25 feet of
the vortex is pulled 10 feet toward it. A creature can swim
away from the vortex by making a Strength (Athletics) check
against your spell save DC.

When a creature enters the vortex for the first time on a
turn or starts its turn there, it must make a strength saving
throw. On a failed save, the creature takes 2d8 bludgeoning




caught in the vortex. A creature caught in the vortex can use
its action to try to swim away from the vortex as described
above, but has disadvantage on the Strength (Athletics)
check to do so.

The first time each turn that an object enters the vortex, the
object takes 2d8 bludgeoning damage; this damage occurs
each round it remains in the vortex.

The material components are a drop of water and a pinch of
dust.

CoNTROL WEATHER
8t level Transmutation

CASTING TIME: 10 minutes

RANGE: Self

COMPONENTS: V, S, M

DURATION: Concentration, up to 8 hours

You take control of the weather within 5 miles of you for the
duration. You must be outdoors to cast this spell. Moving to
a place where you don’t have a clear path to the sky ends the
spell early.

When you cast the spell, you change the current weather
conditions, which are determined by the GM based on
the climate and season. You can change precipitation,
temperature, and wind. It takes 1d4 x 10 minutes for the new
conditions to take effect. Once they do so, you can change the
conditions again. When the spell ends, the weather gradually
returns to normal.

When you change the weather conditions, find a current
condition on the following tables and change its stage by
one, up or down. When changing the wind, you can change
its direction.

The material components are burning incense and bits of
earth and wood mixed in water.

CReATE Foop AND WATER
3" level Conjuration

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V, S
DURATION: Instantaneous

You create 45 pounds of food and 30 gallons of water on the
ground or in containers within range, enough to sustain up
to fifteen humanoids or five steeds for 24 hours. The food is
bland but nourishing, and spoils if uneaten after 24 hours.
The water is clean and doesn’t go bad.

CREATE OR DEsTROY WATER
1%t level Transmutation

CASTING TIME: 1 action
RANGE: 30 feet
COMPONENTS: V,S, M
DURATION: Instantaneous

PARANORMAL

You either create or destroy water.

Create Water. You create up to 10 gallons of clean water
within range in an open container. Alternatively, the water
falls as rain in a 30-foot cube within range.

Destroy Water. You destroy up to 10 gallons of water in an
open container within range. Alternatively, you destroy fog
in a 30-foot cube within range.

At higher levels: When you cast this spell using a spell slot of
2n Jevel or higher, you create or destroy 10 additional gallons
of water, or the size of the cube increases by 5 feet, for each
slot level above 1.

The material components are a drop of water if creating
water, or a few grains of sand if destroying it.

CRreATE UNDEAD
6t level Necromancy

CASTING TIME: 1 minute
RANGE: 10 feet
COMPONENTS: V,S, M
DURATION: Instantaneous

You can cast this spell only at night. Choose up to three
corpses of Medium or Small humanoids within range. Each
corpse becomes a ghoul under your control. (The GM has
game statistics for these creatures.)

As a bonus action on each of your turns, you can mentally
command any creature you animated with this spell
if the creature is within 120 feet of you (if you control
multiple creatures, you can command any or all of them
at the same time, issuing the same command to each
one). You decide what action the creature will take and
where it will move during its next turn, or you can issue a
general command, such as to guard a particular chamber
or corridor. If you issue no commands, the creature only
defends itself against hostile creatures. Once given an
order, the creature continues to follow it until its task is
complete.

The creature is under your control for 24 hours, after which it
stops obeying any command you have given it. To maintain
control of the creature for another 24 hours, you must cast
this spell on the creature before the current 24-hour period
ends. This use of the spell reasserts your control over up to
three creatures you have animated with this spell, rather than
animating new ones.

At higher levels: When you cast this spell using a 7"-level
spell slot, you can animate or reassert control over four
ghouls. When you cast this spell using an 8"-level spell slot,
you can animate or reassert control over five ghouls or two
ghasts or wights. When you cast this spell using a 9"-level
spell slot, you can animate or reassert control over six ghouls,
three ghasts or wights, or two mummies.

The material components are one clay pot filled with grave
dirt, one clay pot filled with brackish water, and one $150
black onyx stone for each corpse.
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CREATION

5t Jevel Illusion

CASTING TIME: 1 minute
RANGE: 30 feet
COMPONENTS: V,S, M
DURATION: Special

You pull wisps of shadow material from the Shadowfell to
create a nonliving object of vegetable matter within ‘range”:
soft goods, rope, wood, or something similar. You can also
use this spell to create mineral objects such as stone, crystal,
or metal. The object created must be no larger than a 5-foot
cube, and the object must be of a form and material that you
have seen before.

The duration depends on the object’s material. If the object
is composed of multiple materials, use the shortest duration.
e  Vegetable matter 1 day

e  Stone or crystal 12 hours

e  Precious metals 1 hour

e  Gems 10 minutes

e Adamantine or mithral 1 minute

Using any material created by this spell as another spell’s

material component causes that spell to fail.

At higher Levels: When you cast this spell using a spell slot
of 6™ level or higher, the cube increases by 5 feet for each slot
level above 5%,

The material component is a tiny piece of matter of the same
type of the item you plan to create.

Cure WOUNDSs
1%t level Evocation

CASTING TIME: 1 action
RANGE: Touch
COMPONENTS: V, S
DURATION: Instantaneous

A creature you touch regains a number of hit points equal
to 1d8 + your spellcasting ability modifier. This spell has no
effect on undead or constructs.

At higher levels: When you cast this spell using a spell slot of
27 Jevel or higher, the healing increases by 1d8 for each slot
level above 1.

DANcING LiGHTS
Evocation Cantrip

CASTING TIME: 1 action

RANGE: 120 feet

COMPONENTS: V,S, M

DURATION: Concentration, up to 1 minute

You create up to four torch-sized lights within range, making
them appear as torches, lanterns, or glowing orbs that hover
in the air for the duration. You can also combine the four

size. Whichever form you choose, each light sheds dim light
in a 10-foot radius.

As a bonus action on your turn, you can move the lights up
to 60 feet to a new spot within range. A light must be within
20 feet of another light created by this spell, and a light winks
out if it exceeds the spell’s range.

The material components for this spell area bit of phosphorus
or wychwood, or a glowworm.

DARKNESS
2"-level Evocation

CASTING TIME: 1 action

RANGE: 60 feet

COMPONENTS: V, M

DURATION: Concentration, up to 10 minutes

Magical darkness spreads from a point you choose within
range to fill a 15-foot-radius sphere for the duration. The
darkness spreads around corners. A creature with darkvision
can’t see through this darkness, and nonmagical light can’t
illuminate it.

If the point you choose is on an object you are holding or one
that isn’t being worn or carried, the darkness emanates from
the object and moves with it. Completely covering the source
of the darkness with an opaque object, such as a bowl or a
helm, blocks the darkness.

If any of this spell’s area overlaps with an area of light created
by a spell of 2™ level or lower, the spell that created the light
is dispelled.

The material components for this spell are a bit of bat fur, and
a drop of pitch or piece of coal.

DARKVISION
2"-level Transmutation

CASTING TIME: 1 action
RANGE: Touch
COMPONENTS: V,S, M
DURATION: 8 hours

You touch a willing creature to grant it the ability to see in
both normal and magical darkness. For the duration, that
creature has darkvision out to a range of 60 feet, including in
magical darkness.

The material components for this spell are either a pinch of
dried carrot or an agate.

DAYLIGHT
3rd-level Evocation

CASTING TIME: 1 action
RANGE: 60 feet
COMPONENTS: V, S
DURATION: 1 hour

A 60-foot-radius sphere of licht spreads out from a point you




choose within range. The sphere is bright light and sheds dim
light for an additional 60 feet.

If you chose a point on an object you are holding or one that
isn’t being worn or carried, the light shines from the object and
moves with it. Completely covering the affected object with an
opaque object, such as a bowl or a helm, blocks the light.

If any of this spell’s area overlaps with an area of darkness
created by a spell of 3 level or lower, the spell that created
the darkness is dispelled.

DeatH WAaARrD
4t-level Abjuration

CASTING TIME: 1 action
RANGE: Touch
COMPONENTS: V, S
DURATION: 8 hours

You touch a creature and grant it a measure of protection
from death.

The first time the target would drop to 0 hit points as a result
of taking damage, the target instead drops to 1 hit point, and
the spell ends.

If the spell is still in effect when the target is subjected to
an effect that would kill it instantaneously without dealing
damage, that effect is instead negated against the target, and
the spell ends.

DEeLAYED BLAST FIREBALL
7t-level Evocation

CASTING TIME: 1 action

RANGE: 150 feet

COMPONENTS: V,S, M

DURATION: Concentration, up to 1 minute

A beam of yellow light flashes from your pointing finger,
then condenses to linger at a chosen point within range as
a glowing bead for the duration. When the spell ends, either
because your concentration is broken or because you decide
to end it, the bead blossoms with a low roar into an explosion
of flame that spreads around corners. Each creature in a
20-foot-radius sphere centered on that point must make a
dexterity saving throw. A creature takes fire damage equal
to the total accumulated damage on a failed save, or half as
much damage on a successful one.

The spell’s base damage is 12d6. If at the end of your turn the
bead has not yet detonated, the damage increases by 1dé.

If the glowing bead is touched before the interval has expired,
the creature touching it must make a dexterity saving throw.
On a failed save, the spell ends immediately, causing the bead
to erupt in flame. On a successful save, the creature can throw
the bead up to 40 feet. When it strikes a creature or a solid
object, the spell ends, and the bead explodes.

The fire damages objects in the area and ignites flammable
objects that aren’t being worn or carried.

PARANORMAL
At higher levels: When you cast this spell using a spell slot of
8 level or higher, the base damage increases by 1d6 for each
slot level above 7.

The material components for this spell are a tiny ball of bat
guano and sulfur.

DEMIPLANE
8t-level Conjuration

CASTING TIME: 1 action
RANGE: 60 feet
COMPONENTS: S
DURATION: 1 hour

You create a shadowy door on a flat solid surface that you can
see within range. The door is large enough to allow Medium
creatures to pass through unhindered. When opened, the
door leads to a demiplane that appears to be an empty room
30 feet in each dimension, made of wood or stone. When the
spell ends, the door disappears, and any creatures or objects
inside the demiplane remain trapped there, as the door also
disappears from the other side.

Each time you cast this spell, you can create a new demiplane,
or have the shadowy door connect to a demiplane you
created with a previous casting of this spell. Additionally, if
you know the nature and contents of a demiplane created by
a casting of this spell by another creature, you can have the
shadowy door connect to its demiplane instead.

Detect EviL AND Goob
1st-level Divination

CASTING TIME: 1 action

RANGE: Self

COMPONENTS: V, S

DURATION: Concentration, up to 10 minutes

For the duration, you know if there is an aberration, celestial,
elemental, fey, fiend, or undead within 30 feet of you, as
well as where the creature is located. Similarly, you know if
there is a place or object within 30 feet of you that has been
magically consecrated or desecrated.

The spell can penetrate 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 Macic
1st-level Divination (ritual)

CASTING TIME: 1 action

RANGE: Self

COMPONENTS: V, S

DURATION: Concentration, up to 10 minutes

For the duration, you sense the presence of magic within
30 feet of you. If you sense magic in this way, you can use
your action to see a faint aura around any visible creature or
object in the area that bears magic, and you learn its school
of magic, if any.
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The spell can penetrate 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 PoisoN AND DISEASE
1st-level Divination (ritual)

CASTING TIME: 1 action

RANGE: Self

COMPONENTS: V, S, M

DURATION: Concentration, up to 10 minutes

For the duration, you can sense the presence and location of
poisons, poisonous creatures, and diseases within 30 feet of
you. You also identify the kind of poison, poisonous creature,
or disease in each case.

The spell can penetrate 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.

The material component for this spell is a yew leaf.

DEeTeECT THOUGHTS
2"-level Divination

CASTING TIME: 1 action

RANGE: Self

COMPONENTS: V,S, M

DURATION: Concentration, up to 1 minute

For the duration of the spell, you can read the thoughts of
some creatures. While casting the spell and at your action
in each round until the spell, you may focus your mind on
a creature you can see 30 feet of you. If the chosen creature
has an Intelligence of 3 or less, or if she does not speak any
language, the creature is not affected.

You first read the surface thoughts of the creature, which
occupies her mind at that moment. In an action, you can direct
your attention to the thoughts of another creature or attempt
to deepen your reading thoughts of the same creature. If
you deepen your reading, the target must make a backup of
Wisdom, otherwise you get access to his argument (if any), in
his emotional state and thought that concerns his mind on a
broader spectrum Such a concern, love or hate. If successful,
the spell ends. In all cases, the target is aware that his mind
is under your eyes. Unless you are directing your attention to
the thoughts of another creature, the target can use his action
turn to roll Intelligence opposite your roll Intelligence. If she
has the upper hand, the spell ends.

The questions verbally directed to the target guide the
train of thought. This spell is especially effective during an
interrogation.

You can also use this spell to detect the presence of thinking
creatures that are invisible to you. When you cast this spell, or
in an action for the duration of the spell, you can find thoughts
to 30 feet of you. The spell can override most obstacles but
it is blocked by 2 feet stone 2 inches of precious metal, or
a thin sheet of lead. You can not detect a creature with an
Intelligence of 3 or less or speaking any language.

After detecting the presence of a creature in this way, you
can read his thoughts for the rest of the spell’s duration as
described above, even if you can not see it, but only if it
remains in the range of the spell.

The material component for this spell is a copper coin.

DimensioN Door
4t-level Conjuration

CASTING TIME: 1 action
RANGE: 500 feet
COMPONENTS: V
DURATION: Instantaneous

You teleport yourself from your current location to any other
spot within range. You arrive at exactly the spot desired. It
can be a place you can see, one you can visualize, or one you
can describe by stating distance and direction, such as “200
feet straight downward” or “upward to the northwest at a
45-degree angle, 300 feet.”

