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Backpack (Empty) (Adventuring Gear)

Bedroll (Adventuring Gear)

Candle (Adventuring Gear)

Claws of the Umber Hulk (Wondrous Item)

Clothes, Costume (Adventuring Gear)

Crossbow, Light (Weapon)

Crossbow, Light ()

Dagger (Weapon)

Dagger of Venom (Weapon)

Disguise Kit (Tools)

Drum (Tools)

Glamoured Studded Leather (Armor)

Lost Crown of Besilmer (Wondrous Item)

Mirror steel ()

Pendant of Earth Element ()

Pipe of Smoke Mephit Calling (Pipe)

Potion of Fire Resistance (Potion)

Magic Initiate (Feat)

War Caster (Feat)

Ability Score Improvement (Feature)

Additional Magical Secrets (Feature)

Bardic Inspiration (Feature)

Bonus Proficiencies (Lore) (Feature)

College of Lore (Feature)

Countercharm (Feature)

Cutting Words (Feature)

Expertise (Feature)

Font of Inspiration (Feature)

Jack of All Trades (Feature)

Magical Secrets (Feature)

Peerless Skill (Feature)

Safe Haven (Feature)

Song of Rest (Feature)

Spellcasting (Feature)

Fey Ancestry (Trait)

Skill Versatility (Trait)

Appears to be full drow, often obscuring my 

good intentions

Know your enemy but never let them know you

Dagger of Venom (Finesse, light, thrown (range 20/60), magic) +9 d4+4 piercing,magic

Dagger (Finesse, light, thrown (range 20/60)) +9 d4+4 piercing

d8

Dagger (Finesse, light, thrown (range 20/60)) +8 d4+3 piercing

Crossbow, Light () +8 d8+3 piercing

Boomingblade extra dmg () +4 d8,d8,d8

Booming Blade dagger () +9 d4,d8,d8+4

Dagger of Venom (Finesse, light, thrown (range 20/60), magic) +9 d4+4 piercing,magic

+10 d10 forceEldritch Blast [Cantrip](Range 120 feet)

21

8X
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Myyrdinn "Ryyn"

23 138#5'4"

Weapons

Name Properties Ammo Prof Attack Damage

Booming Blade dagger +9Yes d4,d8,d8+4 

Boomingblade extra dmg +4Yes d8,d8,d8 

Crossbow, Light 20 +8Yes d8+3 piercing

Dagger Finesse, light, thrown (range 20/60) +9Yes d4+4 piercing

d8 

Dagger Finesse, light, thrown (range 20/60) 1 +8Yes d4+3 piercing

Dagger of Venom Finesse, light, thrown (range 20/60), magic +9Yes d4+4 piercing,magic

Dagger of Venom Finesse, light, thrown (range 20/60), magic +9Yes d4+4 piercing,magic

Rapier (Weapon)

Rations (1 Day) (Adventuring Gear)

Shield (Armor)

Thieves' Tools (Tools)

Thieves' Tools ()

Torch of magic light ()

Wand of Wonder (Wand)

Waterskin (Adventuring Gear)

Wingwear (Wondrous Item)
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Spells Spell Ability: charisma Base DC: 18Base Attack: 10 Prepared: 0

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

4 3 3 3 2 1 1 0 0

O O O O O O O O O O O O O O O O O

True Seeing (Divination)

Duration: 1 hourRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Sorcerer, Warlock, WizardComponents: V, S, M (an ointment for the eyes that costs 25 gp; is made from m

This spell gives the willing creature you touch the ability to see things as they actually are. For the duration, the 

creature has truesight, notices secret doors hidden by magic, and can see into the Ethereal Plane, all out to a 

range of 120 feet.

1500 ruby dust

Ruby Dust

Duration: Range: Casting Time: 

Source: Components: 

Drow Spell Long Restn

Faerie Fire (Evocation)

Duration: Concentration, up to 1 minuteRange: 60 feetCasting Time: 1 action

Source: Bard, Cleric Light Domain, Druid, Warlock (ArComponents: V

Each object in a 20-foot cube within range is outlined in blue, green, or violet light (your choice). Any creature in 

the area when the spell is cast is also outlined in light if it fails a Dexterity saving throw. For the duration, 

objects and affected creatures shed dim light in a 10-foot radius. Any attack roll against an affected creature 

or object has advantage if the attacker can see it, and the affected creature or object can't benefit from being 

invisible.

Save vs charisma DC 23Attack: 

Drow Spell Long Restn

Darkness (Evocation)

Duration: Concentration, up to 10 minutesRange: 60 feetCasting Time: 1 action

Source: Druid Swamp Circle, Eldritch Knight, Monk, SoComponents: V, M (bat fur and a drop of pitch or piece of coal)

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 2nd level or lower, the spell that 

created the light is dispelled.

