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A Large Tome ()

Backpack (Empty) (Adventuring Gear)

Bag (Sand) (Adventuring Gear)

Bastian's Spellbook ()

Book (Adventuring Gear)

Dagger (Weapon)

Dragon Scale Mail ()

Ink (1-ounce Bottle) (Adventuring Gear)

Ink Pen (Adventuring Gear)

Knife (Small) (Adventuring Gear)

Leather (Armor)

Mace (Weapon)

Owl Freather ()

Parchment (One Sheet) (Adventuring Gear)

Pearl (100gp) ()

Potion of Fire Resistance (Potion)

Potion of Healing ()

Elemental Adept (Feat)

Ability Score Improvement (Feature)

Arcana Domain (Feature)

Arcane Recovery (Feature)

Evocation Savant (Feature)

Researcher (Feature)

School of Evocation (Feature)

Sculp1t Spells (Feature)

Spellcasting (Feature)

Spellcasting (Wizard) (Feature)

Artificer's Lore (Trait)

Gnome Cunning (Trait)

Tinker (Trait)

Mace (-) +4 d6+-1 bludgeoning

Dagger (Finesse, light, thrown (range 20/60)) +7 +8 cold

Dagger (Finesse, light, thrown (range 20/60)) +7 d4+2 piercing

Fire Bolt [Cantrip](Range 120 feet) 0 d10,d10,d10 fire

Chromatic Orb [Level 1](Range 90 feet) +5 d8,d8,d8 acid

d8,d8,d8 cold

d8,d8,d8 fire

d8,d8,d8 lightning

d8,d8,d8 poison

d8,d8,d8 thunder

Guiding Bolt [Level 1](Range 120 feet) 0 d6,d6,d6,d6 radiant

Fire Bolt [Cantrip](Range 120 feet) +5 d10,d10,d10 fire

Witch Bolt [Level 1](Range 30 feet) 0 d12 lightning

d12 lightning

12
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Nim

Weapons

Name Properties Ammo Prof Attack Damage

Dagger Finesse, light, thrown (range 20/60) +7Yes +8 cold

Dagger Finesse, light, thrown (range 20/60) 1 +7Yes d4+2 piercing

Mace - +4Yes d6+-1 bludgeoning

Potion of Superior Healing (Potion)

Reliquary (Adventuring Gear)

Scale Mail (Armor)

Scroll of Melf"s Minute Meteor ()

Shield (Armor)

Tentacled Rod of Fish Command (Rod)

Wand (Adventuring Gear)

Wand of Magic Missiles (Wand)

Wingwear (Wondrous Item)
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Spells Spell Ability: Base DC: 8Base Attack: 0 Prepared: 

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

4 3 3 3 2 1 0 0 0

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

Duration: Range: Casting Time: 

Source: Components: 

Level 1

Magic Missile (Evocation) Prepared OO

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Eldritch Knight, Sorcerer, Wizard, Arcane TriComponents: V, S

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: 

Level 7

Delayed Blast Fireball (Evocation) Prepared O

Duration: Concentration, up to 1 minuteRange: 150 feetCasting Time: 1 action

Source: Sorcerer, WizardComponents: V, S, M (a tiny ball of bat guano and sulfur)

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 1d6.

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.

At Higher Levels. When you cast this spell using a spell slot of 8th level or higher, the base damage increases by 1

d6 for each slot level above 7th.

Save vs dexterity DC 18Attack: 

Prismatic Spray (Evocation) Prepared OO

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: 

Spells (Cleric)

Fire Bolt (Evocation)

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Eldritch Knight, Sorcerer, Wizard, Arcane TriComponents: V, S
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You hurl a mote of fire at a creature or object within range. Make a ranged spell attack against the target. On a 

hit, the target takes 1d10 fire damage. A flammable object hit by this spell ignites if it isn't being worn or 

carried.

This spell's damage increases by 1d10 when you reach 5th level (2d10), 11th level (3d10), and 17th level (4d10).

ranged +5 vs ACAttack: 

d10,d10,d10 fireDamage: 

Guidance (Divination)

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

Source: Cleric, DruidComponents: V, S

You touch one willing creature. Once before the spell ends, the target can roll a d4 and add the number rolled to 

one ability check of its choice. It can roll the die before or after making the ability check. The spell then ends.

Prestidigitation (Transmutation)

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.