You can bring along objects as long as their weight doesn’t
exceed what you can carry. You can also bring one willing
creature of your size or smaller who is carrying gear up to its
carrying capacity. The creature must be within 5 feet of you
when you cast this spell.

If you would arrive in a place already occupied by an object
or a creature, you and any creature traveling with you each
take 4d6 force damage, and the spell fails to teleport you.

DisGUISE SELF
1st-level Illusion

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V, S
DURATION: 1 hour

You make yourself - including your clothing, armor,
weapons, and other belongings on your person - look
different until the spell ends or until you use your action
to dismiss it. You can seem 1 foot shorter or taller and can
appear thin, fat, or in between. You can’t change your body
type, so you must adopt a form that has the same basic
arrangement of limbs. Otherwise, the extent of the illusion
is up to you.

The changes wrought by this spell fail to hold up to
physical inspection. For example, if you use this spell to
add a hat to your outfit, objects pass through the hat, and
anyone who touches it would feel nothing or would feel
your head and hair. If you use this spell to appear thinner
than you are, the hand of someone who reaches out to
touch you would bump into you while it was seemingly
still in midair.

To discern that you are disguised, a creature can use its
action to inspect your apperance and must succeed on an
Intelligence (Investigation) check against your spell save
DC.




DISINTEGRATE
6™"-level Transmutation

CASTING TIME: 1 action
RANGE: 60 feet
COMPONENTS: V, 5, M
DURATION: Instantaneous

A thin green ray springs from your pointing finger to a target
that you can see within range. The target can be a creature, an
object, or a creation of magical force, such as the wall created
by wall of force.

A creature targeted by this spell must make a dexterity saving
throw. On a failed save, the target takes 10d6 + 40 force
damage. If this damage reduces the target to 0 hit points, it
is disintegrated.

A disintegrated creature and everything it is wearing and
carrying, except magic items, are reduced to a pile of fine gray
dust. The creature can be restored to life only by means of a
true resurrection or a wish spell.

This spell automatically disintegrates a Large or smaller
nonmagical object or a creation of magical force. If the target
is a Huge or larger object or creation of force, this spell
disintegrates a 10-foot-cube portion of it. A magic item is
unaffected by this spell.

At higher levels: When you cast this spell using a spell slot of
7% level or higher, the damage increases by 3d6 for each slot
level above 6.

The material components for this spell are a lodestone and a
pinch of dust.

DispeL EviL AND Goob
5t-level Abjuration

CASTING TIME: 1 action

RANGE: Self

COMPONENTS: V, S, M

DURATION: Concentration, up to 1 minute

Shimmering energy surrounds and protects you from fey,
undead, and creatures originating from beyond the Material
Plane. For the duration, celestials, elementals, fey, fiends, and
undead have disadvantage on attack rolls against you.

You can end the spell early by using either of the following
special functions.

Break Enchantment. As your action, you touch a creature
you can reach that is charmed, frightened, or possessed by
a celestial, an elemental, a fey, a fiend, or an undead. The
creature you touch is no longer charmed, frightened, or
possessed by such creatures.

Dismissal. As your action, make a melee spell attack against
a celestial, an elemental, a fey, a fiend, or an undead you
can reach. On a hit, you attempt to drive the creature back
to its home plane. The creature must succeed on a charisma
saving throw or be sent back to its home plane (if it isn’t there

A

PARANORMAL

to the Deeper Dark, and fey are sent to the Seelie or Unseelie
Courts, as appropriate.

The material components for this spell are holy water or
powdered silver and iron.

DispeL Maaic
31-level Abjuration

CASTING TIME: 1 action
RANGE: 120 feet
COMPONENTS: V, S
DURATION: Instantaneous

Choose one creature, object, or magical effect within range.
Any spell of 3 level or lower on the target ends. For each
spell of 4™ level or higher on the target, make an ability check
using your spellcasting ability. The DC equals 10 + the spell’s
level. On a successful check, the spell ends.

At higher levels: When you cast this spell using a spell slot of
4™ Jevel or higher, you automatically end the effects of a spell
on the target if the spell’s level is equal to or less than the level
of the spell slot you used.

DivINATION
4t-level Divination (ritual)

CASTING TIME: 1 action
RANGE: Self
COMPONENTS: V,S, M
DURATION: Instantaneous

Your magic and an offering put you in contact with a god
or a god’s servants. You ask a single question concerning a
specific goal, event, or activity to occur within 7 days. The
GM offers a truthful reply. The reply might be a short phrase,
a cryptic rhyme, or an omen.

The spell doesn’t take into account any possible circumstances
that might change the outcome, such as the casting of
additional spells or the loss or gain of a companion.

If you cast the spell two or more times before finishing your
next long rest, there is a cumulative 25 percent chance for
each casting after the first that you get a random reading. The
GM makes this roll in secret.

The material components for this spell are incense and a
sacrificial offering appropriate to your religion, together
worth at least $25, which the spell consumes.

DiviNeE FAvor
1st-level Evocation

CASTING TIME: 1 bonus action

RANGE: Self

COMPONENTS: V, S

DURATION: Concentration, up to 1 minute

Your prayer empowers you with divine radiance. Until the
spell ends, your weapon attacks deal an extra 1d4 radiant
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is halved until the creature completes a short rest or receives
healing (either mundane or magical) or complete a short rest.

LONG SHOT. When you take the attack action with a firearm
against a creature at a range longer than close range, you may
expend shooting dice to eliminate disadvantage on the attack.
Each shooting die expended in this manner reduces the
effective distance by one range increment. You may expend
more than one shooting die in this manner. That is, if your
range increment is 25/100ft, and you are attack a creature that
is 30 feet away, you may expend a shooting die to treat the
creature as though it were only 5 feet away. If the creature
is 75 feet away, you may expend 2 shooting dice to treat it as
though it were within 25 feet away.

Alternately, you may expend shooting dice to extend the
weapon’s long range by 1 increment per shooting die
expended. Thus, in the example above, if a creature is 150 feet
away, you may expend 2 shooting dice to add 50ft (2 range
increments of 25ft each) to your long range, though you
would still be at disadvantage for long range.

POUNDING SHOT. When you successfully strike a creature
with a firearm, you may expend a shooting die. The result of
the die counts as extra damage on your attack, and for that
attack and every subsequent shot that strikes on your turn,
you may force the creature to move 5 feet in any direction
you choose.

Thus, if you fire four shots, with all four hitting, and spend
your shooting die on the first shot, you roll the die to deal
extra damage on that shot only, dealing normal damage on
the remaining three shots, and moving the creature up to 20
feet (5 feet per shot that strikes the target) in any direction of
your choosing.

PRECISE SHOT. When you make an attack with a firearm and
miss a target, you may expend one shooting die. You may
reroll the attack, keeping the result of the reroll, and you gain
the result of your shooting die as a bonus to damage.

RICOCHET. When you take the attack action with a firearm to
attempt to hita target behind cover, you may expend one shooting
die. You add the result of the die to your attack, and you may
attack a target you are aware of who is behind full cover.

STABLE SHOT. When firing from an unstable platform such as
a moving vehicle, you may expend a shooting die to remove
the disadvantage from doing so. The result of your shooting
die also serves as a bonus to your next attack roll with a
firearm.

STAGGERING SHOT. When you successfully attack and
damage a creature with a ranged attack with a firearm, you
may expend a shooting die to force the creature to succeed
at a Constitution save. If it fails, it loses its next action and
is frightened of you. The creature may attempt a Wisdom
save at the end of each of its turns to remove the frightened
condition. You also add the result of your shooting die to
your damage.

SUPPRESSIVE FIRE. When you take the attack action with a
firearm, you may spend a shooting die to force everyone in a

30-foot cone to succeed at a Dexterity save or fall prone and
suffer half damage from your attack. A successful save means
the attack has no effect against that creature. Those who are
prone may not stand until the end of your next turn.

TRIPLE-TAP. When you double-tap with a firearm, you
may spend a shooting die to make a third shot, effectively
triple-tapping. Like your double-tap, this third shot is at
disadvantage, but you may add the result of your shooting
die to the attack roll.

TWOFER. When you take the attack action on your turn with a
firearm against a target that is directly in front of another target
in your line of fire, you may expend a shooting die. Roll the die;
the result is bonus damage dealt. You then apply the attack roll
to both targets; the first target suffers full damage, and if you
successfully strike the secondary target, it takes half damage.

THE SOLDIER

The Soldier specializes in coordinated battle. They are trained
not just in weapons and combat, but in strategy, tactics, and
in fighting alongside others. They also stand for something
special. They appreciate order and a cause, even if that cause
is simply their brothers in arms. A soldier is the one to have
in your corner when the time comes to plan an operation,
whether it’s to infiltrate, assault, or defend a fortified position.

PLAYING THE SOLDIER. You are a well-balanced individual,
capable of examining all aspects of a situation before diving
in. Your training has taught you the skills to survive in almost




any situation, and you live by a code. You inspire confidence
in your comrades, and you're as willing to take a bullet for
them as you are unwilling to leave one behind. You are
the consummate warrior upon whom your teammates can
always rely to get the job done, one way or another.

MiLiTARY TRAINING

Your military training has taught you how to uncover
information, spot hidden things, and sense the motives
of others, as well as getting you in outstanding physical
condition. When you choose this archetype at 3* level, choose
three of the following skills. You gain proficiency in those
skills. Athletics, Investigation, Insight, Perception, Survival.

EMBOLDEN ALLIES

At 3 level, you also gain the ability to embolden your allies.
As a bonus action, you may choose one ally who can see
and hear you. That ally gains advantage on their next attack
roll, ability check, or saving throw made before the end of
your next turn. After using this ability, you must complete
a long rest before using it again. At 15" level, you may use
this ability a number of times equal to your Charisma bonus
between long rests.

BROTHERS IN ARMS

At 7" level, you have become expert in coordinated battle
tactics. You gain advantage on melee attack rolls so long as
you have one ally within 5 feet of you who is not incapacitated.

FormaTiON FIGHTING

At 10" level, you can rely upon your allies to cover your
back while in battle, and you provide them the same cover.
When you are in melee combat and you have one ally within
5 feet of you who is not incapacitated, you and your ally each
improve your AC by +1. If you have more than 1 ally within
five feet of you, you choose which one gains the AC bonus.

SNIPER

You are a crack shot with a rifle. At 15" level, when you
are using a rifle, you increase its long range by an amount
equal to its standard range, and you double its standard
range. Thus, if you have a rifle whose range is 300/3,000, its
range instead becomes 600/3,300. You also gain advantage
on all shots you take within standard range. When using
this ability, you may not take multiple shots, even if the
gun would normally allow this, and you may not make any
additional attacks.

INDoMITABLE WILL

You have a will to push through the hardest and most
tragic conditions to get the job done, no matter what. At 18
level, when an attack brings you to 0 hit points or below,
you are neither unconscious nor incapacitated, and you
immediately gain temporary hit points equal to 1d10 plus
your Constitution bonus. You also gain advantage on all
attack rolls and saving throws until you complete a long
rest. After using this ability, you must complete a long rest
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GADGETEER ARCHETYPE

The following archetype serves as an example of going the
opposite direction as the others here —it brings an Amazing
Adventures character class into your 5e Fantasy game. Still,
the alchemist could also serve as an Amazing Adventures
gadgeteer archetype as well.

THE ALCHEMIST

The Alchemist is a scientist whose knowledge is strongly
focused on chemistry, on the use of concoctions, tonics, salves,
balms, liniments, and even potions to create astounding effects.
From hurling vials of Greek Fire at an enemy to Dr. Jekyll’s
transformative serum, the alchemist knows how to create
astounding, if single-use, effects from their scientific knowledge.

Playing the alchemist. You understand that science can
accomplish wonderful things, and that the entire cosmos is
balanced upon delicate and sometimes explosive chemical
reactions. Even the human body is a constant furnace of
chemical fires, which when properly tweaked, can cause
major changes to good or ill. Your understanding is such that
the effects which you produce may to others seem magical,
but you are dismissive of the idea of “magic.” After all, isn’t
that just another form of science?

With the exception of alterations listed here, alchemists are
still required to abide by all the rules for gadget creation in
chapters 1 and 4 of this work, including the requirement to
justify and explain exactly how a concoction works, and to
name the compound something other than the spell name
upon which it is based.

SAvING THROWS

You have proficiency in Intelligence and Wisdom saving throws.

Recipe Book

Instead of gadgets, the effects that you purchase are chemical
compounds, be they elixirs, unguents, salves, or another form
of mixture. When you choose this archetype at level one,
the initial effects that you purchase represent a recipe book
to which you have access. They are the only effects that you
can purchase until you create a new elixir. You may add new
elixirs to your recipe book every level, and they can be of
up to any level you can use. You add these elixirs simply by
spending gadget points to purchase them.

Whenever you create a chemical compound or potion of
level 1 or greater, you gain a number of uses equal to your
Intelligence bonus. When you complete a long rest, you
regain gadget points for any compound you have completely
used. In addition, you may break down and neutralize any
compounds you have not used that you choose to break
down, regaining gadget points for each compound you break
down in this way.

You only regain gadget points for compounds that have been

completely expended. For example, if you create an explosive

compound of level one effectiveness, and your Intelligence
P :
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regain the points for that compound at the end of a long rest.
You do not regain points if you only expend 1 or 2 uses, but
you may choose to break down and neutralize the leftovers,
effectively expending your supplies in a harmless way, to
regain the points.

REeLIABLE COMPOUND

At first level when you choose this archetype, you gain 2
cantrip-level compounds without spending gadget points.
In addition, any cantrip-level compounds you create are not
restricted in usage (you have an unlimited supply), though
you still must spend gadget points to create such compounds.
You may choose to break down cantrip-level compounds to
regain points at the end of a long rest, as described in your
Recipe Book, above.

CHemicAL GENIUS

Your knowledge of science and chemistry is unmatched.
Beginning at second level, you gain advantage on any checks
you make using a portable science lab or the Science skill.

GADGET PoOINTS

Each level beginning with second, you gain additional gadget
points equal to your proficiency bonus plus your Intelligence
bonus. These points may be spent right away or saved to
purchase larger recipes later on.