Inspiration Restnnnnn

Bardic

Duration: Range: Casting Time: 

Source: Components: 

Magic Initiate Long Restn

Expeditious Retreat (Transmutation)

Duration: Concentration, up to 10 minutesRange: SelfCasting Time: 1 bonus action

Source: Eldritch Knight, Sorcerer, Warlock, Wizard, AComponents: V, S

This spell allows you to move at an incredible pace.

When you cast this spell, and then as a bonus action on each of your turns until the spell ends, you can take the 

Dash action.
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Song of Rest and Mage Initiate spell Restn

Song of Rest

Duration: Range: Casting Time: 

Source: Components: 

Spell components Once Eachnnnnnnnn

True Seeing

Duration: Range: Casting Time: 

Source: Components: 

Cantrip

Booming Blade (Evocation) Prepared O

Duration: 1 roundRange: 5 feetCasting Time: 1 action

Source: Sorcerer, Warlock, WizardComponents: V, M (a weapon)

As part of the action used to cast this spell, you must make a melee attack with a weapon against one creature 

within the spell's range, otherwise the spell fails. On a hit, the target suffers the attack's normal effects, and it 

becomes sheathed in booming energy until the start of your next turn. If the target willingly moves before then, it 

immediately takes 1d8 thunder damage, and the spell ends.

This spell's damage increases when you reach higher levels. At 5th level, the melee attack deals an extra 1d8 

thunder damage to the target, and the damage the target takes for moving increases to 2d8. Both damage rolls 

increase by 1d8 at 11th level and 17th level.

d8 thunderDamage: 

Dancing Lights (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: 120 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Wizard, ArcaComponents: V, S, M (a bit of phosphorus or wychwood, or a glowworm)

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 lights into one glowing vaguely humanoid 

form of Medium 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.

Eldritch Blast (Evocation) Prepared O

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: WarlockComponents: V, S

A beam of crackling energy streaks toward a creature within range. Make a ranged spell attack against the target

. On a hit, the target takes 1d10 force damage.

The spell creates more than one beam when you reach higher levels: two beams at 5th level, three beams at 11th 

level, and four beams at 17th level. You can direct the beams at the same target or at different ones. Make a 

separate attack roll for each beam.

ranged +10 vs ACAttack: 

d10 forceDamage: 

Friends (Enchantment) Prepared O

Duration: Concentration, up to 1 minuteRange: SelfCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Warlock, WizComponents: S, M (a small amount of makeup applied to the face as this spell is 

For the duration, you have advantage on all Charisma checks directed at one creature of your choice that isn't 

hostile toward you. When the spell ends, the creature realizes that you used magic to influence its mood and 

becomes hostile toward you. A creature prone to violence might attack you. Another creature might seek 

retribution in other ways (at the DM's discretion), depending on the nature of your interaction with it.

Message (Transmutation) Prepared O

Duration: 1 roundRange: 120 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Wizard, ArcaComponents: V, S, M (a short piece of copper wire)
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You point your finger toward a creature within range and whisper a message. The target (and only the target) 

hears the message and can reply in a whisper that only you can hear.

You can cast this spell through solid objects if you are familiar with the target and know it is beyond the barrier. 

Magical silence. 1 foot of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of wood blocks the spell. 

The spell doesn't have to follow a straight line and can travel freely around corners or through openings.

Prestidigitation (Transmutation) Prepared O

Duration: Up to 1 hourRange: 10 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Warlock, WizComponents: V, S

This spell is a minor magical trick that novice spellcasters use for practice. You create one of the following 

magical effects within range:

* You create an instantaneous, harmless sensory effect, such as a shower of sparks, a puff of wind, faint musical 

notes, or an odd odor.

* You instantaneously light or snuff out a candle, a torch, or a small campfire.

* You instantaneously clean or soil an object no larger than 1 cubic foot.

* You chill, warm, or flavor up to 1 cubic foot of nonliving material for 1 hour.

* You make a color, a small mark, or a symbol appear on an object or a surface for 1 hour.

* You create a nonmagical trinket or an illusory image that can fit in your hand and that lasts until the end of 

your next turn.

If you cast this spell multiple times, you can have up to three of its non-instantaneous effects active at a time, 

and you can dismiss such an effect as an action.

Vicious Mockery (Enchantment) Prepared O

Duration: InstantaneousRange: 60 feetCasting Time: 1 action

Source: BardComponents: V

You unleash a string of insults laced with subtle enchantments at a creature you can see within range. If the 

target can hear you (though it need not understand you), it must succeed on a Wisdom saving throw or take 1d4 

psychic damage and have disadvantage on the next attack roll it makes before the end of its next turn. This spell'

s damage increases by 1d4 when you reach 5th level (2d4), 11th level (3d4), and 17th level (4d4).

Save vs wisdom DC 18Attack: 

d4,d4,d4 psychicDamage: 

Level 1

Dissonant Whispers (Enchantment) Prepared O

Duration: InstantaneousRange: 60 feetCasting Time: 1 action

Source: Bard, Eldritch Master (Great Old One)Components: V

You whisper a discordant melody that only one creature of your choice within range can hear, wracking it with 

terrible pain. The target must make a Wisdom saving throw. On a failed save, it takes 3d6 psychic damage and 

must immediately use its reaction, if available, to move as far as its speed allows away from you. The creature 

doesn't move into obviously dangerous ground, such as a fire or a pit. On a successful save, the target takes half 

as much damage and doesn't have to move away. A deafened creature automatically succeeds on the save.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d6 

for each slot level above 1st.