Thaumaturgy (Transmutation)

Duration: Up to 1 minuteRange: 30 feetCasting Time: 1 action

Source: ClericComponents: V

You manifest a minor wonder, a sign of supernatural power, within range. You create one of the following magical 

effects within range:

* Your voice booms up to three times as loud as normal for 1 minute.

* You cause flames to flicker, brighten, dim, or change color for 1 minute.

* You cause harmless tremors in the ground for 1 minute.

* You create an instantaneous sound that originates from a point of your choice within range, such as a rumble of 

thunder, the cry of a raven, or ominous whispers.

* You instantaneously cause an unlocked door or window to fly open or slam shut.

* You alter the appearance of your eyes for 1 minute.

If you cast this spell multiple times, you can have up to three of its 1-minute effects active at a time, and you can 

dismiss such an effect as an action.

Spells (Cleric)

Command (Enchantment)

Duration: 1 roundRange: 60 feetCasting Time: 1 action

Source: Cleric, Cleric Knowledge Domain, Eldritch MasComponents: V
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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 DM 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 remain in the air.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you can affect one additional 

creature for each slot level above 1st. The creatures must be within 30 feet of each other when you target them.

Save vs wisdom DC 13Attack: 

Cure Wounds (Evocation) Long RestO

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Cleric Life Domain, Druid, PaladiComponents: V, S

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 2nd level or higher, the healing increases by 1d8 

for each slot level above 1st.

d8 Heal: 

Guiding Bolt (Evocation)

Duration: 1 roundRange: 120 feetCasting Time: 1 action

Source: ClericComponents: V, S

A flash of light streaks toward a creature of your choice within range. Make a ranged spell attack against the 

target. On a hit, the target takes 4d6 radiant damage, and the next attack roll made against this target before the 

end of your next turn has advantage, thanks to the mystical dim light glittering on the target until then.

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.

ranged +0 vs ACAttack: 

d6,d6,d6,d6 radiantDamage: 

Healing Word (Evocation) Long RestO

Duration: InstantaneousRange: 60 feetCasting Time: 1 bonus action

Source: Bard, Cleric, DruidComponents: V

A creature of your choice that you can see within range regains 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 2nd level or higher, the healing increases by 1d4 

for each slot level above 1st.

d4 Heal: 

Magic Missile (Evocation) Long RestO

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Eldritch Knight, Sorcerer, Wizard, Arcane TriComponents: V, S

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: 

Spells (Wizard)

Fire Bolt (Evocation)

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Eldritch Knight, Sorcerer, Wizard, Arcane TriComponents: V, S
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You hurl a mote of fire at a creature or object within range. Make a ranged spell attack against the target. On a 

hit, the target takes 1d10 fire damage. A flammable object hit by this spell ignites if it isn't being worn or 

carried.

This spell's damage increases by 1d10 when you reach 5th level (2d10), 11th level (3d10), and 17th level (4d10).

ranged +0 vs ACAttack: 

d10,d10,d10 fireDamage: 

d10,d10,d10 fireDamage: 

Light (Evocation)

Duration: 1 hourRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Eldritch Knight, Sorcerer, WizarComponents: V, M (a firefly or phosphorescent moss)

You touch one object that is no larger than 10 feet in any dimension. Until the spell ends, the object sheds bright 

light in a 20-foot radius and dim light for an additional 20 feet. The light can be colored as you like. Completely 

covering the object with something opaque blocks the light. The spell ends if you cast it again or dismiss it as an 

action.

If you target an object held or worn by a hostile creature, that creature must succeed on a Dexterity saving 

throw to avoid the spell.

Save vs dexterity DC 13Attack: 

Message (Transmutation)

Duration: 1 roundRange: 120 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Sorcerer, Wizard, ArcaComponents: V, S, M (a short piece of copper wire)

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)

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.

True Strike (Divination)

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

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

You extend your hand and point a finger at a target in range. Your magic grants you a brief insight into the target

's defenses. On your next turn, you gain advantage on your first attack roll against the target, provided that this 

spell hasn't ended.

Spells (Wizard)

Burning Hands (Evocation)

Duration: InstantaneousRange: Self (15-foot cone)Casting Time: 1 action

Source: Cleric Light Domain, Eldritch Knight, Eldritch MComponents: V, S
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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 3d

6 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 level or higher, the damage increases by 1d6 

for each slot level above 1st.