INsTANT CONCOCTION

Starting at 6™ level, you may spend a bonus action or reaction
to instantly create a concoction that you need but do not have
currently prepared by mixing the various chemicals and
potions you carry with you. Creating this concoction requires
you to expend gadget points equal to the effect’s level, and to
succeed at a DC 15 Intelligence (portable science lab) check.
This concoction can be of any level up to your maximum
allowable and need not be currently in your recipe book. You
only gain a single use of this concoction, however, and you
regain the gadget points spent when you complete a long rest.

CoMPOUND ADMIXTURE

At 10" level, you can combine the effects of potions and
compounds you possess. By spending a bonus action, you
quickly create a semi-stable compound from any two chemical
compounds you possess. You may then use them together,
combining their effects from a single use. You may, for example,
combine a vial of Greek Fire (preball) with a vial of impenetrable
oil slick (grease) to impose both effects simultaneously when
you toss the final compound. After using this ability, you must
complete a short rest before using it again.

ExpPLosIVE REACTION

At 17" level, you gain an extra 8 gadget points, in addition to
your normal Intelligence plus proficiency bonus. In addition,
from this point forward, you treat any compound you create
as though it were one effective level higher than it is. For

at level 5, when you create it, it counts as level six (but still
carries the point cost of a level 5 gadget).

MONK MONASTIC TRADITION

Following is a monastic tradition for Monk characters. This
tradition can slip seamlessly into any modern or fantasy
game. It's different than other monastic traditions in that
it represents someone who was raised in a certain climate,
who has it ingrained into them. It represents less of an actual
formalized training style and more a survivalist approach.
The monastery of the Feral is the wilds and wilderness, as
opposed to a cloistered school.

Monks AND PuciLisTs

In Amazing Adventures, the Pugilist forms an analogue to
the Monk, and martial arts styles are largely equivalent to
monastic traditions. As such, the Feral can be used for either
the 5e Fantasy Monk or the Amazing Adventures Pugilist,
with no changes needed at all. For the most part, the Pugilist
should replace the Monk in an AA game, as the Pugilist has
been slightly tweaked to function better in a modern game.
Still, any monastic traditions from your fantasy game can slot
easily to function as Martial Arts Styles for the Pugilist.

THE FERAL

There have been stories since the beginning of civilization
about humans who were abandoned or lost as children, only
to miraculously survive—and even thrive—in the wilds.
These people are ferals, those who learned on their own the
true laws of the jungle. Most are actually raised by animals,
be they wolves, apes, or great cats. Others, however, simply
survived on their own, alone, and those tend to be the most
savage. Eventually, the feral is brought back to civilization
and trained in some way to survive in the human jungle,
but few ever truly adapt, and the Call of the Wild constantly
beckons them back....

PLAYING THE FERAL. You were raised among beasts from a
young age. It may be that you were lost as an infant, your
parents killed by the very great apes who took you in. You
may have been abandoned at a young age by some heartless
soul, only to have been found and reared by a black bear
or a pack of wolves. Regardless, your heart is with the
wilderness, with the forests and jungles, and the beasts of the
wild. You have little patience for the lies, manipulation, and
backstabbing nature of civilization. You are blunt and direct,
often to a fault, and while you can be very aggressive, you
also instinctively know when it’s best to put your tail between
your legs and retreat.

SkiLLs oF THE WILD

Beginning when you choose this monastic tradition at
3 level, you gain unique skills tied to your background
having been raised in the wilds. You gain proficiency in
the Perception and Survival skills. You also gain a special
kind of movement. Choose one of the following: climbing,
swimming, or brachiation. The movement you choose grants
movement rate equal to vour eround walki



Brachiation allows you to move through trees and foliage, or
above the ground, so long as you have something from and to
which you can climb, swing, and leap.

Lorp/LADY OF THE WILD

Also beginning when you choose this monastic tradition at 3™
level, you come into your own as Lord or Lady of the Wilds. As
an action, you may spend a point of ki to use the animal friendship,
darkvision, pass without trace, speak with animals, or animal messenger
spells as spell-like abilities. Beginning at 6™ level, you may use
conjure animals in this fashion, though the animals you summon
in this manner are beasts and arrive, rather than appearing, and
depart when the spell ends. Beginning at 11* level, you may
as an action spend 2 points of ki to use dominate beast in this
fashion. You require no material components to cast these spells.
Wisdom is your spellcasting ability for these spells.

ImPrROVISED WEAPONS

Beginning at 6™ level, you are proficient in the use of your
environment in battle. You have proficiency in any improvised
weapon. Inaddition, when using an improvised weapon, you deal
your normal monk open hand damage, plus 1d4. This additional
damage increases to 1d6 at 11" level, and 1d8 at 17" level.

BeasT MASTER

Beginning at 11* level, you gain an animal companion with
which you form a psychic bond. This animal may be any
creature with a challenge equal to or less than half of your
current character level. You may communicate with this
animal, speaking with and understanding it as though you
speak its language. As an action, you can see through your
companion’s eyes and hear what it hears until the start of
your next turn, gaining the benefits of any special senses that
the familiar has. During this time, you are deaf and blind with
regard to your own senses. At 17 level, you gain a second
animal companion. In addition, when you use conjure animals,
you cast it as though using a 5% level spell slot.

BeasT APOTHEOSIS

At17*level, you gain the ability to take on the abilities and traits
of any beast you choose. As an action, you may spend 5 ki points
and choose one beast of any challenge up to half your level. You
gain all of the traits of that beast, including any special senses,
traits, natural weapons, proficiencies, and actions.

You retain your alignment, personality, ability scores, hit
points, and hit dice. You also retain all of your skill and
saving throw proficiencies, in addition to gaining those of the
creature. If the creature’s AC is higher than yours, you gain
the creature’s AC. If the creature has the same proficiency as
you and the bonus in its stat block is different than yours,
you still use yours. If the creature has any legendary or lair
actions, you can’t use them.

You retain the benefit of any features from your class, race, or
other source. You still appear as a normal human, however,
though your features may take on a distinctly feral edge. This
transformation lasts for 1 hour or until you choose to end it,
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PALADIN OATH

The Paladin is essentially a holy warrior. While often thought
of ina fantasy sense, this character class can function quite well
in a modern game. They are the men and women whose word
is their bond, who put their cause and oath above all other
things. They are driven by their sense of honor and purpose,
single-minded in their pursuit of a goal, their support of an
organization, or their status as paragons of a specific ideal.
The following Sacred Oath, the Oath of the Demon Hunter,
can serve in either a fantasy or modern game.

THE DEMON HUNTER

The Demon Hunter may or may not be a paragon of virtue,
but they seek, above all else, to destroy supernatural evils
that serve as a threat to humankind or the world. Demons,
Devils, and fiends of all kinds are their sworn enemies. Many
are devoted to the ideals of light and law, but just as many
become corrupted by their efforts, twisting into an absolutist
view of light and dark, and losing any sense of perspective.

Playing the demon hunter. Something happened to you at
some point in your life to make you starkly, unavoidably
aware that evil is a real, palpable force. It is out there, and
it seeks to corrupt and destroy humanity wherever it can.
Perhaps you were raised by a secret order of hunters. You may
have been recruited by such an order after seeing something
you couldn’t un-see. Perhaps you swore an oath after seeing
the degradations and depredations of a supernatural evil and
have devoted your life to an independent quest. Whatever
the reason, you are aware that demons, devils, undead, and
shapeshifters are out there, and you seek to send them all
back to the grave.

TENETS oF THE HUNTER

SEEK OUT THE SUPERNATURAL. Seek out and learn all you can
about supernatural evils of all types.

DESTROY SUPERNATURAL THREATS. Your driving goal is to send
any demon, devil, or other abomination screaming back to hell.

PROTECT THE INNOCENT. Most people aren’t able to stand against
this level of evil. You will sacrifice your life to protect innocent
lives.

SINGLE-MINDEDNESS. The work is everything. Do not be
distracted by the temptations of ordinary life.

OATH SPELLS
You gain oath spells at the paladin levels listed.
Level Spells
3 protection from evil and good, shield of faith
g Spiritual weapon, suggestion
9th Glyph of warding, protection from energy
13" Guardian of faith, locate creature

17™  Flame strike, hold monster
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When you take this oath at 3™ level, you gain the following
two Channel Divinity options.

BANE OF DARKNESS. As an action, you imbue your weapon
with positive energy, using your Channel Divinity. For 1
minute, you gain advantage on any attack rolls made against
fiends, undead, and shapeshifters, and you deal +1d4 radiant
damage on successful attacks against these creatures.

SUPERNATURAL SENSES. As a bonus action or reaction, you
can expend a use of channel divinity to gain blindsight for 1
hour. During this time, you gain advantage on any Wisdom
(perception) check to avoid surprise, and you are instantly
aware of the supernatural nature of any creature you
encounter who is a fiend, undead, or shapeshifter, even if
they are disguised.

SMITE HELLSPAWN

Starting at 7" level, your attacks count as magical and silvered,
even if they are not normally. At 18" level, if a creature you
face has vulnerability to a type of substance, attack, or energy,
your attack takes on that quality. Thus, if a creature has
vulnerability to fire, for example, your attacks against it deal
fire damage.

ReBUKE HELLSPAWN

Starting at 15" level, whenever you are damaged by a fiend,
undead, or shapeshifter, you may as a reaction force that
creature to succeed at a Charisma save or suffer 2d10 radiant
damage. After using this ability, you must complete a short
rest before using it again.

SOURCE OF THE SLAYER

At 20™ level, you gain the ability to tap into the lineage of
every hunter who has ever lived, granting you astounding
strength and power. Activating this transformation requires
an action. For 1 minute, you gain 2d10 temporary hit points,
and your Strength and Dexterity scores increase by +4 each.
This may take your score above 20. You gain advantage on all
attack rolls against fiends, undead and shapeshifters, and you
deal +1d8 radiant damage on successful attacks against these
creatures. After using this ability, you must complete a long
rest before using it again.

ROGUE ARCHETYPES

In Amazing Adventures, the role of the rogue is filled by the
Hooligan, and indeed, the two classes are so similar as to be
interchangeable. If you wish to run a roguish character in an
Amazing Adventures campaign, there is no reason to not
simply use the Hooligan; it provides the same abilities and is
already tweaked for modern play. In addition, the archetypes
below can be applied to either rogues or Hooligans. Likewise,
the roguish archetypes in the 5e Fantasy Player’s Handbook
can be used for your Hooligan characters.

The new archetypes below are the acrobat, a high-flying

daredevil who functions great as a cat burglar or former circus
act gone renegade; the duelist, a warrior-oriented rogue who
focuses on dexterity and derring-do; and the pirate, who in
fantasy games is a bandit that plies their trade on the high
seas, but in modern games could also apply to roving street
gangs, groups of train robbers in the Wild West, or even
starfighter bands of smugglers and criminals in a science
fiction game.

THE ACROBAT

The acrobat is a consummate tumbler, gymnast, and
contortionist. This character uses their body to make a living
by performing feats of gymnastic and aerial expertise. They
are the characters that walk high wires without a net, perform
flips and leaps on the flying trapeze, and confuse enemies
with their speed and ability to contort their bodies into odd
shapes.

Playing the acrobat. Some acrobats make their way as
vigilantes, using their martial arts to do battle with the forces
of evil. Others function as cat burglars, gaining entrance
to museums and mansions through means and entrances
inaccessible to mundane thieves. Still others are nothing
more than circus performers who get pulled into a life of
adventure through no fault of their own when extraordinary
circumstances land on their doorstep. Whatever the reason,
an acrobat can be a valuable ally or a deadly adversary to
your heroes.

AcroBaATIC EXPERTISE

Beginning at level 3 when you choose this archetype, you
gain expertise in both the acrobatics and athletics skills,
adding double your proficiency bonus to ability checks made
with either skill. You also gain a climbing speed equal to your
normal movement speed.

LicHTNING REFLEXES

Also, when you choose this archetype at level 3, you may use
the bonus action granted by your Cunning Action to make a
Dexterity (acrobatics) check, Strength (athletics) check, or use
your Thieves’ tools to disarm a trap or open a lock.

AceriAL TUMBLING

Starting at 9 level, you may choose to use Dexterity instead
of Strength for determining jump distance. In addition,
whenever you make a long jump, you can cover 1.5 x your
Strength or Dexterity score if you move at least 10 feet on foot
immediately before the jump. If you jump from a standing
position, you can cover half that distance.

When you make a high jump, you can reach a height of 6 +
your Strength or Dexterity modifier if you move at least 10
feet on foot immediately before the jump. When you make a
standing high jump, you can jump half that distance.

You may also make a jump as part of your bonus action
granted by cunning action.



NIMBLE STRIKE

Starting at 13" level, you may use a bonus action to make
a Dexterity (acrobatics) check opposed by your opponent’s
passive Perception score. If you succeed, you gain advantage
on your next attack against that opponent.

Now You See ME...

Beginning at17"]evel, whenever an opponent would normally
deal damage against you with a melee or ranged attack, you
may use your reaction to attempt a Dexterity (acrobatics)
check against their attack roll. If you succeed, the attack
misses, and you may immediately make an attack against that
opponent with advantage. This attack is in addition to any
normal attacks you would have on your turn. If you hit, you
may deal sneak attack damage even if you have already made
a sneak attack on your turn. After using this ability, you must
complete a short rest before using it again.

THE DUELIST

A fast and nimble swashbuckler with a tongue as sharp as
their blade, the duelist is a master of the use of two blades
simultaneously and is able to use their own wit as a weapon.
Duelists have a talent for getting their comrades into trouble
with their jibes and reckless nature but are just as good at
getting out of trouble. Typically, the duelist wields a rapier
and parrying dagger (called a main gauche), but there have
been instances in fiction and history of duelists using long
swords and short swords, paired small axes, or other weapons
designed to be used in tandem.

Playing the duelist: The duelist represents everything from
a swashbuckling Musketeer to a dour, wandering puritan
adventurer. At the GM’s option, the duelist could feasibly be
used with paired firearms, representing the two-gun, Hong-
Kong-style action hero, a different flavor of gunslinger than
that presented above. Likewise, they could present a different
take on the buccaneer than the Pirate archetype listed below.