Save vs wisdom DC 23Attack: 

d6,d6,d6 psychicDamage: 

Tasha's Hideous Laughter (Enchantment) Prepared O

Duration: Concentration, up to 1 minuteRange: 30 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Warlock (Great Old OneComponents: V, S, M (tiny tarts and a feather that is waved in the air)

A creature of your choice that you can see within range perceives everything as hilariously funny and falls into 

fits of laughter if this spell affects it. The target must succeed on a Wisdom saving throw or fall prone, becoming 

incapacitated and unable to stand up for the duration. A creature with an Intelligence score of 4 or less isn't 

affected.

At the end of each of its turns, and each time it takes damage, the target can make another Wisdom saving throw. 

The target has advantage on the saving throw if it's triggered by damage. On a success, the spell ends.

Save vs wisdom DC 18Attack: 

Thunderwave (Evocation) Prepared O
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Duration: InstantaneousRange: Self (15-foot cube)Casting Time: 1 action

Source: Bard, Cleric Tempest Domain, Druid, Eldritch KComponents: V, S

A wave of thunderous force sweeps out from you. Each creature in a 15-foot cube originating from you must make 

a Constitution saving throw. On a failed save, a creature takes 2d8 thunder damage and is pushed 10 feet away 

from you. On a successful save, the creature takes half as much damage and isn't pushed.

In addition, unsecured objects that are completely within the area of effect are automatically pushed 10 feet 

away from you by the spell's effect, and the spell emits a thunderous boom audible out to 300 feet.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the damage increases by 1d8 

for each slot level above 1st.

Save vs constitution DC 18Attack: 

d8,d8 thunderDamage: 

Level 2

Hold Person (Enchantment) Prepared O

Duration: Concentration, up to 1 minuteRange: 60 feetCasting Time: 1 action

Source: Bard, Cleric, Druid, Druid Arctic Circle, EldritComponents: V, S, M (a small, straight piece of iron)

Choose a humanoid that you can see within range.

The target must succeed on a Wisdom saving throw or be paralyzed for the duration. At the end of each of its 

turns, the target can make another Wisdom saving throw. On a success, the spell ends on the target.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, you can target one additional 

humanoid for each slot level above 2nd. The humanoids must be within 30 feet of each other when you target 

them.

Save vs wisdom DC 23Attack: 

See Invisibility (Divination) Prepared O

Duration: 1 hourRange: SelfCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Wizard, ArcaComponents: V, S, M (a pinch of talc and a small sprinkling of powdered silver

For the duration, you see invisible creatures and objects as if they were visible, and you can see into the 

Ethereal Plane. Ethereal creatures and objects appear ghostly and translucent.

Shatter (Evocation) Prepared O

Duration: InstantaneousRange: 60 feetCasting Time: 1 action

Source: Bard, Cleric Tempest Domain, Eldritch Knight, Components: V, S, M (a chip of mica)

A sudden loud ringing noise, painfully intense, erupts from a point of your choice within range. Each creature in a 

10-foot-radius sphere centered on that point must make a Constitution saving throw. A creature takes 3d8 thunder 

damage on a failed save, or half as much damage on a successful one. A creature made of inorganic material such 

as stone, crystal, or metal has disadvantage on this saving throw.

A nonmagical object that isn't being worn or carried also takes the damage if it's in the spell's area.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d8 

for each slot level above 2nd.

Save vs constitution DC 23Attack: 

d8,d8,d8 thunderDamage: 

Level 3

Dispel Magic (Abjuration) Prepared O

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Bard, Cleric, Cleric Trickery Domain, Druid, EComponents: V, S

Choose one creature, object, or magical effect within range. Any spell of 3rd level or lower on the target ends. 

For each spell of 4th 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 4th level 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.

Hypnotic Pattern (Illusion) Prepared O

Duration: Concentration, up to 1 minuteRange: 120 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Warlock, WizComponents: S, M (a glowing stick of incense or a crystal vial filled with phos
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You create a twisting pattern of colors that weaves through the air inside a 30-foot cube within range. The 

pattern appears for a moment and vanishes. Each creature in the area who sees the pattern must make a Wisdom 

saving throw. On a failed save, the creature becomes charmed for the duration. While charmed by this spell, the 

creature is incapacitated and has a speed of 0.

The spell ends for an affected creature if it takes any damage or if someone else uses an action to shake the 

creature out of its stupor.