Save vs dexterity DC 13Attack: 

d6,d6,d6 fireDamage: 

d6,d6,d6 fireDamage: 

Chromatic Orb (Evocation) Long RestO

Duration: InstantaneousRange: 90 feetCasting Time: 1 action

Source: Eldritch Knight, Sorcerer, Wizard, Arcane TriComponents: V, S, M (a diamond worth at least 50 gp)

You hurl a 4-inch-diameter sphere of energy at a creature that you can see within range. You choose acid, cold, 

fire, lightning, poison, or thunder for the type of orb you create, and then make a ranged spell attack against the 

target. If the attack hits, the creature takes 3d8 damage of the type you chose.

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.

ranged +5 vs ACAttack: 

d8,d8,d8 acidDamage: 

d8,d8,d8 acidDamage: 

d8,d8,d8 coldDamage: 

d8,d8,d8 coldDamage: 

d8,d8,d8 fireDamage: 

d8,d8,d8 fireDamage: 

d8,d8,d8 lightningDamage: 

d8,d8,d8 lightningDamage: 

d8,d8,d8 poisonDamage: 

d8,d8,d8 poisonDamage: 

d8,d8,d8 thunderDamage: 

d8,d8,d8 thunderDamage: 

Detect Magic (Divination)

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

Source: Bard, Cleric, Druid, Eldritch Knight, Eldritch IComponents: V, S

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.

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.

Expeditious Retreat (Transmutation) Long RestO

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.

Feather Fall (Transmutation)

Duration: 1 minuteRange: 60 feetCasting Time: 1 reaction, which you take wh

Source: Bard, Eldritch Knight, Sorcerer, Wizard, ArcaComponents: V, M (a small feather or p iece of down)

Choose up to five falling creatures within range. A falling creature's rate of descent slows to 60 feet per round 

until the spell ends. If the creature lands before the spell ends, it takes no falling damage and can land on its 

feet, and the spell ends for that creature.

Find Familiar (Conjuration)

Duration: InstantaneousRange: 10 feetCasting Time: 1 hour

Source: Eldritch Knight, Wizard, Arcane TricksterComponents: V, S, M (10 gp worth of charcoal, incense, and herbs that must be 
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You gain the service of a familiar, a spirit that takes an animal form you choose: bat, cat, crab, frog (toad), hawk

, lizard, octopus, owl, poisonous snake, fish (quipper), rat, raven, sea horse, spider, or weasel. Appearing in an 

unoccupied space within range, the familiar has the statistics of the chosen form, though it is a celestial, fey, or 

fiend (your choice) instead of a beast.

Your familiar acts independently of you, but it always obeys your commands. In combat, it rolls its own initiative 

and acts on its own turn. A familiar can't attack, but it can take other actions as normal.

When the familiar drops to 0 hit points, it disappears, leaving behind no physical form. It reappears after you 

cast this spell again

While your familiar is within 100 feet of you, you can communicate with it telepathically. Additionally, as an 

action, you can see through your familiar'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.

As an action, you can temporarily dismiss your familiar. It disappears into a pocket dimension where it awaits 

your summons. Alternatively, you can dismiss it forever. As an action while it is temporarily dismissed, you can 

cause it to reappear in any unoccupied space within 30 feet of you.

You can't have more than one familiar at a time. If you cast this spell while you already have a familiar, you 

instead cause it to adopt a new form. Choose one of the forms from the above list. Your familiar transforms into 

the chosen creature.

Finally, when you cast a spell with a range of touch, your familiar can deliver the spell as if it had cast the spell. 

Your familiar must be within 100 feet of you, and it must use its reaction to deliver the spell when you cast it. If 

the spell requires an attack roll, you use your attack modifier for the roll.

Grease (Conjuration)

Duration: 1 minuteRange: 60 feetCasting Time: 1 action

Source: Eldritch Knight, Wizard, Arcane TricksterComponents: V, S, M (a bit of pork rind or butter)

Slick grease covers the ground in a 10-foot square centered on a point within range and turns it into difficult 

terrain for the duration.

When the grease appears, each creature standing in its area must succeed on a Dexterity saving throw or fall 

prone. A creature that enters the area or ends its turn there must also succeed on a Dexterity saving throw or fall 

prone.

Save vs dexterity DC 13Attack: 

Identify (Divination)

Duration: InstantaneousRange: TouchCasting Time: 1 minute

Source: Bard, Cleric Knowledge Domain, Eldritch KnighComponents: V, S, M (a pearl worth at least 100 gp and an owl feather)

You choose one object that you must touch throughout the casting of the spell. If it is a magic item or some other 

magic-imbued object, you learn its properties and how to use them, whether it requires attunement to use, and 

how many charges it has, if any. You learn whether any spells are affecting the item and what they are. If the 

item was created by a spell, you learn which spell created it.