Two-WEAPON FIGHTING

When you choose this archetype at 3" level, you gain the Two-
Weapon fighting style. When you engage in two-weapon
fighting, you can add your ability modifier to the damage of
the second attack.

FeINT

Also, when you choose this archetype at 3™ level, you may use
the bonus action granted by your Cunning Action to make a
Dexterity (acrobatics), Charisma (persuasion), or Charisma
(intimidation) check. Once per turn, if you use your bonus action
for any of these purposes, opposed by your opponent’s passive
Perception, you gain advantage on the next attack you make.

Acereic Wit

Beginning at 9" level, when an opponent would normally deal
damage to you with a melee attack, you may use a reaction
to attempt a Charisma (persuasion) check opposed by your
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add your proficiency bonus to your Armor Class until the end
of your next turn. After using this ability, you must complete
along rest before using it again. At 13" level, you may use this
ability a number of times equal to your Charisma modifier
between rests.

At 17" level, you may expend one use of this ability to attempt
a Charisma (persuasion) check when an ally would normally
be dealt damage by an opponent with a melee attack. This
check is opposed by your ally’s opponent’s Wisdom (insight)
check. If you are successful, your ally adds their proficiency
bonus to their Armor Class until the end of your next turn

ExXTRA ATTACK

Beginning at 13" level, you can attack twice, instead of once,
whenever you take the Attack action on your turn.

DEVASTATING RIPOSTE

Beginning at 17" level, once per turn, when an opponent
misses you with a melee attack in combat, you may use your
reaction to immediately make a single attack against that
opponent. This attack does not combine with the Extra Attack
feature but is in addition to any normal attacks you would
have in the round. You may add your sneak attack damage
if your attack is successful, even if you have already made a
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THE PIRATE

Whether the scourge of the seven seas or the terror of the
Amazon Basin, pirates are those renegades who ply their
mercenary trade to plunder others for riches and pleasure,
though there are some of a more noble bent who serve as
privateers for a sovereign state or rebels against a tyrannical
government. Still others plunder from desperation, having
been cast off from normal life.

Playing the pirate: Pirates run a wide gamut of character
types. Consider Robert Louis Stevenson’s Long John Silver,
arguably the archetypal literary pirate, against a Viking
raider, against real-world pirates that terrorize the modern
waterways of the Indian and Pacific Oceans, against intrepid
historic explorers like Captain Cook. Modern pirates can
even be cast as biker gangs terrorizing desert roads in a post-
apocalyptic wasteland, or starship smugglers sneaking spice
under the nose of an evil galactic empire.

SEAMANSHIP

When you choose this archetype at 3 level, you gain
proficiency in the Survival skill and navigator’s tools. You also
gain a special language: signaling. This language is unique to
mariners (or whatever pirates represent in your setting) and
involves such things as smoke signals, flag-based signaling,
Morse code, and a unique spoken dialect.

TAUNT

Also, when you choose this archetype at 3™ level, once per
turn when an opponent attempts to attack you, you may use
your reaction to attempt a Charisma (persuasion) or Charisma
(intimidation) check opposed by your opponent’s Wisdom
(insight) check. If you succeed, your opponent suffers
disadvantage on the next attack they make against you.

IRON STOMACH

Beginning at 9" level, you gain proficiency with Constitution
saving throws. You also gain resistance to poison damage.

WET THE DEck witTH BLoob

Starting at 13" level, when you reduce an enemy to 0 hit points
in melee combat, you may gain temporary hit points equal to
the damage dealt on your last blow against that opponent.
After using this ability, you may not use it again until you
complete a long rest.

STUNNING BETRAYAL

Starting at 17" level, you gain advantage on Charisma
(deception) checks. You may also use the bonus action
granted by your Cunning Action to make a Charisma
(deception) check in combat opposed by your opponent’s
Wisdom (insight) check. If you succeed, you gain advantage
on your next attack against that opponent and if your attack is
successful you score a critical hit. After using this ability, you
must complete a short rest before using it again.

OTHER FIFTH EDITION FANTASY
CLASSES IN AMAZING ADVENTURES

Amazing Adventures is a standalone RPG that is designed to
allow you to play just about any kind of game you can imagine,
without stepping on the toes of the pre-existing Fifth Edition
Fantasy game upon whose rules it is based. To that end, we
have avoided reprinting too many classes from that game.

Still, if you own one or more 5e Fantasy books, you can, if
you like, bring those character classes into your modern,
renaissance, Wild West, science fiction, Gothic horror or other
genre game. Each fulfills an unique archetype or archetypes
within the context of play and adapting them to other genres
requires some imagination and outside the box thinking.
Let’s look at how they might fit below.

THE BARBARIAN

The Barbarian is an outsider, a man or woman unconstrained
by the rules and restrictions of civilized society, who makes
their own way in the world. In a game set in the Golden
Age of Piracy all the way up through the Victorian era,
barbarians can represent characters from any number of tribal
cultures, with a warrior mindset, a deep respect for nature,
and a disdain for the trappings of so-called civilized society.
Barbarians value straightforward speech and dealings, blunt
honestly, and living by one’s word. They can be Viking
warriors, ancient Celts, Mongols, Huns, or any number of
ancient warrior cultures.

In a modern game, they can represent those people who have
adopted a warrior culture, who eschew society’s boundaries.
They can be mountain men or women, who live off the grid in
the wilds. They can be members of a biker gang who travel the
nation, living by their own code, the rest of the world be damned.
There are plenty of ways a barbarian character can fit into a
modern game. As with any class, you may wish to re-name them
to suit your campaign, as especially in a modern context, the term
“Barbarian” carries something of a negative connotation.

Generally speaking, in a modern game, barbarians have
proficiency in pistols, shotguns, and rifles. Whether they are
proficient in the use of sub-machineguns and other military-
style hardware is left to the GM’s discretion.

THE BARD

The bard fits pretty seamlessly in just about any modern-
era or post-high-fantasy game. They are performers and
entertainers with a touch of the mystic about them. They can
be actors, musicians, storytellers, stage magicians, or dancers
who are so connected to their craft that they are able to
mystically affect their viewers. As living muses, they become
superstars at what they do, or they ply their trade in secretive,
subtle ways to manipulate their audiences. If you're looking
to play a rock star who moonlights as a demon hunter as she
travels from town to town, the Bard is the way to do it.

Generally speaking, in a modern game, bards have the same
firearms proficiencies as a Socialite.




THE DRUID

Druids, in a modern game, are members of New Age covens
who find that their ritualistic prayers have genuine, physical
manifestations. While most members of Wiccan, Reclaiming,
Hermetic, or other magical groups use their magical rituals
to subtly influence the flow of energy around their lives and
those of others, true druids can actually cause the vines of the
forest to entangle their enemies, can actually speak with and
befriend animals, and can even heal with a touch and turn
themselves into the very beasts they cherish.

Druids in a Colonial game from the 1600s through the 1800s
can also exist alongside Barbarians, as the shaman or “witch
doctors” of their tribes. They can also represent magi from
animistic cultures, such as certain traditions from various
Far Eastern cultures. As with any class, rename and tweak
the class to suit your campaign, and always be aware of
issues of cultural appropriation. In a modern game, druids
represent characters who generally eschew firearms, but may
be proficient with shotguns in a pinch.

THE RANGER

The role of the ranger in a modern game is fairly obvious: they
crossover very well with Barbarians, representing those who
live off the grid in harmony with nature. They are hunters
and survivalists with knowledge of living off the land. They
serve as guides in the wild, or simply those who want to be
left alone, but keep getting pulled into adventure despite
their best efforts. They can also, like Barbarians, represent
members of roving biker gangs, who prefer to stay outside
of cities, camping in the deserts and living life on their own
terms. In a modern game, rangers are proficient with pistols,
shotguns, and rifles.

THE SORCERER

The sorcerer fills an unique niche among spellcasters, and
they need very little modification to fit into a modern game
alongside arcanists, hallowed, and occultists. They are, insome
ways, a psychic mage, who has an intuitive understanding of
the nature of magic and the way it weaves throughout the
world. This understanding allows them to manipulate the
very essence of magic itself, using Sorcery Points to alter the
way their spells function.

They are also those who have a touch of the supernatural
about them. Sorcerers are not completely human; at some
point in their bloodline, someone had relations with a fey,
demon, angel, or other supernatural creature, which produced
an offspring with raw power in their blood. These characters
require almost no modifications for a modern game—just
drop them right in. In terms of firearms proficiencies, they
have the same as the Occultist.

NONHUMAN RACES IN AMAZING
ADVENTURES

For the same reasons as we did not reprint every class from the

APPENDICIES

to step on the toes of the game that made this one possible.
That being said, if you wish to run a game where in the 21+
century, elves and trolls walk among human beings, bringing
demihuman races into your modern game is as simple as
dropping them in. Here are some quick guidelines for doing
so, as well as a new demihuman race for your game: the Fey.

PLAYING A DEMIHUMAN RACE

The first step towards playing a demihuman race in your game
is to ensure the GM will allow it. Every GM has different ideas
for their campaign, and if magic and the supernatural are not
a part of those ideas, then it may simply be inappropriate to
play a pugilist who is a roaring gnomish death machine.

Once your GM gives you the okay, for the most part, all
you need to do is choose the demihuman race you wish to
play from the Systems Reference Document, or your favorite
(approved) Fifth Edition Fantasy book. The tweaks you need
to make to the game are fairly simple:

1. If you are using point buy character creation, demihuman
characters gain only 30 points to spread among ability
scores, instead of the 36 that humans gain. This is because
demihuman races get their own benefits in the form of
abilities like darkvision, additional proficiencies, and the like.

2. Ifyouare using the Standard Array method, demihuman
characters reduce all ability scores by 1 after you arrange
your scores.

3. Ifyou are using the random generation method, human (not
demihuman) characters improve all ability scores by 1 point.

4. Ignore the “human” racial characteristics from the 5e
Fantasy Player’s Handbook. The ability score generation
is slightly different in Amazing Adventures, and the
guidelines above replace those for 5e fantasy humans.

5. Demihumans do not gain the option to choose a feat
and skill proficiency, as discussed in Book One: Basic
Character Creation.

SAMPLE NEW RACE: THE FEY

The Fey have wound through human history since time
immemorial. They are creatures that have lived among us
since we first crawled from the primordial ooze. They love the
Earth, and have adopted it as their own, but they actually live
in a parallel dimension, the world of Faerie. This world is one
of pure, natural harmony. Technology is replaced in Faerie
by magic, and while the Fey have a very rigid, advanced, and
defined civilization, their “technology” is magical in nature
and is in complete harmony with nature.

Some Fey are kind and helpful to humans, while others are
malevolent and disdainful. They are as individual as human
beings are, with their outlook largely, but not entirely,
dictated by their membership and allegiance to one of two
courts: The light, or seelie, fey, and the dark, or unseelie, fey.

While it would be simple to divide them among light equating
to good and dark equating to evil, things aren’t always that
simple. There are angry light fey who have nothing but
disdain for the lowly humans they see everv day, and there
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are (mostly) beneficial dark fey who find humans amusing,
or even attractive. More than good and evil, light and dark
fey tend more to be divided by law and chaos, with the seelie
court championing order and stability, and the unseelie being
forces of chaos and change in the world.

What is true is that the Seelie and Unseelie fey are bitter
enemies, and are constantly scheming, plotting, and back
stabbing to undermine the other. Neither views the other as
trustworthy, and neither views the other of being worthy of
keeping a promise to— that is, no matter how honest a fey is,
they feel no obligation to keep their word when dealing with
a fey of the opposing court, unless such a deal is signed in
their own blood, in which case, it is inviolable.

UNEARTHLY BEAUTY AND GRACE

Fey tend towards an unearthly beauty and charisma—
even those that are not what humans would consider
conventionally attractive, have a magnetism about them
that is difficult to define. They tend to be lithe, graceful, and
well-proportioned. They tend to be lightweight and quick.
While most resemble humans in a superficial sense (they are
humanoid), they all have some feature that marks them as
something other. It could be eyes that are an unearthly color
or shape. It could be a skin tone that is off in some way, either
subtly or vastly different than those seen on earth. It could be
that they have feathers instead of hair.

While there are many different “sub-species” of Fey, which may
share characteristics and abilities, they tend to be as individual as
human beings in that regard. When you create a Fey character,
choose a few features that are distinctly alien about you.
Generally speaking, even if efforts are made to cover up these
alien features, anyone making a DC 15 Wisdom (perception)
check will note something “odd” about you. Of course, in modern
society, this can simply be played off as body modifications, hair
dye, contact lenses, tattoos, or transhumanism.

Look To THE FuTurg, LivE FOR ToDAY

Fey are functionally immortal creatures. They can, barring
illness, violence, accident, or other external forces, live for
millennia. Their outlook tends to be in the long term, and
they are often not bothered by what they view as trivial
immediacies, being of the stark understanding that all things
are transient. They have witnessed humanity change at what
to their perspective is lightning speed, and they are interested
more in what the future brings, than what the current threatens.

Still, while they can exhibit ungodly patience due to this
perspective, they also tend to live in the moment, cherishing
the time where they are, and enjoying nothing more than a
good laugh, a good drink, and good friends. After all, in the
blink of an eye, the human they’ve fallen in love with...will
be gone forever.

Still, the older a fey gets, the more removed they become from
the mundane, and the most ancient fey are all but removed
from interaction with others not of their own ilk, having shut
down from the pain of loss and transience that the physical
world represents. These fey tend to play at politics and

have to live for. The most dangerous are a threat to one or
more worlds as they seek to extend their influence or destroy
what they view as infestations of lesser beings.

This is also why they tend to be tricksters, enjoying a good,
mischievous prank that leaves their mark in the lurch.
Sometimes, however, these pranks go wrong, because they
tend to forget how fragile humans can be. How they react
when a trick goes bad depends on the individual fey’s outlook.