Save vs wisdom DC 23Attack: 

Mass Healing Word (Evocation) Prepared O

Duration: InstantaneousRange: 60 feetCasting Time: 1 bonus action

Source: ClericComponents: V

As you call out words of restoration, up to six creatures of your choice that you can see within range regain hit 

points equal to 1d4 + 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 4th level or higher, the healing increases by 1d4 

for each slot level above 3rd.

d4+5 Heal: 

Spirit Guardians (Conjuration) Prepared O

Duration: Concentration, up to 10 minutesRange: Self (15-foot radius)Casting Time: 1 action

Source: Cleric, Cleric War DomainComponents: V, S, M (a holy symbol)

You call forth spirits to protect you. They flit around you to a distance of 15 feet for the duration. If you are 

good or neutral, their spectral form appears angelic or fey (your choice). If you are evil, they appear fiendish.

When you cast this spell, you can designate any number of creatures you can see to be unaffected by it.

An affected creature's speed is halved in the area, and when the creature enters the area for the first time on a 

turn or starts its turn there, it must make a Wisdom saving throw. On a failed save, the creature takes 3d8 radiant 

damage (if you are good or neutral) or 3d8 necrotic damage (if you are evil). On a successful save, the creature 

takes half as much damage.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the damage increases by 1d8 

for each slot level above 3rd.

Save vs wisdom DC 18Attack: 

d8,d8,d8 radiantDamage: 

d8 Damage: 

d8 Damage: 

d8 Damage: 

d8 Damage: 

d8,d8,d8 necroticDamage: 

Tidal Wave (Conjuration) Prepared O

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Druid, Sorcerer, WizardComponents: V, S, M (a drop of water)

You conjure up a wave of water that crashes down on an area within range. The area can be up to 30 feet long, 

up to 10 feet wide, and up to 10 feet tall. Each creature in that area must make a Dexterity saving throw. On a 

failure, a creature takes 4d8 bludgeoning damage and is knocked prone. On a success, a creature takes half as 

much damage and isn't knocked prone. The water then spreads out across the ground in all directions, 

extinguishing unprotected flames in its area and within 30 feet of it, and then it vanishes.

Save vs dexterity DC 18Attack: 

d8,d8,d8,d8 bludgeoning,magicDamage: 

Level 4

Dimension Door (Conjuration) Prepared O

Duration: InstantaneousRange: 500 feetCasting Time: 1 action

Source: Bard, Cleric Trickery Domain, Eldritch Knight, Components: V
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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.

d6,d6,d6,d6 forceDamage: 

Freedom of Movement (Abjuration) Prepared O

Duration: 1 hourRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Cleric War Domain, Druid, Druid Components: V, S, M (a leather strap, bound around the arm or a similar append

You touch a willing creature. For the duration, the target's movement is unaffected by difficult terrain, and 

spells and other magical effects can neither reduce the target's speed nor cause the target to be paralyzed or 

restrained.

The target can also spend 5 feet of movement to automatically escape from nonmagical restraints, such as 

manacles or a creature that has it grappled. Finally, being underwater imposes no penalties on the target's 

movement or attacks.

Greater Invisibility (Illusion) Prepared O

Duration: Concentration, up to 1 minuteRange: TouchCasting Time: 1 action

Source: Bard, Druid Underdark Circle, Eldritch Knight, Components: V, S

You or a creature you touch becomes invisible until the spell ends. Anything the target is wearing or carrying is 

invisible as long as it is on the target's person.

Level 5

Circle of Power (Abjuration) Prepared O

Duration: Concentration, up to 10 minutesRange: Self (30-foot radius)Casting Time: 1 action

Source: PaladinComponents: V

Divine energy radiates from you, distorting and diffusing magical energy within 30 feet of you. Until the spell 

ends, the sphere moves with you, centered on you. For the duration, each friendly creature in the area (including 

you) has advantage on saving throws against spells and other magical effects. Additionally, when an affected 

creature succeeds on a saving throw made against a spell or magical effect that allows it to make a saving throw 

to take only half damage, it instead takes no damage if it succeeds on the saving throw.

Destructive Wave (Evocation) Prepared O

Duration: InstantaneousRange: Self (30-foot radius)Casting Time: 1 action

Source: Cleric Tempest Domain, PaladinComponents: V

You strike the ground, creating a burst of divine energy that ripples outward from you. Each creature you choose 

within 30 feet of you must succeed on a Constitution saving throw or take 5d6 thunder damage, as well as 5d6 

radiant or necrotic damage (your choice), and be knocked prone. A creature that succeeds on its saving throw 

takes half as much damage and isn't knocked prone.

Save vs constitution DC 18Attack: 

d6,d6,d6,d6,d6 thunderDamage: 

d6,d6,d6,d6,d6 radiantDamage: 

Hold Monster (Enchantment) Prepared O

Duration: Concentration, up to 1 minuteRange: 90 feetCasting Time: 1 action

Source: Bard, Cleric War Domain, Eldritch InvocationsComponents: V, S, M (a small, straight piece of iron)

Choose a creature that you can see within range. The target must succeed on a Wisdom saving throw or be 

paralyzed for the duration. This spell has no effect on undead. At the end of each of its turns, the target can 

make another Wisdom saving throw. On a success, the spell ends on the target.