If you instead touch a creature throughout the casting, you learn what spells, if any, are currently affecting it.

Shield (Abjuration) Long RestO

Duration: 1 roundRange: SelfCasting Time: 1 reaction, which you take wh

Source: Eldritch Knight, Sorcerer, Wizard, Arcane TriComponents: V, S

An invisible barrier of magical force appears and protects you. Until the start of your next turn, you have a +5 

bonus to AC, including against the triggering attack, and you take no damage from magic missile.

Sleep (Enchantment)

Duration: 1 minuteRange: 90 feetCasting Time: 1 action

Source: Bard, Eldritch Knight, Eldritch-Master-(ArchfeComponents: V, S, M (a pinch of fine sand, rose petals, or a cricket)
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This spell sends creatures into a magical slumber.

Roll 5d8; the total is how many hit points of creatures this spell can affect. Creatures within 20 feet of a point 

you choose within range are affected in ascending order of their current hit points (ignoring unconscious 

creatures).

Starting with the creature that has the lowest current hit points, each creature affected by this spell falls 

unconscious until the spell ends, the sleeper takes damage, or someone uses an action to shake or slap the sleeper 

awake. 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.

Undead and creatures immune to being charmed aren't affected by this spell.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, roll an additional 2d8 for each 

slot level above 1st.

Witch Bolt (Evocation)

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

Source: Eldritch Knight, Sorcerer, Warlock, Wizard, AComponents: V, S, M (a twig from a tree that has been struck by lightning)

A beam of crackling, blue energy lances out toward a creature within range, forming a sustained arc of lightning 

between you and the target. Make a ranged spell attack against that creature. On a hit, the target takes 1d12 

lightning damage, and on each of your turns for the duration, you can use your action to deal 1d12 lightning 

damage to the target automatically. The spell ends if you use your action to do anything else. The spell also ends 

if the target is ever outside the spell's range or if it has total cover from you.

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

1d12 for each slot level above 1st.

ranged +0 vs ACAttack: 

d12 lightningDamage: 

d12 lightningDamage: 

d12 lightningDamage: 

d12 lightningDamage: 

Spells (Wizard)

Aganazzar's Scorcher (Evocation)

Duration: InstantaneousRange: 30 feetCasting Time: 1 action

Source: Sorcerer, WizardComponents: V, S, M (a red dragon's scale)

A line of roaring flame 30 feet long and 5 feet wide emanates from you in a direction you choose. Each creature 

in the line must make a Dexterity saving throw. A creature takes 3d8 fire 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 3rd level or higher, the damage increases by 1d8 

for each slot level above 2nd.

Save vs dexterity DC 13Attack: 

d8,d8,d8 fireDamage: 

d8,d8,d8 fireDamage: 

Alter Self (Transmutation) Long RestO

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

Source: Eldritch Knight, Eldritch Invocations, SorcereComponents: V, S
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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.

Misty Step (Conjuration) Long RestO

Duration: InstantaneousRange: SelfCasting Time: 1 bonus action

Source: Druid Coast Circle, Eldritch Knight, Sorcerer, Components: V

Briefly surrounded by silvery mist, you teleport up to 30 feet to an unoccupied space that you can see.

Shatter (Evocation) Long RestO

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 18Attack: 

d8,d8,d8 thunderDamage: 

d8,d8,d8 thunderDamage: 

Skywrite (Transmutation)

Duration: Concentration, up to 1 hourRange: SightCasting Time: 1 action

Source: Bard, Druid, WizardComponents: V, S

You cause up to ten words to form in a part of the sky you can see. The words appear to be made of cloud and 

remain in place for the spell's duration. The words dissipate when the spell ends. A strong wind can disperse the 

clouds and end the spell early.

Spells (Wizard)

Counterspell (Abjuration) Long RestO

Duration: InstantaneousRange: 60 feetCasting Time: 1 reaction, which you take wh

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

You attempt to interrupt a creature in the process of casting a spell. If the creature is casting a spell of 3rd level 

or lower, its spell fails and has no effect. If it is casting a spell of 4th level or higher, make an ability check 

using your spellcasting ability. The DC equals 10 + the spell's level. On a success, the creature's spell fails and 

has no effect.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, the interrupted spell has no 

effect if its level is less than or equal to the level of the spell slot you used.