CuriosiTY AND WONDER

Younger fey are full of curiosity and wonder for the world
around them. They love to interact with other creatures, and
they love to explore and experience new things. The progress
made by the younger races astounds them, and many are
eager to enmesh themselves within it. Still they understand
that humans aren’t ready for the existence of the shadow
worlds, so they are incredibly careful to disguise themselves.

Indeed, one of the few nominally inviolable laws among the
fey is that they may not reveal themselves to one not of fey
origin. If they are discovered to have endangered their race in
this way, they can be marked for death by all other fey, which
is known as the Blood Mark. Still, with a species as flighty as
the fey, even this “inviolable” law serves more as a strong
guideline than a hard and fast rule.

EXPLORATION AND ADVENTURE

Most fey encountered in the world are younger, being less than
amillennia in age. The youngest among them, between 75-year-
old adolescents and 200-year-old young adults, adventure out
of an insatiable curiosity, a desire to form personal bonds,
and to enjoy all that their lives have to offer. Older fey may
adventure due to allegiance to their court, to further political
aims, or to oppose enemy fey from another court.

Likewise, all fey look for those forces that grow too powerful
and potentially upset the balance of the universe and will
seek to interfere with and overthrow those forces. Indeed, one
of the only times a seelie and unseelie fey will work together
is to defeat an overwhelming threat to the world.

Fey NaMEs

Fey names are as infinite in their variety as human names.
Some, in fact, adopt human names based on the culture in
which they live. Others abbreviate their own, which may be
unpronounceable to human ears.

Often, fey will have two names, a “true” name that is spoken
by their soul at birth, and a “common” name. Their common
name is something easily pronounceable, usually melodic,
and is the name by which most of their friends will call them.
Their “true” name is often long, involving many accent
marks, apostrophes, and odd strings of characters, and being
nigh unpronounceable, as it is in the language of Faerie.

MALE COMMON FEY NAMES: Adom, Adonis, Alexander, Cairn,
Dastor, Delmar, Dirian, Jhure, Jonas, Maesh, Marius, Michael,
Nico, Raphael, Saech, Solomon, Stephan, Teo, Trilajo, Vasili




FEMALE COMMON FEY NAMES: Amara, Amata, Ana, Angela,
Camilla, Carmen, Dorathea, Hannah, Johanna, Katarina, Lucia,
Rebekah, Sabrina, Shoshana, Sophia, Tabitha, Vai

Fey Traits
ABILITY SCORE INCREASE. Your Charisma score increases by 1.

AGE. Fey are effectively immortal and reach the age of maturity
at about 150 years old, with their adolescence beginning
around age 50. When they reach the age of maturity, they
cease aging and remain at their peak forever, so long as they
are not killed by violence, disease, accident, or means other
than aging.

ALIGNMENT. The fey are as good as they are evil. They are
almost always chaotic in nature, but even their court affiliation
does not determine their moral outlook—there are good
unseelie fey, and evil seelie fey. Generally speaking, however,
the seelie fey will tend towards good to neutral, while unseelie
fey will tend towards neutral to evil in alignment.

SIZE. Fey appear in all different shapes and sizes. As a fey
who interacts with humanity on a regular basis, your size is
Medium, and you range from just under 5 feet tall to over 6
feet tall, roughly the same height and weight range as human,
though you tend to be of a more slender build.

SPEED. Your base walking speed is 30 feet.

DARKVISION. You are accustomed to the realm of twilight
where the shadows are long, and the light fading. You can see
in dim light within 60 feet of you as if it were bright light, and
in darkness as if it were dim light. You can’t discern color in
darkness, only shades of grey.

ALLURING PERSONA. You have an unearthly beauty and
magnetism. While this can be unsettling to others, when you
apply magic, you are a force to be reckoned with. You are
proficient in the Persuasion skill, and those you target with
enchantment spells (including your spell-like abilities) have
disadvantage on their saves.

FEY BLOOD. Your fey blood gives you advantage on saving
throws against being charmed, and you cannot be put to sleep
by magical means.

LANGUAGES. You can speak, read, and write the native tongue
of the area where you operate (or Common, in fantasy games)
and Sylvan, the language of the Fey.

FAERIE TELL. There is something about you that is vaguely
unsettling or gives your otherworldly origin away. You might
have red eyes, slightly pointed ears, or unnatural proportions
or features. You suffer disadvantage on any roll to alter your
appearance in a nonmagical way (such as with a disguise kit
or the class abilities of a Gumshoe or Raider), and you suffer
disadvantage on Charisma (persuasion) checks related to
those who aren’t accustomed to your fey origins, unless you
alter your appearance (such as with the disguise self spell).

BLOOD BOUND. When you sign a contract or deal in your own
blood, the stipulations of that deal become inviolable to you.
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You are treated as though under a geas spell in regards to the
contract in question, and you get no saving throw against the
effect.

AFFILIATION. All fey are divided into one of two categories:
the Seelie Court (light fey), or the Unseelie Court (Dark Fey).
Choose one of these two affiliations.

SkeeLiE COURT
ABILITY SCORE INCREASE. Your Wisdom score increases by 1.

FAERIE MAGIC. Your fey bloodline allows you certain
magical abilities. You know the druidcraft cantrip. When
you reach third level, you may choose a first-level
spell that is not damage-dealing from of the abjuration,
divination, enchantment, or evocation schools. You may
use this spell as a spell-like ability. After using this spell,
you must complete a long rest before using it again.
When you reach fifth level, you may choose a second-
level spell from one of these schools. You may use this
spell as a spell-like ability. After using this spell, you
must complete a long rest before using it again. Wisdom
is your spellcasting ability for these spells, and you cast
them as an Arcanist of your level. You require no material
components to cast your spells.

FAERIE VISION. You gain advantage on Wisdom (perception)
checks that rely upon eyesight.

GULLIBILITY. You are easily misled due to your trusting nature.
You suffer disadvantage on Wisdom (insight) checks to detect
falsehoods or ulterior motives from others.

SKILL PROFICIENCY. You gain proficiency in the Nature and
Survival skills.

UnNsEeeLIE COURT
ABILITY SCORE INCREASE. Your Intelligence score increases by 1.

IMPROVED DARKVISION. You have darkvision to 120 feet.

SUNLIGHT SENSITIVITY. You have disadvantage on attack rolls
and on Wisdom (perception) checks that rely upon sight when
you, the target of your attack, or whatever you are trying to
perceive is in direct sunlight.

FAERIE MAGIC. Your fey bloodline allows you certain magical
abilities. You know the prestidigitation cantrip. When you
reach third level, you may choose a first-level spell that is not
damage-dealing from the divination, enchantment, illusion,
or necromancy schools. You may use this spell as a spell-like
ability. After using this spell, you must complete a long rest
before using it again. When you reach fifth level, you may
choose a second-level spell from one of these schools. You
may use this spell as a spell-like ability. After using this spell,
you must complete a long rest before using it again. Charisma
is your spellcasting ability for these spells. You require no
material components to cast your spells.

SKILL PROFICIENCY. You gain proficiency in the Sleight of
Hand and Stealth skills.



APPENDIX D: THE HEART O YHTILL

A complete adventure for 3-5 first-level characters

INTRODUCTION

This scenario is designed to introduce the rules of Amazing
Adventures to a new group of players and get you off and
running in true, grand and epic fashion. It’s a globe-trotting
adventure that takes the heroes from the heart of New York
(or any other U.S. city you like) to the Middle East and to an
ancient, lost city in the midst of the Arabian Desert. While
nominally set in the pulp era and during the early stages of
WWII (1939), it can easily be set in any time period you like
with very minimal adjustments.

Technology, of course, will make a big difference in a lot of
circumstances and it is left to the GM to determine what, if any,
effects things like computers, the Internet and smartphones
will have on a modern-era game. It is recommended,
however, that cellular reception in the desert scenes at the end
is not present — the desert, as one might reasonably expect, is
a cellular dead zone.

LOVECRAFTIAN ELEMENTS

This scenario also involves major elements of Lovecraftian lore,
including the Necromonicon, Abdul Al-Hazred, and creatures
from the Deeper Dark. It's not, however, a pure horror
adventure and actually is more of an adventure story using
those elements. The degree to which you want to use horror in
your game will depend on your gaming group and their style
of play. It could, if you choose to make it so, be an excellent
opportunity to test out the optional Sanity rules in Chapter 5!

QUICK STAT BLOCKS

Throughout this adventure, you will notice that, unlike many
Fifth Edition modules, we include in-line statistics for the
creatures and enemies encountered. This is so you don’t have
to flip through multiple books to find the information that you
need. It speeds up play and helps you stay organized at the
table. In the interest of saving space, we have truncated these
stat blocks to save space. They should, however, still be self-

find in a full stat block. If you find that there is information
missing that you feel you need, a quick glance at the full stat
block should clarify that, for example, claws do slashing
damage and teeth do piercing damage.

QUICK SYNOPSIS

Amanda Seymour approaches the group seeking help in
solving her husband’s mysterious disappearance. Martin
Seymour vanished during the night after working late in his
study a week ago. She found him missing in the morning and
he has not been seen since. There is evidence that Martin was
engaged in much research - lots of cryptic references and what
appears to be several attempts to crack a code of some kind.

The truth is that Martin has become possessed by Abd Al-Hazred
and is making for the Black City of Irem in the Arabian Desert, for
some nefarious purpose the PCs do not yet know. The PCs must
pursue Martin to Irem and beneath it, and stop the Mad Arab
from acquiring the ancient and powerful Heart of Yhtill.

CUT SCENE

Read or paraphrase the following aloud to your players:

Amanda was having a dream. A nice dream, about beaches and Mai
Tais. There were bikinis and sun involved, and Amanda had the
body she’d had when she was 18. Martin looked like an athlete, and
to Amanda’s knowledge, Martin never looked like an athlete in his
life. In Amanda’s dream, life was good.

Then something changed. Dark clouds rolled in, a vortex of blacks
and grays intershot with yashes of yellow, red, green, and colors she
had never imagined, let alone was able to identify. Out of the dark
vortex, a face emerged, Arabic, but not Arabic, the nose and ears cut
off so that the face was a leering skull with leathery skin, grinning
at her. It swooped down on her and Martin, and she felt ecstasy and
agony unlike anything she’d ever imagined.

When the darkness passed, Martin was gone. Everyone was gone,
except Amanda, and the writhing masses of tentacles, yesh, and
reproductive organs all around her. First she was terrlbed then sick,
then utterly calm, accepti



Amanda sat up in bed, breathing heavily. Her bedclothes looked as
though they’d been left out in a storm; she didn’t realize a person
could sweat that much.

“What a strange dream,” she muttered, then turned to Martin...
who wasn’t there.

Amanda shuddered and squinted into the darkness. Sure enough,
a thin beam of light leaked out from beneath the door of Martin’s
study. She threw on a robe and approached the door.

“Martin? Martin, you promised you'd be to bed soon. It's nearly
3AM.”

She raised her hand to knock, and at her prst gentle tap the door
swung open with the creak of hinges long overdue for oiling. She
padded in and looked around. Martin was nowhere to be seen.
His room was a shambles, plled with notes and scribblings, most
of which looked like nonsensical gibberish. Amanda couldn’t make
heads or tails of any of it.

A quick peek out the window conprmed her worst fears.

Martin’s car was gone.

ACT ONE

Act one begins with a murder most foul. As our heroes
mingle at the Club Cayman, a posh Caribbean-themed
nightclub in the heart of New York, minor chaos erupts when
a woman screams and her companion sinks to the floor,
holding his neck. By the time the heroes get to him, he’s quite
dead. Checking over the body reveals what appears to be
a small needle or dart in his neck. His lips are blue and his
complexion ashen.

Questioning the crowd doesn’t reveal much, though a DC 15
Intelligence (investigation) check will garner several witnesses
who saw a waiter with what appeared to be an odd-looking
tube or reed, make haste through the kitchen doors just before
the woman screamed, though a DC 15 Charisma (persuasion)
check may be necessary to get them to talk.

As for the woman, she’s an absolute knockout, with
blonde hair, crystal blue eyes, full, pomegranate-red lips,
and long, curvaceous legs that begin with delicate ankles,
and just don’t quit. Even shaken and upset as she is, this
is a Stella whose glance can still melt a Jake’s heart. Her
name is Amanda Seymour, and the dead man was her
brother, Jimmy Diamond. Any Gumshoes in the group
can make an Intelligence check with a DC 12 to recognize
the name as a relatively new player in the city’s social
scene; Socialites and characters with the Wealthy feat
gain proficiency on this check. Amanda recently through
a string of “fortunate” investments became a member of
the nouveau-riche set. She’s been quietly investigated over
the suddenness of her success, but nothing untoward was
discovered and the investigation dropped. Amanda insists
that she has no idea why anyone would want to kill her
husband; he went out of his way never to get on anyone’s
bad side, figuring it was better to be liked all around than
to have a few powerful friends and lots of enemies. She
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AMANDA SEYMOUR (CE Human Occultist/Socialite) HP
26 (HD 4d8), AC 15 (17 mage armor), Spd . Str 9 Dex 15
Con 11 Int 13 Wis 14 Cha 18. Perception 12(+2). Arcana +4,
Deception +7, Insight +5, Persuade +7, Religion +5. Sv: Wis
+5, Cha +7. Dagger +4 (1d4), Derringer +4 (1d8; 2 shots
then reload). SA Occultist — Patron (Outer Dark: Insane
insight); Invocations (Agonizing blast, armor of shadows,
beguiling inyuence), Pact of the Tome (3 cantrips*); Force
of Personality (Exalt, Demoralize); Connected; Spellcasting
(Cha; DC 15; Attack +7) Cantrips (at will): Chill touch,
eldritch blast, guidance®, poison spray, prestidigitation®,
thaumaturgy*; Spell Slots (2, 3-level); Spells known: Hellish
rebuke, unseen servant, enthrall, ray of enfeeblement, fear,
counterspell. She wears a special ring that uses a psychic
dampening peld to hide her magical aura, to keep psychics and
other Arcanists from detecting her magical abilities. While
wearing this ring, she cannot use any of her invocations nor
cast any spells.