At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, you can target one additional 

creature for each slot level above 5th. The creatures must be within 30 feet of each other when you target them.

Save vs wisdom DC 23Attack: 

Level 6

Mass Suggestion (Enchantment) Prepared O

Duration: 24 hoursRange: 60 feetCasting Time: 1 action
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Source: Bard, Sorcerer, Warlock, WizardComponents: V, M (a snake's tongue and either a bit of honeycomb or a drop of 

You suggest a course of activity (limited to a sentence or two) and magically influence up to twelve creatures of 

your choice that you can see within range and that can hear and understand you. Creatures that can't be charmed 

are immune to this effect. The suggestion must be worded in such a manner as to make the course of action sound 

reasonable. Asking the creature to stab itself, throw itself onto a spear, immolate itself, or do some other 

obviously harmful act automatically negates the effect of the spell.

Each target must make a Wisdom saving throw. On a failed save, it pursues the course of action you described to 

the best of its ability. The suggested course of action can continue for the entire duration. If the suggested 

activity can be completed in a shorter time, the spell ends when the subject finishes what it was asked to do. You 

can also specify conditions that will trigger a special activity during the duration. For example, you might suggest 

that a group of soldiers give all their money to the first beggar they meet. If the condition isn't met before the 

spell ends, the activity isn't performed.

If you or any of your companions damage a creature affected by this spell, the spell ends for that creature.

At Higher Levels. When you cast this spell using a 7th-level spell slot, the duration is 10 days. When you use an 8t

h-level spell slot, the duration is 30 days. When you use a 9th-level spell slot, the duration is a year and a day.

Save vs wisdom DC 18Attack: 

True Seeing (Divination) Prepared O

Duration: 1 hourRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Sorcerer, Warlock, WizardComponents: V, S, M (an ointment for the eyes that costs 25 gp; is made from m

This spell gives the willing creature you touch the ability to see things as they actually are. For the duration, the 

creature has truesight, notices secret doors hidden by magic, and can see into the Ethereal Plane, all out to a 

range of 120 feet.

Level 7

Forcecage (Evocation) Prepared O

Duration: 1 hourRange: 100 feetCasting Time: 1 action

Source: Bard, Warlock, WizardComponents: V, S, M (ruby dust worth 1,500 gp)

An immobile, invisible, cube-shaped prison composed of magical force springs into existence around an area you 

choose within range. The prison can be a cage or a solid box, as you choose.

A prison in the shape of a cage can be up to 20 feet on a side and is made from 1/2-inch diameter bars spaced 1/

2 inch apart.

A prison in the shape of a box can be up to 10 feet on a side, creating a solid barrier that prevents any matter 

from passing through it and blocking any spells cast into or out from the area.

When you cast the spell, any creature that is completely inside the cage's area is trapped. Creatures only partially 

within the area, or those too large to fit inside the area, are pushed away from the center of the area until they 

are completely outside the area.

A creature inside the cage can't leave it by nonmagical means. If the creature tries to use teleportation or 

interplanar travel to leave the cage, it must first make a Charisma saving throw. On a success, the creature can 

use that magic to exit the cage. On a failure, the creature can't exit the cage and wastes the use of the spell or 

effect. The cage also extends into the Ethereal Plane, blocking ethereal travel.

This spell can't be dispelled by dispel magic.

Prismatic Spray (Evocation) Prepared O

Duration: InstantaneousRange: Self (60-foot cone)Casting Time: 1 action

Source: Sorcerer, WizardComponents: V, S

Eight multicolored rays of light flash from your hand. Each ray is a different color and has a different power 

and purpose. Each creature in a 60-foot cone must make a Dexterity saving throw. For each target, roll a d8 to 

determine which color ray affects it.

Save vs dexterity DC 18Attack: 

Wand Magic Missles Long Restnnnnnnn

Magic Missile (Evocation)

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Eldritch Knight, Sorcerer, Wizard, Arcane TriComponents: V, S
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You create three glowing darts of magical force. Each dart hits a creature of your choice that you can see within 

range. A dart deals 1d4 + 1 force damage to its target. The darts all strike simultaneously, and you can direct 

them to hit one creature or several.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, the spell creates one more dart 

for each slot level above 1st.

d4+1 forceDamage: 
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Feats, Features, Traits

Feat

War Caster Prerequisite: The ability to cast at least one spell

You have practiced casting spells in the midst of combat, learning techniques that grant you the following 

benefits:

* You have advantage on Constitution saving throws that you make to maintain your concentration on a 

spell when you take damage.

* You can perform the somatic components of spells even when you have weapons or a shield in one or both 

hands.

* When a hostile creature's movement provokes an opportunity attack from you, you can use your reaction 

to cast a spell at the creature, rather than making an opportunity attack. The spell must have a casting time 

of 1 action and must target only that creature.

Magic Initiate Choose a class: bard, cleric, druid, sorcerer, warlock, or wizard. You learn two cantrips of your choice 

from that class's spell list.