GM NOTE: Amanda won’t show the Occultist aspect of
her persona till much later, as she knows it is incriminating.
When she does reveal herself in Act 4, it will be to go “all in”
and retrieve the heart by any means necessary. Until then, she
will play up the role of the distraught young socialite in dire
need of help from experienced investigators.

As this is a very posh club, the police arrive on the scene
quickly, and the characters likely find themselves unable
to approach the body or Amanda, who is being questioned
by the cops (though a gumshoe currently in the police force
or FBI won’t have this problem). Things take a turn for the
worse very quickly, however, when poor old Jimmy Diamond
jumps up and bites a cop, after stabbing him in the throat with
the needle that killed Jimmy! The cop falls over, dead, his
throat wound gushing blood onto the floor.

Chaos erupts and a circle clears around Jimmy. Not long
after that (and before the characters can react), the cop also
gets up, his head hanging at an awkward angle from the bite
wound in his throat. Both men are frothing at the mouth and
look completely feral...as well as quite dead. At this point the
characters should roll for initiative before the zombies start
eating people. Assume that the characters, being the elite
heroes of their world, react to the situation 1d4 rounds (6-24
seconds) before the police do.

ZOMBIES (NE Medium Undead) HP 22 (HD 3d8+9), AC 8,
Spd 20. Str 13 Dex 6 Con 16 Int 3 Wis 6 Cha 5. Perception 8(-
2). Slam +3 (1d6+1). SA Immune to poison, Darkvision 60ft,
Relentless Fortitude.

Nobody else turns into a zombie, even if the zombies manage
to kill any more bystanders. This should lead the PC’s to
believe that it was, in fact, something on the needle that
created the undead killing machines. GM’s may wish to give
the characters a Wisdom check to note that Jimmy stabbed
the cop with the needle before biting him, if the PC’s don’t
figure it out on their own. If any arcanists or characters
with medical or chemistry backgrounds want to get blood
samples or anything else, try and roll with them. Give them
an opportunity to do so, just as long as they’re not stupidly
obvious or blatant about it.
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Eventually the police will want to clear the scene, and the
PC’s will be asked to leave after giving a statement.

ACT TWO

RUNDOWN

The PCs geta visit from a frightened Amanda Seymour, whose
husband has been missing for a week. Their investigations
yield a mysterious connection to the lost city of Irem, where
the mad Arab Abdul Al-Hazred gained much of his forbidden
knowledge. A visit from Nyarlathotep makes the PCs uneasy,
as his visits tend to do.

ACTION

VisioNs oF THE MAD ARAB

Sometime that night, any characters with psychic abilities
(arcanists or Mentalists) who make an appropriate ability
check share a psychic vision: a man, slender and gaunt,
looking like he might once have been attractive, but now
is malnourished and obsessed, pours over a collection of
ancient books, scribbling feverishly in one of a thousand
notebooks on his desk. The vision shifts; Amanda Seymour
tosses and turns in her bed, in the throes of a nightmare. The
vision returns to the man, muttering in strange tongues as he
reads and translates.

Suddenly, a vortex opens in the office. Papers blow
everywhere, and the vision is shot with bursts of red, yellow,
green, and purple lights, as well as lights in colors our psychic
heroes have never seen before. A man—at least, it seems to
be a man —steps forth from the portal and into the light. The
man is Arabic, and yet somehow not Arabic. He wears a
head wrap and the robes of a nomad, and sports a thick black
beard, but his nose and ears have been cut off, leaving him to
resemble a skeleton with skin. He approaches the man, puts
his hand on the man’s shoulder, grins, and says, “It is time,
Martin. The Fire awaits.”

Perhaps most horrifying is that the man speaks Arabic, but
the characters understand him clearly even if they do not. If
they do, in fact, speak Arabic, they will know he is speaking
Arabic, but will hear him in English (or whatever their native
language is).

Then, the two men merge into one, the Arab vanishing into
the body of Martin, who hastily collects a couple sheets of
paper, throws on his coat, and walks out into the night.

The vision ends, and the characters wake up. It's roughly 3 am.

A New CLIENT

The next morning, the PCs are at work as per normal, when
Amanda Seymour approaches them. She wants the characters
to find her husband Martin, who has been missing for a week.
She simply woke up one night to find Martin’s office a mess,
and his car gone. She suspects that there are other forces at
work who also want her husband, and that the attack last

The police claim to be looking into where Martin might have
gone. But she doesn’t feel they’re taking his disappearance
very seriously, and is well aware that if he’s left the country
the police can’t do anything about it. She has approached
the PCs because of their response to the situation last night;
she is clearly paranoid and doesn’t trust the police or feds at
all. She wants the PCs to find out where he’s gone and what
happened. She is willing to give any information she can, and
will allow the PCs to come to her house to investigate.

AMANDA’S INFORMATION: Martin had been feverishly
working on some new “pet project” of his lately, something
about the key to translating some ancient historical text or
another. Amanda, who considers herself little more than a
trophy wife, had little interest in her husband’s passion for
amateur archaeology and ancient religions, so she doesn’t
know anything about the exact nature of his studies. She
will say, however, that recently he’d become more and more
obsessive, ranting and raving about “the key” and how the
secrets to the universe were his for the unlocking. Once
she’d suggested he take a break and get away from the work
for awhile, and he went mad, accusing her of working for
“them,” and threatening her life if she ever interfered again
(she doesn’t know who “they” are). A combination of love
and real fear of the madness behind his eyes kept her quiet,
living in terror, until the night he vanished.

VISITING THE SCENE: The Seymours live on a posh estate,
approximately 25 minutes south of the city. The 2-story house
has a great hall, 6 bedrooms, 3 baths (one of which is a powder
room on the ground floor), a smoking room (Martin’s office),
a parlor, a library, a fairly large kitchen, a dining room, and
a living room.

The house looks largely undisturbed. The office and library,
however, are a shambles. Not the kind of shambles you'd
expect from someone ransacking the place. No, this is the
shambles of a man so obsessed with his work he’s been
going quietly insane for months. There are stacks of papers
everywhere: newspapers old and new, archaeological and
religious journals, notebooks, you name it. It could take
months to go through everything here.

With a successful DC 12 Intelligence (Investigation) or
passive Perception 14, however, there is something of value
on the desk: The degree of success reveals what information
the PCs find in the mess. For every 3 the character rolls over
the required target (or has in passive Perception), he gains
one degree of success.

1  SUCCESS: three photographic prints from some sort of
manuscript, untranslatable, in a script that looks like
some sort of proto-Arabic.

2 SUCCESSES: Next to that is a notebook with an
impression on it, as though someone had written on
the sheet above it and pressed down hard. A rubbing
might reveal the writing. If this is attempted (A DC
12 Dexterity (forgery kit) check is required to do it
without smoothing out the indentations), the PCs can
make out a few words: Irem, Nameless City, Nug and
Yeb, Empty Space, and a phrase that repeats several

times: The Heart of Yhtill.



3 SUCCESSES: half-buried under the piles of notes is a
small, leather-bound journal that has what appears to be
a partially-finished cipher for the photographed pages on
the desk! It would take a real expert in ancient languages
and ciphers months to complete the translation.

POLICE CONTACTS: Doubtless the PCs will call their police
contacts (if any) to exchange notes and alert the authorities
that Mrs. Seymour has hired them. The police will be curious
as to why they’re on the case, but will share the information
that has just come in: It looks like Martin purchased a one-
way ticket by airship to Saudi Arabia (if they ask for specifics,
it’s the city of At Taif). The police have found no evidence of
foul play, and given that Martin is out of the country, they
have no legal recourse to follow up on his disappearance,
save to keep an eye out for his return.

The PCs know now that Martin was working on some sort of
translation and is after the Heart of Yhtill, and that he is on
his way to the Middle East. But that’s a very thin thread to try
and follow.

MYSTICAL CONTACTS: Calling any mystical contacts can
yield positive results. If the Party doesn’t have any mystical
contacts, Amanda can provide one: Martin was a personal
friend of one Marie Laveau, the daughter of the Voodoo
Queen of New Orleans herself. It seems that Ms. Laveau has
some rare books under lock and key, among these a copy of
the John Dee translation of the Necronomicon, considered to
be the most accurate translation of Wormius’ Latin edition in
existence. Amanda is more than willing to front the cost of
a plane ticket and set them up in a nice hotel. She will also
cable ahead to inform Ms. Laveau that the PCs are coming.
When the characters are ready to return to New York, they
have only to cable Amanda and she’ll send approval for
funds for a ticket home.

Voobpoo LAND

The Party land at their destination with no troubles and as
soon as they check into their hotel, they can obtain transport
to Laveau’s cottage deep in the bayou. Marie is something of
a mercenary and will provide services to whoever pays for
them, but truthfully proclaims to have no love for Nazis.

If the Party have brought with them the dart-fetish used
to create the zombies in our opening scene, she recognizes
the fetish as being in her style and theorizes a scopolamine
derivative was used, but denies (again, truthfully) having
anything to do with it. Though she knows how, she doesn’t
engage in what she calls “black juju.” If properly motivated,
however (money helps, as does proper displays of deference
and etiquette; she can be talked into helping given her distaste
for Nazis), she will admit that she has had many a student who
may have put it together. When she was taking on students,
many were eventually dismissed for having no respect for the
old ways; these merely wanted power, without the requisite
respect for the loa that comes with that power. As much as it
disgusts her, it’s not outside the realm of possibility that some
may have fallen in with a mystical Nazi cult known as the
Thule Society. The Thules are obsessed with furthering the
esoteric knowledge that drives the Nazis, and seek to use any
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and all mystical secrets they can get their hands on, to ensure
that the Third Reich lasts for a thousand years.

She doesn’t know Amanda Seymour personally, but was a
friend of Martin’s. If they mention Amanda Diamond, Marie
says she doesn’t know an Amanda Diamond. She once knew
a young lady named Alice Diamond, a young urchin Marie
took care of on occasion, and to whom Marie taught a few
basic tricks, but that poor Alice got lost and drowned in the
bayou ten years ago. They dragged her body out, Marie says,
half-eaten by gators. She then gets choked up by the memory,
and can’t go on. She will tell the PCs where Alice’s grave is,
if they want, and should they investigate, they will discover
Marie is telling the truth. There are newspaper clippings
and a death certificate in the archives, and a grave right in
Lafayette Cemetery.

As the PCs talk to Marie in her bayou cottage, a ruckus sounds
outside and the group find themselves under attack! Looking
out the windows reveals one zombie for each Party Member
(and one for Marie) and three robed figures with guns, who
seem to be directing the zombies. The robed figures are Thule
Cultists, out to kill Marie so that she doesn’t share information
with anyone else (like our heroes); these men will not fight to
the death: the spell caster will use obscuring mist to provide
cover for himself and his cohorts to escape into the bayou.

The zombies use the same stats as those in Act One.

THULE cULTISTS (NE humans): HP 9 (HD 2d8), AC 12, Spd
30ft. Str 11 Dex 12 Con 10 Int 10 Wis 11 Cha 10. Perception
10(+0). Deception +2, Religion +2, Stealth +4. Dagger +3
(1d4+1) or pistol +3 (1d8+1/double tap). SA Dark Devotion
(Advantage vs. charm/frightened).

One of the cultists is a spellcaster (Wis 12; DC 11; +3).
Cantrips (at will): light, sacred yame, thaumaturgy; 1-level
(4 slots): command, inyict wounds, shield of faith; 2-level (3
slots): hold person, spiritual weapon.

Marie Laveau is a member of the Brotherhood of William
St. John, and will be a reason for the Brotherhood to contact
our heroes for membership later, if the GM so chooses. For
purposes of this combat, Marie Laveau shares stats with
Amanda Seymour, though she is CG in alignment. Full stats
for Marie can be found in the Brotherhood of William St. John
sourcebook.

If the Party thinks to ask her, or you as GM decide to
volunteer Marie’s ability to speak with the dead, the cultists
know very little. They are low-level followers of the Thule
cult and associated with the Nazi party in Germany; all are
initiate members of the SS. They were ordered to kill Marie
Laveau and anyone with whom she was talking, so she didn’t
give away her secrets to anyone else. They know of the Heart
of Yhtill and the scopolamine derivative, but don’t know
where the heart is now, nor do they know who is behind the
processing of scopolamine for the Germans. They do know
there’s a Nazi plan in place to produce undead soldiers under
the direct control of the SS and that, for now, the scopolamine
simply creates mindless killing machines.

Regardless, Marie will be grateful to the PCs for saving her,
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to a Native American medicine bag which when used will
grant them the effects of a bless spell, but will only work once.
To use the gris gris, the character must squeeze the bag to
inhale the pungent fumes that cloud forth, then wear it for the
duration of the spell (activation requires one bonus action or
reaction). She wishes them good fortune, and tells them that
the loa go with them. If they need her services in the future,
they need only call upon her. She is also willing to let them
remain to study the Necronomicon as long as they like, but
will of course not allow the book to leave her care.

The Necronomicon includes a few references to the Black City,
which seems to be located at the heart of the Arabian Desert,
somewhere near the northern border of Yemen. It is described
as appearing only infrequently, rising up from beneath the
sand, and is supposed to contain vast treasures and secrets,
among them a great jewel called the Heart of Yhtill. This jewel
is located in a temple beneath a great library, the Library of
Ashurbanipal, at the heart of the city. This library is supposed
to hold within it the secrets of the Old Ones, and the means
to use the jewel to gain power over life and death, but most
disturbing is a prophecy that the Great Unnameable Chaos
at the center of the universe can be awakened by using the
jewel, and his awakening would unleash a cohesive thought of
entropy that could tear apart all of reality.

It would appear that Martin is seeking the Heart in the
Arabian desert...and walking into a mystical trap of epic
proportions.

ANOTHER FINE MEss

When the PCs return to their hotel, they find their rooms
a shambles. They've been torn apart, rifled through, and
generally vandalized. There is a note in scribbled handwriting
on one of their pillows, which appears to have been written
in blood (it has; chicken’s blood). The handwriting is shaky
block printing, as though a right-handed person wrote it left-
handed. It reads: “You cannot stop us. The descendents of
Thule will rise again, and the weapon of God will destroy all
of their enemies!”