In addition, choose one 1st-level spell from that same list. You learn that spell and can cast it at its lowest 

level. Once you cast it, you must finish a long rest before you can cast it again.

Your spellcasting ability for these spells depends on the class you chose: Charisma for bard, sorcerer, or 

warlock; Wisdom for cleric or druid: or Intelligence for wizard.

The feat's limit on casting the 1st-level spell applies only to the casting given by the feat.

Feature

Spellcasting You have learned to untangle and reshape the fabric of reality in harmony with your wishes and music. 

Your spells are part of your vast repertoire, magic that you can tune to different situations. See chapter 

10 for the general rules of spellcasting and chapter 11 for the bard spell list.

Cantrips

You know two cantrips of your choice from the bard spell list. You learn additional bard cantrips of your 

choice at higher levels, as shown in the Cantrips Known column of the Bard table.

Spell Slots

The Bard table shows how many spell slots you have to cast your spells of 1st level and higher. To cast one 

of these spells, you must expend a slot of the spell's level or higher. You must finish along rest to regain 

any expended spell slots.

For example, if you know the 1st-level spell cure wounds and have a 1st-level and a 2nd-level spell slot 

available, you can cast cure wounds using either slot.

Spells Known of 1st Level and Higher

You know four 1st-level spells of your choice from the bard spell list.

The Spells Known column of the Bard table shows when you learn more bard spells of your choice. Each of 

these spells must be of a level for which you have spell slots, as shown on the table. For instance, when you 

reach 3rd level in this class, you can learn one new spell of 1st or 2nd level.

Additionally, when you gain a level in this class, you can choose one of the spells you know and replace it 

with another spell from the bard spell list, which must be of a level for which you have spell slots, as shown 

on the table.

Spellcasting Ability

Charisma is your spellcasting ability for your bard spells, since the power of your magic comes from the 

heart and soul you pour into the performance of your music or oration. You use your Charisma whenever a 

spell refers to your spellcasting ability. In addition, you use your Charisma modifier when setting the 

saving throw DC for a bard spell you cast and when making an attack roll with one.

Spell Save DC = 8 + your proficiency bonus + your Charisma modifier

Spell Attack modifier = your your proficiency bonus + Charisma modifier

Ritual Casting

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

you must add 10 minutes to the spell's casting time, as normal.

Spellcasting Focus

You can use a musical instrument as the material component for a bard spell, as described in chapter 10.

Bardic Inspiration You can inspire others through stirring words or music. To do so, you use a bonus action on your turn to 

choose one creature other than yourself within 60 feet of you who can hear you. That creature gains one 

Bardic Inspiration die, a d6.

Once within the next 10 minutes, the creature can roll the die and add the number rolled to one ability 

check, attack roll, or saving throw that it just made. The creature can wait until after it rolls the die for 

the ability check, attack roll, or saving throw, but before the DM says whether or not it succeeds or fails 

before deciding to use the Bardic Inspiration die. Once the Bardic Inspiration die is rolled, it is lost. A 

creature can have only one Bardic Inspiration die at a time.

You can use this feature a number of times equal to your Charisma modifier (a minimum of once). You 

regain any expended uses when you finish a long rest.

Your Bardic Inspiration die changes when you reach certain levels in this class. The die becomes a d8 at 5

th level, a d10 at 10th level, and a d12 at 15th level.
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Safe Haven As a faction agent, you have access to a secret network of supporters and operatives who can provide 

assistance on your adventures. You know a set of secret signs and passwords you can use to identify such 

operatives, who can provide you with access to a hidden safe house, free room and board, or assistance in 

finding information. These agents never risk their lives for you or risk revealing their true identities.

Song of Rest Beginning at 2nd level, you can use soothing music or oration to help revitalize your wounded allies during 

a short rest. If you or any friendly creature who can hear your performance regains any hit points during 

the short rest, that creature regains 1d6 extra hit points at the end of the rest. A creature regains the 

extra hit points only if it spends one or more Hit Dice at the end of the short rest.

The extra hit points increase when you reach certain levels in this class: 1d8 at 9th level, 1d10 at 13th 

level, and 1d12 at 17th level.

Jack of All Trades Starting at 2nd level, you can add half your proficiency bonus, rounded down, to any ability check you 

make that doesn't already include that bonus.

College of Lore Bards of the College of Lore know something about everything, collecting bits of knowledge from sources 

as diverse as ancient tomes and peasant tales. Whether singing folk ballads in taverns or elaborate 

compositions in royal courts, these bards use their gifts to hold audiences spellbound. When the applause 

dies down, the audience members might find themselves questioning everything they held to be true, from 

their faith in the priesthood of the local temple to their loyalty to the king.

The loyalty of these bards lies in the pursuit of beauty and truth, not in fealty to a monarch or following 

the tenets of a deity. A noble who keeps such a bard as a herald or advisor knows that the bard would 

rather be honest than politic.

The college's members gather in libraries and sometimes in actual colleges, complete with classrooms and 

dormitories, to share their lore with one another. They also meet at festivals or affairs of state, where 

they can expose corruption, unravel lies, and poke fun at self5 important figures of authority.

Features

Cutting Words When you join the College of Lore at 3rd level, you learn how to use your wit to distract,

confuse, and otherwise sap the confidence and competence of others. When a creature that you can see 

within 60 feet of you makes an attack roll, an ability check, or a damage roll, you can use your reaction to 

expend one of your uses of Bardic Inspiration, rolling a Bardic Inspiration die and subtracting the 

number rolled from the creature's roll. You can choose to use this feature after the creature makes its roll, 

but before the DM determines whether the attack roll or ability check succeeds or fails, or before the 

creature deals its damage. The creature is immune if it can't hear you or if it's immune to being charmed.

Bonus Proficiencies (Lore) When you join the College of Lore at 3rd level, you gain proficiency with three skills of your choice.

Expertise At 3rd level, choose two of your skill proficiencies. Your proficiency bonus is doubled for any ability 

check you make that involves one of the chosen proficiencies.

At 10th level, you can choose another two skill proficiencies to gain this benefit.

Ability Score Improvement When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score 

of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can't 

increase an ability score above 20 using this feature.

Font of Inspiration Beginning when you reach 5th level, you regain all of your expended uses of Bardic Inspiration when you 

finish a short or long rest.

Additional Magical Secrets At 6th level, you learn two spells of your choice from any class. A spell you choose must be of a level you 

can cast, as shown on the Bard table, or a cantrip. The chosen spells count as bard spells for you and don't 

count against the number of bard spells you know.

Countercharm At 6th level, you gain the ability to use musical notes or words of power to disrupt mind influencing 

effects. As an action, you can start a performance that lasts until the end of your next turn. During that 

time, you and any friendly creature within 30 feet of you have advantage on saving throws against being 

frightened or charmed. A creature must be able to hear you to gain this benefit. The performance ends 

early if you are incapacitated or silenced or you voluntarily end it (no action required).

Magical Secrets By 10th level, you have plundered magical knowledge from a wide spectrum of disciplines. Choose two 

spells from any class, including this one. A spell you choose must be of a level you can cast, as shown on 

the Bard table, or a cantrip.

The chosen spells count as bard spells for you and are included in the Spells Known column of the Bard 

table.

You learn two additional spells from any class at 14th level and again at 18th level.

Peerless Skill Starting at 14th level, when you make an ability check, you can expend one use of Bardic Inspiration. Roll 

a Bardic Inspiration die and add the number rolled to your ability check. You can choose to do so after 

your roll the die for the ability check, but before the DM tells you whether you succeed or fail.

Trait

Skill Versatility You gain proficiency in two skills of your choice.

Fey Ancestry You have advantage on saving throws against being charmed, and magic can't put you to sleep.
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Inventory

Count Name Cost Weight Properties

Crossbow, Light1 0

Mirror steel1 0

Pendant of Earth Element1 0.051,472 gp

You don't need to eat or drink while wearing this pendant.

Thieves' Tools1 0

Torch of magic light1 0

Adventuring Gear

Backpack (Empty)1 52 gp

Bedroll1 71 gp

Candle5 0.011 cp

For 1 hour, a candle sheds bright light in a 5-foot radius and dim light for an additional 5 feet.

Clothes, Costume2 45 gp

Rations (1 Day)5 25 sp

Rations consist of dry foods suitable for extended travel, including jerky, dried fruit, hardtack, and nuts.

Waterskin1 52 sp

Armor

Glamoured Studded Leather1 13501 - 5,000 gp Magic

Description

While wearing this armor, you gain a +1 bonus to AC. You can also use a bonus action to speak the armor's command word and cause 

the armor to assume the appearance of a normal set of clothing or some other kind of armor. You decide what it looks like, including 

color, style, and accessories, but the armor retains its normal bulk and weight. The illusory appearance lasts until you use this 

property again or remove the armor.

Studded Leather Notes

Made from supple and thin materials, light armor favors agile adventurers since it offers some protection without sacrificing 

mobility. If you wear light armor, you add your Dexterity modifier to the base number from your armor type to determine your 

Armor Class.

Made from tough but flexible leather, studded leather is reinforced with close-set rivets or spikes.

Shield1 610 gp

A shield is made from wood or metal and is carried in one hand. Wielding a shield increases your Armor Class by 2. You can benefit 

from only one shield at a time.

Pipe

Pipe of Smoke Mephit Calling1 0.510,000 gp

When blowing smoke from this pipe, you may spend an action to summon a Smoke Mephit from the Demi Elemental Plane of Smoke. 

The Smoke Mephit appears in an unoccupied space you chose within 120 feet of you. It remains as long as you concentrate (as if 

concentrating on a spell), to a maximum of 1 hour, or until it drops to 0 hit points.

When summoned, the Smoke Mephit is friendly to you and your companions. It obeys any commands you give it, no matter what 

language you use. If you fail to command it, the Smoke Mephit defends itself against attacks but takes no other actions.