If the PCs alert the police, they’ll be asked to stay in town
while the police investigate; any gumshoe, hooligan, or
anyone with any sort of contacts in the police or FBI would
know this. However, gumshoes in the party can cut through
this red tape with a basic Charisma (persuasion) check (DC
15), allowing the PCs to head home with contact information
left behind. Of course the feds will get involved; Thule is
popping up all over the East Coast, and if it's moving inland
that's a real problem. They suspect it's connected with
the Nazis, somehow, and that it’s the beginning of a secret
invasion force for Germany. J. Edgar Hoover is extremely
concerned.

If there are trust issues between the PCs and the authorities,
don’t hesitate to remind them that in this era, unless they
have a criminal background, past, or associations, people
tend to trust the government and authorities. The FBI are,
in the eyes of the public, unequivocally the “Good Guys.”
These particular agents, however, know nothing of the Heart
of Yhtill or of Thule beyond the fact that they suspect it is a

When the PCs wire or phone Amanda to come home, she
arranges transportation immediately. She can’t imagine
Martin being involved with the Thules, but has no doubt
that they’ve become aware of his research, especially given
the multiple attacks, now. She suggests that she arrange
transport for the group to Saudi Arabia, if they don’t bring it
up themselves. If they want to back out, she is now adamant
that they follow through, even willing to double her monetary
offer. What if the Nazis get hold of this gem? At very leastit’s
got to be worth a fortune, and could fund a lot of military and
covert research. She doesn’t have any military connections,
and who is going to believe a raving socialite, or for that
matter anyone who calls the military with a wild story about
zombies and Nazi cultists and magical jewels?

And let’s be real: if the PCs want to back out, the players
aren’t very pulp, are they?

Finally, if the PCs mention Alice Diamond to Amanda,
she denies any knowledge of the girl’s existence. She will,
however, mention that it seems too convenient to be a
coincidence and suggest the PCs keep their eyes and ears
open, because if she has some long-lost relative who is
involved in this, she’d like to know who it is and why.

ACT THREE

RUNDOWN

The PCs head to Saudi Arabia on the trail of Martin Seymour,
where they encounter The Society of Ormazd, a group of
nomads sworn to protect the secrets of Irem, lest the evils
contained therein be unleashed upon the world.

ACTION

The PCs catch a flight to At-Taif, south of Mecca. This portion
of the episode mostly revolves around their efforts to find
the Nameless City, which is entirely motivated by the PCs’s
actions.

If the PCs simply start asking people about Abd Al-Hazred,
Irem, The Nameless City, or anything else they find in the
Necronomicon, the response will be cold at best. Mostly, the
locals will kiss their Ta'wiz talismans and turn their backs,
muttering prayers to Allah. Such open queries will definitely
lead to a confrontation with the Society of Ormazd (see below).

However, with appropriate Intelligence (investigation)
combined with Charisma (deception) or (persuasion) checks
(determine DC based on the tact and tactics used by the
players) they can learn that Martin has caused some trouble
at a temple in Mecca. People are reporting frightening
supernatural events occurring in the north of the city.

If the group charters a vehicle and goes north to investigate,
they can discover that Martin walked into the great temple
at Mecca, announced that the Old Ones were returning, cut
off his nose and ears, stabbed several people, then lifted off
the floor and flew out through a hole in the ceiling! Anyone
who participated in the study of the Necronomicon can
make an Intelligence (arcana) check at DC 16 to realize that



Martin is emulating Abd Al-Hazred, who had his nose and
ears cut off before being castrated by an angry sultan after
Al-Hazred violated the sultan’s daughter. On the off chance
that any character has become proficient in Forbidden Lore
(see “Sanity” in chapter 5), the DC of Intelligence (forbidden
lore) is 14. Martin may simply be mad, but given the things
they’ve witnessed, it’s not outside the realm of possibility that
the man has been possessed by the spirit of the Mad Arab.

THe Sociery oF ORMAZD

Outside the temple, the group is attacked in an alley by a
group of men who have the holy symbol of the Zoroastrian
god Ormazd tattooed on their bodies. Use stats for Thule
Cultists to represent these guys, though they are not the same
and indeed are staunch enemies of Thule. The exception
to the stat block is that Society of Ormazd cultists are CG
instead of NE. Taking one alive is difficult, as the agents all
wear poisoned rings and have false tooth caps with cyanide
capsules in them: suicide devices. Still, it should not be
impossible, especially if the PCs don’t have anyone with them
who can speak with the dead. One of the society, realizing
that the PCs may not be evil, might even allow himself to be
captured and questioned before committing suicide. Or he
may choose not to die, after all, and may simply give the PCs
the information they need before rejoining his compatriots.
In fact, this could be a great opportunity for the PCs to gain
allies that they might sorely need later, if they have someone
with strong social skills amongst them.

An Ormazd Society member named Arad Hassani is
provided as an option for such a potential ally and contact
within the Ormazd Society. Arad is a handsome young
Persian who holds a position of some prominence within the
Ormazd Society, and has an uncanny ability to see the truth
of a person’s heart— there is nothing mystical about this; he’s
just that good a judge of character. As such, he may be willing
to parlay with the heroes as he realizes they are enemies of
the Thules.

ARAD HASSANI (LN human) Hp HD 44§ (16 hp) AC 15,
move 30ft. His primary attributes are Str 12 Dex 16 Con 13
Int 14 Wis 16 Cha 10. Perception 15 (+5), Religion +5, Stealth
+5, Survival +5..308 riye +5 (2d8+4) or khopesh +3 (1d8+1).
SA: All abilities of a 4" level raider.

If the heroes don’t manage to parlay or capture an Ormazd
agent alive for questioning, options to get the information
include such resources as a speak with dead spell. This might
be a good time to call upon Marie Laveau’s assistance once
more, though it could take some time for her to make her way

to Egypt.

If the PCs can capture a prisoner or summon the spirit of one
of the men back, their captive can inform them that they are
members of a group called the Society of Ormazd, whose
sacred duty it is to protect the location of the Black City. Even
the members of the Society don’t know exactly how to find the
city, but it is rumored that if one follows the rising sun into the
center of the desert for two weeks, the city will appear behind
them in the last rays of dusk. The Society swear their lives to
protecting the secret from the world, and none can claim to
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the captive reveals, is a gem called the Eye of Ashurbanipal,
or the Heart of Yhtill. The captive surmises that perhaps if
Al-Hazred gets the gem, he can resurrect himself, but warns
that there is a legendary and horrific guardian at the temple
that will devour those who try to remove the gem from the
priest Xuthltan, who is cursed to hold it in his dead fist for
all eternity.

The prisoner then reveals that the PCs are not the only ones
who seek the city. A large group of German soldiers, all
wearing the dual lightning bolt symbol and some mystically
inclined, have also arrived and are looking for Martin and the
city. The race is on.

TROUBLESHOOTING

If the PCs find themselves at a dead end, unable to question
the Ormazd agents, give them a chance to make a basic
Intelligence or Wisdom check to remember that there was a
strange, out-of-context passage in the Necronomicon referring
to “A fortnight’s journey toward the rising desert sun, the
goal achieved by turning away at twilight’s last stroke.”

ACT FOUR

RUNDOWN

The PCs race against the Nazis to the Black City, where they
face down with Martin, possessed by the Mad Arab Abdul
Al-Hazred, who has come to Irem to retrieve the Heart of
Yhtill. While in the Black City, they must do battle with the
guardian of the Heart, unleashed when someone tries to take
the jewel from the hand of the King.

ACTION

From here, it is likely the PCs will acquire camels, horses, or a
jeep and try to head into the desert to follow the instructions
given by their prisoner. If they do this, wing it, keeping in
mind the difficulties of surviving in the desert. There are all
manner of demons, ghouls, and creatures to plague the PCs,
as well as the Thule Society (and potentially the Society of
Ormazd, depending on how the party handled themselves)
who will certainly seek to stop them from finding Irem. See
Book Five for inspiration regarding monsters with which to
harass the heroes.

Here the GM is encouraged to wing it, allowing the adventure
to go on as long as he likes, checking for random (or even not-
so-random) monster encounters at least once every other day
over the course of the two weeks. The most likely encounters
will be ghuls, spirits, nomads, and cultists, as well as desert
animals like snakes, jackals, and other predators. To keep
players on their toes, the GM is encouraged to portray ghouls as
wild, but canny and intelligent creatures who use pack hunting
tactics and can employ rudimentary technology such as ranged
weapons. Ghuls use the entry for “Ghouls,” but instead of
being rotting undead, are diseased, mutated degenerates who
were once humans that turned to cannibalism in the service
of their master, who they know only as the Dark Man. They
are more likely to aid Al-Hazred than the PCs, but could
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What if the party, traveling through a ravine, is set upon by a
band of ghouls, which they manage to escape through hook
or crook, and later find themselves attacked by Thule cultists?
Leading the cultists back to the ravine where the ghouls await
a new meal would certainly be a clever tactic by the party.

However you decide to handle the journey through the
desert, it is suggested that it become a wild chase, with the
Party fleeing from a group of SS officers and Thule Cultists.
At the end of two weeks of this, just as twilight approaches,
the party find themselves at a standoff, hidden behind a small
dune while the Thule cultists take shelter behind another.
Suddenly, after perhaps a few rounds of ranged combat,
the ground begins to quake and sand blows over the field,
blinding all within. Turning to look back to the west, the PCs
see the spires of a great pillared city that appears to be built
entirely of obsidian, that has risen straight out of the sand
from beneath the desert. A successful Wisdom (perception)
or passive Perception check (DC 16) reveals a lone man,
without ears or nose, who leaps out of a dune where he had
apparently been partially buried to run wildly into the ruins.
He’s out of rifle range, and the only way to stop him is to give
chase and find him within the city.

There’s little time to debate; the Nazis have also seen the
city rise and are racing for the gates. The group leaps on
their horses and races for the city. Once they make the
gates, they bob and weave through alleyways, searching
for any building where they might find the gem they
seek. How you handle this again, is up to you. These
types of scenarios are best played fast-and-loose rather
than scripted. Eventually, however, a Wisdom check will
spot Martin--possessed by Al-Hazred--making a run for a
cyclopean building at the far end of the city. The group can
give chase just as the Nazis close in.

With bullets whizzing by their heads, the group makes the
library. The place is vast, at least three storeys, the second
and third forming octagonal balconies surrounding the
first, so that the high, spired ceiling can be seen if one looks
straight up (a dizzying experience). The floor and balconies,
of course, are covered with several inches of sand, but air
vents in the walls have allowed much of it to drain when the
city rose. The codices and scrolls in this place are a treasure
trove of ancient, arcane knowledge that probably rivals the
legendary Library at Alexandria. The black walls are polished
to a high, mirrored sheen, which would cause sunlight that
filtered in through the windows at each level to reflect back
and forth throughout the place, casting more than enough
illumination by which one could read. Now, however, the
windows are shuttered, and the only light comes in through
the front door. It still reflects, however, casting a dim and
shadowy illumination throughout the place.

Martin dashes for the front, where he pulls a book and a ramp
drops down. As the ramp descends, there is a near-blinding
flash of light and the sound of multiple fires springing to life.
Descending, the party can see that there are torches in sconces
along the walls, each with a metallic back plate and a shard
of flint attached to a rod and chain which pulls up when
the ramp descends, causing a spark that lights each torch in
succession.

The ramp descends for at least sixty feet, leading to a massive
underground temple, square in shape and measuring forty feet
to a side. The place is the very definition of all that the party
would consider sacrilegious, full of ancient symbols, twisted
statues of demonic tentacle horrors, and invocations to evil
and diabolic gods with names like Shub-Niggurath, Yig, Nug,
and Yeb. Even now, thousands of years after the city had sunk
beneath the desert, the stench of old death and rotted blood
still hangs thick in the air. At the far end, behind an altar, a
mummified figure sits upon a throne, clutching a fist-sized
glowing yellow diamond: the Heart of Yhtill. Martin races
for the Heart, and just before the PCs catch the man, a gunshot
rings out and a female voice yells, “Stop right there!”

The Cast turn to see about twenty to thirty SS officers (Thule
cultists), guns trained on the group.

The leader of the SS group, veiled and clad in a traditional sari,
orders the PCs surrounded and gloats over their inevitable
victory, calling the gem a “great prize” for the fuehrer. She
then steps forward and removes her veil to reveal that she
is Amanda Seymour, and her real name is Alice Diamond.
She used the power the Voodoo Queen gave her to rise to
the status of a wealthy socialite, but wanted more. She knew
Laveau would never teach her the true secrets to power, so
she faked her death, murdering another young girl who bore
a superficial resemblance to her, and absconded north. She
has sold her people out to the Nazis in exchange for great
power. When her husband stumbled upon the secret of the
gem, she manipulated him into this little quest. When the
PCs interfered with her zombie experiment at the club, she
knew they had to be either removed or used.

At gunpoint, she commands Martin/ Al-Hazred to take the
gem and bring it to him. The horrifically mutilated man gives
a grotesque grin and moves to the altar.

More gunfire. The Ormazd society has followed the PCs, and
the place erupts in chaos. Martin reaches for the gem. The PCs
are surrounded by Thule cultists and don’t have time to get
there to stop him. There’s no way to predict how the next few
rounds of combat will go, but if anything happens that causes
the gem to be removed from Xuthltan’s fist, the temple quakes,
and the walls split open, and a horrific tentacled thing emerges,
wreaking havoc amongst the combatants, many of whom pass
out in sheer horror. The creature is a black, fetid, fleshy mass
of tentacles, eyes, and hundreds of tooth-filled mouths. The
PCs must each make a Wisdom save to avoid being knocked
unconscious from the sanity-blasting visage of the thing.

The Temple Guardian is a greater gibbering mouther: a black,
fetid, fleshy mass of tentacles, eyes, and hundreds of tooth-
filled mouths, whose entire existence is dedicated to ensuring
that nobody removes the Heart of Yhtill.