After the Smoke Mephit departs, it can't be summoned again for 24 hours.

Potion

Potion of Fire Resistance2 0uncommon

When you drink this potion, you gain resistance to fire damage for 1 hour.

Potion Notes

Drinking or administering a potion takes an action.

Tools

Disguise Kit1 325 gp

This pouch of cosmetics, hair dye, and small props lets you create disguises that change your physical appearance. Proficiency with 

this kit lets you add your proficiency bonus to any ability checks you make to create a visual disguise.

Drum1 36 gp

Several of the most common types of musical instruments are shown on the table as examples. If you have proficiency with a given 

musical instrument, you can add your proficiency bonus to any ability checks you make to play music with the instrument. A bard 

can use a musical instrument as a spellcasting focus, as described in Part 3: The Rules of Magic, Casting a Spell. Each type of 

musical instrument requires a separate proficiency.

Thieves' Tools1 125 gp

This set of tools includes a small file, a set of lock picks, a small mirror mounted on a metal handle, a set of narrow-bladed scissors, 

and a pair of pliers. Proficiency with these tools lets you add your proficiency bonus to any ability checks you make to disarm traps 

or open locks.

Wand

Wand of Wonder1 1501 - 5,000 gp Magic
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Description

This wand has 7 charges. While holding it, you can use an action to expend 1 of its charges and choose a target within 120 feet of 

you. The target can be a creature, an object, or a point in space. Roll d100 and consult the following table to discover what happens.

If the effect causes you to cast a spell from the wand, the spell's save DC is 15. If the spell normally has a range expressed in feet, 

its range becomes 120 feet if it isn't already.

If an effect covers an area, you must center the spell on and include the target. If an effect has multiple possible subjects, the DM 

randomly determines which ones are affected.

The wand regains 1d6 + 1 expended charges daily at dawn. If you expend the wand's last charge, roll a d20. On a 1, the wand 

crumbles into dust and is destroyed.

Wand Notes

An arcane focus is a special item-an orb, a crystal, a rod, a specially constructed staff, a wand-like length of wood, or some similar 

item-designed to channel the power of arcane spells. A sorcerer, warlock, or wizard can use such an item as a spellcasting focus, as 

described in chapter 10.

Weapon

Crossbow, Light1 525 gp Ammunition (range 80/320), loading, two-handed

Dagger1 12 gp Finesse, light, thrown (range 20/60)

Dagger of Venom1 1501 - 5,000 gp Finesse, light, thrown (range 20/60), magic

Description

You gain a +1 bonus to attack and damage rolls made with this magic weapon.

You can use an action to cause thick, black poison to coat the blade. The poison remains for 1 minute or until an attack using this 

weapon hits a creature.

That creature must succeed on a DC 15 Constitution saving throw or take 2d10 poison damage and become poisoned for 1 minute. 

The dagger can't be used this way again until the next dawn.

Rapier1 225 gp Finesse

Wondrous Item

Claws of the Umber Hulk1 0.25rare (requires attunement) Magic

These heavy gauntlets of brown iron are forged in the shape of an umber hulk's claws, and they fit the wearer's hands and forearms 

all the way up to the elbow. While wearing both claws, you gain a burrowing speed of 20 feet, and you can tunnel through solid rock 

at a rate of 1 foot per round.

You can use a claw as a melee weapon while wearing it. You have proficiency with it, and it deals 1d8 slashing damage on a hit (your 

Strength modifier applies to the attack and damage rolls, as normal).

While wearing the claws, you can't manipulate objects or cast spells with somatic components.

Lost Crown of Besilmer1 1legendary (requires attunement) Magic

This dwarven battle-helm consists of a sturdy open-faced steel helmet, decorated with a golden circlet above the brow from which 

seven small gold spikes project upward. You gain the following benefits while wearing the crown:

* You have resistance to psychic damage.

* You have advantage on saving throws against effects that would charm you.

* You can use a bonus action to inspire one creature you can see that is within 60 feet of you and that can see or hear you. Once 

before the end of your next turn, the inspired creature can roll a d6 and add the number rolled to one ability check, attack roll, or 

saving throw it makes. This uses 1 charge from the crown. It has 3 charges, and it regains 1d3 expended charges daily at dawn.

Wingwear1 2453 gp Magic

Description

This snug uniform has symbols of air stitched into it and leathery flaps that stretch along the arms, waist, and legs to create wings 

for gliding. A suit of wingwear has 3 charges. While you wear the suit, you can use a bonus action and expend 1 charge to gain a 

flying speed of 30 feet until you land. At the end of each of your turns, your altitude drops by 5 feet. Your altitude drops instantly 

to 0 feet at the end of your turn if you didn't fly at least 30 feet horizontally on that turn. When your altitude drops to 0 feet, you 

land (or fall), and you must expend another charge to use the suit again.

The suit regains all of its expended charges after spending at least 1 hour in an elemental air node.
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