THE TEMPLE GUARDIAN (Greater Gibbering Mouther)
(N medium aberration): HP 67 HD (9d8+27), AC 15, Spd
10ft. swim 10ft. Str 15 Dex 15 Con 16 Int 3 Wis 10 Cha 6.
Perception 10. Darkvision 60ft. Challenge 2 (450xp). Aberrant
ground. Gibbering. Multiattack. The gibbering mouther makes
one bite, 4 tentacle attacks, and if possible uses its blinding
spittle. Bite. +4 (5d6+2). If the target is medium or smaller, it




is killed by this damage, it is absorbed into the mouther and the
mouther gains temporary hit points equal to the creature’s hit
point maximum. Tentacle +4 (2d8+2 and target is grappled,
restrained, and drawn towards the mouther. Escape DC 14.
Creatures grappled in this way are subject to a free bite attack
from the mouther each round). Blinding spittle (recharge 5-6).
15ft. 5ft. radius DC 13 Dex save or blinded until the end of the
mouther’s next turn. SA resist bludgeoning, piercing, slashing
from nonmagical weapons. Challenge 5 (1,800 XP).

SS (THULE CULTISTS) / SOCIETY OF ORMAZD (LE / LG
humans): HP 9 (HD 2d8), AC 12, Spd 30ft. Str 11 Dex 12 Con
10 Int 10 Wis 11 Cha 10. Perception 10(+0). Deception +2,
Intimidation +2, Religion +2, Stealth +4, Survival +2. Dagger
+3 (1d4+1) or pistol +3 (1d8+1/double tap) or submachinegun
+3 (1d10+1/5’line or 10’ cone; Dexterity save half damage; each
5 above AC =1 round hits). SA Dark Devotion (Advantage vs.
charmy/frightened).

This creature is beyond the ken of the PCs to battle, and
they’ll know it. Their only chance is to find a weakness or
attempt to flee, with or without the gem, though anyone who
picks up the Heart will find themselves the sole target of the
creature’s ire. Still, simply cutting and running means the
SS or Al-Hazred might actually get the accursed thing. The
Nazis and the Ormazd agents open fire on the creature, with
little effect.

GM NOTE: In the original version of this scenario, the Temple
Guardian was a Shoggoth (See “Bestiary” for full stats). If you
want to take up the danger several notches, feel free to substitute
the Shoggoth for the Greater Gibbering Mouther here, but be
forewarned — that particular creature is well and truly beyond
the ability of most heroes to stand against and could result in the
elimination of your whole group just as they're getting started.

A successful DC 13 Wisdom (perception) or passive Perception
check allows a PC to realize that the creature seems to be
actively avoiding contact with the gem; if someone grabs it,
the creature kills the person, but is careful not to draw them
into its mouths until the gem falls to the floor, even going so
far as to smack the body off the floor to knock the thing free.

If a PC hurls, kicks, or otherwise forces the gem into one of the
creature’s mouths, it lets out a horrid scream and explodes in
a blinding flash of light and ichor, and the temple begins to
violently shake. The PCs will realize, in their horror, that the
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city is once again sinking! Alternately, if the PCs don’t figure
out that the gem is the secret to killing the monster, Amanda
could grab it as the creature drags her to its mouth and try
to use it against the monster. She can’t harness its power, of
course, but she might be dragged in with it. Or that might
be just the clue the PCs need, when the creature hurls her
away to knock the jewel loose. In any case, there should be a
suitably grotesque and/or inconclusive “death” for Amanda
Seymour. Perhaps she’s the creature’s last victim, dragged
into its mouth just as it explodes, or is buried in an avalanche
of debris as the city sinks.

They barely have time to notice that the Ormazd Society
has emerged victorious in the battle against the Thules as
they dash for the city gates. They and seven members of the
Ormazd Society can make it out before the city is once again
swallowed by the Desert, though you may want to throw in a
few Dexterity saves to avoid falling blocks and other pitfalls
as they attempt to make it to freedom.

DENOUEMENT

The PCs emerge from the city along with seven surviving
agents of the Society of Ormazd, their goal hopefully
achieved, and possibly with the Heart of Yhtill in hand. The
Society realizes that the party are not threats, and are not evil,
and if the party agrees to let (or help) the Society bury the
Heart deep in the sand, and forever keep the secret of the
Black City, they will be named brothers in the Society, and
allowed to go their own way. They may return to civilization,
having completed their first heroic adventure.

Of course, somehow or another, Alice Diamond has survived
this little disaster, and she’ll eventually be back, with a
vengeance. After all, every set of heroes need an archenemy,
a nemesis who becomes a thorn in their side, the heel of their
greatest victories, and the hammer of their greatest defeats.
Alice and the Thules are set up to fulfill this function, if this
scenario is used to begin a campaign. Of course, you're free
to have this be a one-shot to get things going and devise your
own villains, cults, and other adversaries, too. In the end, so
long as you're enjoying the high-flying, two-fisted action, go
with it!

This adventure directly continues in the adventure module,
Day of the Worm, available now!




AFTERWORD

OUTSIDE OF PITTSBURGH, 2019

The image changed again, to show the futuristic woman on her
knees, with Doctor Serpent closing in.

“She’s going to die,” Sandra said. “We can't let that happen!”

James sensed a split second too late what was about to happen and
cried out, but only too late. Sandra dashed from her hiding place
and dove through the portal, going into a somersault and coming
up behind the Doctor Serpent on the other side. She drove her sword
directly through his back.

0No!6 the 2019 Doctor Serpent howled. oldll kill her!é He dashed
forward, but only too late. James threw himself across the room
and struck Doctor Serpent like a linebacker sacking a quarterback,
driving the villain to the yoor. The two wrestled, struggled as each
tried to get a weapon to bear against the other. Then Doctor Serpent
turned his head towards James, who felt a crushing wave of power
overwhelm his senses.

“Yes,” Doctor Serpent intoned. “Your protector is gone. You're no
match for my mental energies, now. Release me. Serve me.”

James felt his grip around the throat of Doctor Serpent loosen. He
wanted to let go. He wanted to...

A gunshot rang out, and the smell of cooked yesh reached his nose as
the power vanished and Doctor Serpent cried out, a smoking wound
in his shoulder.

Not pfteen feet away, Alex stood, his blaster trained on Doctor
Serpent. “Hypnotize through that,” he said.

James got his pistol to bear, pressed against Doctor Serpent’s temple.
Then he addressed the Black Dragon soldiers all around. “Back off!”
he yelled. “Back off, drop your guns, or your leader takes one in the
head!”

“Do it,” Doctor Serpent choked. “Back...off!”

The soldiers backed off as James shifted, dragged Doctor Serpent to
their respective feet, and held the villain as a body shield before him.

James turned towards Alex. “Sandra?”

“I don’t know!” Alex said. “I can’t see her. The image has changed!
James...this same scene is playing out in three other places, the same
way!”

“Tell me!” James barked. “Tell me about the other two!”

“There’s a guy in Victorian style clothes. He’s hurt. I think it’s
actually William St. John himself. It looks like his photos in our
records. My God, this may be the day he vanished! Then there’s
the group that looks like something out of the 30s. The ones with
our great-grandparents. They look like they might be winning.” He
looked pointedly at Doctor Serpent. “And I think Sandra just turned
the tide in the future. We're not the ones losing in four timelines,
Doctor. You are. And I know what I have to do.”

He withdrew a small, baseball-sized device from his bag. “First time
I"ve ever had the chance to use this one,” he said, “and someone else
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He turned to the lab-coated scientist. “You. Whose side are you on,
really?”

“Hey,” the man said. “I'm just a scientist. This tech is incredible. |
just wanted to see how it worked.”

Alex nodded. “What's your name?”
“Michael,” the scientist said.

“Okay, Michael. We need to work out the algorithms to control the
different timelines we're viewing, and we need it fast.”

“Shoot...them!” Doctor Serpent hissed.

One of the thugs raised his gun, only to be blasted three times by
James, who never let loose his hold around Doctor Serpent’s neck.
The thug went down in a heap. Then, just for good measure, James
pred three more times, taking down a second when the enemy
hesitated.

“Anyone else?” James said. “I've got plenty of shots left in the mag.
Make your choice; there’s four of you and one of me. I'm sure you'll
get me. But I'll take a couple with me, and your leader’s going to be
one of them.”

Alex and the scientist worked feverishly at the controls, exchanging
notes and theories. Above and around, the sounds of shouting and
footsteps reached their ears from the distance.

“I recognize that voice,” James said. “It’s Joe. Sounds like the
cavalry’s here. You need to work fast!”

“I'm doing the best I can!” Alex said.

00h!6 Michael exclaimed. 0Right here! If we adjust the energy yow
from this pole to this one...”

He turned a dial and pushed a button. The mirror shimmered,
shifted, and revealed the image of William, on his back. Blood gushed
from the wound in his side and he struggled to pull himself away
from Doctor Serpent, who moved in, his knife held high.

“I hate that I'm the one who causes this,” Alex said. Then he called
out, “William! William St. John!”

The old man turned his head towards the portal. “Who are you?”
he said.

“A friend,” Alex said. “A descendent in a lot of ways. There’s no
time to explain.” He tossed the ball towards the old man. “That will
bring the entire place down around you. I can’t do it for you. It's
your choice.”

The old man caught up the ball, looked at Alex sadly, and nodded.
Then he turned back to Doctor Serpent and held the device up.
“Now,” he said, “IWe both die. How appropriate.”

The scene faded, shifted, and out of the gray mist, Sandra leapt into
the room.

“Well that was lucky,” she said.




SOUTH AMERICA, 1940

The battle was over, the victory decisive. The bodies of Dragon
Order soldiers lay scattered about. Lila was unconscious and
bound, watched over by Steve. Bucky was badly wounded, but
alive, and made his way to the Ring of Brass to study the device for
dismantling. Doctor Serpent himself (herself? It was always so hard
to tell) was bound in the corner, with Maddie and Natalya watching
over him.

Mackie watched in horror as a small, round device with a blinking
light leapt into view towards her dying grandfather, and a
disembodied voice instructed him on its use, and the consequences
of such.

“No,” she cried. “No, I can’t let this happen.”

She tried to dash forward, to dive through, to save him, but a pair
of strong arms held her back. It was Tennessee, his soft, Southern
drawl in her ear.

“No, darlin’,” he said. “You can’t. We're takin’ this down. We'll
lose you, too.”

0l have to save him!4 she cried, but he held her prm.

“Please,” he said. “Mackie...I can’t lose you. Do you hear me,
darlin’? I can’t lose you!”

Mackie went limp in his arms. It was a declaration, in his own way,
of something she’d suspected for a long time, and something it was
high time to admit to herself as well. She put her hand over his own,
let the tears come.

“I love you, too, Ten,” she said. “But he’s my grandfather!”

Just then, William looked directly at Mackie, smiled at her, and
nodded. She couldn’t be sure he was looking to her, or at someone
else, looking through a different ring, but she somehow felt that the
smile was for her.

Then he turned to Doctor Serpent. “And now,” he said, “We both
die.” He clicked the glowing button on the ball. There was a blinding
yash of light, and the mirror went dark.

There you have it, folks! Amazing Adventures 5e is in the
bag and ready to go! This whole project has been a labor of
love, and I've really enjoyed the development. I'm also rather
proud of the final product. I hope you enjoy it as well.

I'd just like to take a minute to thank everyone for supporting
the Kickstarter that made this game possible. At the time it
was the most successful Kickstarter that Troll Lord Games had
ever seen (though it was immediately surpassed by the crazy
success of Gaxmoor!) and that was a real validation for me.

I really hope that the game lives up to expectations, and I
hope you all enjoy the full line consisting of every adventure
module ever published for the SIEGE version of the game,
and a few new books and adventures to boot!

“So,” I'm sure (or I hope) some are asking, “What’s with the
fiction pieces? They seemed like they were connected, but
they’re incomplete.”

You're absolutely right. The fiction pieces are small parts of a
much larger whole —snippets at best. Keep your eyes peeled
for a forthcoming fiction collection featuring the Brotherhood
of William St. John throughout the ages (but largely focused
on my beloved 1930s iteration), which will fill in all of the
missing gaps. It's called The Legacy of William St. John, and it’s
coming soon from TLG.

In any case, I hope this toolkit game expands your 5e fantasy
and lets you take your games to a new level, indeed, even to
the stars if you like, with the tools to now allow you to handle
absolutely any genre of play using the rock solid Fifth Edition
rules set of the World’s Most Famous Role Playing Game.

Thanks again, game on, and, as always, TROLLZAH!

Jason Vey, 2019
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Perception (wis)

Performance (cha)

Persuasion (cha)

Religion (int)

Science (int)
— . SICIgNt of Hand (dex]
Stealth (dex)

Survival (wis)

O O0OgdoOoOOoOO0ODO0OO0OO0ODO0OO0oOO0ODO0OOoOOoOOoOOoOOo

OTHER PROFICIENCIES & LANGUAGES

EHEEEEEr T E OOO

FEATURES & TRAITS



POSSESSIONS

ITEM LOCATION

WT

ITEM LOCATION

WT

ITEM LOCATION WT

EXPERIENCE POINTS

PSIONICS

Next Level Goal:

BAasic

ADVANCED

AMMUNITION

OO0 0 OO000 000000

I

I

OO0 0 OO000 000000

I

MONEY/ ASSETS 00000 00000 o0odQ

OO000 00000 ooodQ

OO000 00000 ooodQ

00000 00000 ooodQ

SPELLS GADGETS, SPELLS, & POWERS

o [
S .
N
» [
O s
s [ 1 [
o [ 11
e e
S
o [ 1 [
MEP/GADGET POINTS

FEATURES

HEIGHT

[ 1s
wElGHT [ | A

Last Will and Testament: I, the undersigned,

event of my untimely demise:

DESCRIPTION

do hereby make the following requests, to be executed in the







	Introduction: A Multigenre Role Playing Game
	Updating Fifth Edition for Modern Gaming
	What Is a Role Playing Game?
	What You’ll Need