Fireball (Evocation) Long RestO

Duration: InstantaneousRange: 150 feetCasting Time: 1 action

Source: Cleric Light Domain, Eldritch Knight, Warlock Components: V, S, M (a tiny ball of bat guano and sulfur)
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A bright streak flashes from your pointing finger to a point you choose within range and then blossoms with a low 

roar into an explosion of flame. Each creature in a 20-foot-radius sphere centered on that point must make a 

Dexterity saving throw. A target takes 8d6 fire damage on a failed save, or half as much damage on a successful 

one.

The fire spreads around corners. It ignites 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 4th level or higher, the damage increases by 1d6 

for each slot level above 3rd.

Save vs dexterity DC 18Attack: 

d6,d6,d6,d6,d6,d6,d6,d6 fireDamage: 

d6,d6,d6,d6,d6,d6,d6,d6 fireDamage: 

Fireball5 (Evocation)

Duration: InstantaneousRange: 150 feetCasting Time: 1 action

Source: Cleric Light Domain, Eldritch Knight, Warlock Components: V, S, M (a tiny ball of bat guano and sulfur)

A bright streak flashes from your pointing finger to a point you choose within range and then blossoms with a low 

roar into an explosion of flame. Each creature in a 20-foot-radius sphere centered on that point must make a 

Dexterity saving throw. A target takes 8d6 fire damage on a failed save, or half as much damage on a successful 

one.

The fire spreads around corners. It ignites 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 4th level or higher, the damage increases by 1d6 

for each slot level above 3rd.

Save vs dexterity DC 13Attack: 

d6,d6,d6,d6,d6,d6,d6,d6 fireDamage: 

d6,d6,d6,d6,d6,d6,d6,d6 fireDamage: 

Fly (Transmutation) Long RestO

Duration: Concentration, up to 10 minutesRange: TouchCasting Time: 1 action

Source: Eldritch Knight, Monk, Sorcerer, Warlock, WiComponents: V, S, M (a wing feather from any bird)

You touch a willing creature. The target gains a flying speed of 60 feet for the duration. When the spell ends, 

the target falls if it is still aloft, unless it can stop the fall.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you can target one additional 

creature for each slot level above 3rd.

Leomund's Tiny Hut (Evocation) Long RestO

Duration: 8 hoursRange: Self (10-foot-radius hemiCasting Time: 1 minute

Source: Bard, Eldritch Knight, Wizard, Arcane TrickstComponents: V, S, M (a small crystal bead)

A 10-foot-radius immobile dome of force springs into existence around and above you and remains stationary for 

the duration. The spell ends if you leave its area.

Nine creatures of Medium size or smaller can fit inside the dome with you. The spell fails if its area includes a 

larger creature or more than nine creatures. Creatures and objects within the dome when you cast this spell can 

move through it freely. All other creatures and objects are barred from passing through it. Spells and other 

magical effects can't extend through the dome or be cast through it. The atmosphere inside the space is 

comfortable and dry, regardless of the weather outside.

Until the spell ends, you can command the interior to become dimly lit or dark. The dome is opaque from the 

outside, of any color you choose, but it is transparent from the inside.

Lightning Bolt (Evocation)

Duration: InstantaneousRange: Self (100-foot line)Casting Time: 1 action

Source: Druid Mountain Circle, Eldritch Knight, SorcerComponents: V, S, M (a bit of fur and a rod of amber, crystal, or glass)

A stroke of lightning forming a line 100 feet long and 5 feet wide blasts out from you in a direction you choose. 

Each creature in the line must make a Dexterity saving throw. A creature takes 8d6 lightning damage on a failed 

save, or half as much damage on a successful one. The lightning ignites 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 4th level or higher, the damage increases by 1d6 

for each slot level above 3rd.

Save vs dexterity DC 13Attack: 

d6,d6,d6,d6,d6,d6,d6,d6 lightningDamage: 

d6,d6,d6,d6,d6,d6,d6,d6 lightningDamage: 

Melf's Minute Meteors (Evocation)
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Duration: Concentration, up to 10 minutesRange: SelfCasting Time: 1 action

Source: Sorcerer, WizardComponents: V, S, M (niter, sulfur, and pine tar formed into a bead)

You create six tiny meteors in your space. They float in the air and orbit you for the spell's duration. When you 

cast the spell and as a bonus action on each of your turns thereafter you can expend one or two of the meteors, 

sending them streaking toward a point or points you choose within 120 feet of you. Once a meteor reaches its 

destination or impacts against a solid surface, the meteor explodes. Each creature within 5 feet of the point 

where the meteor explodes must make a Dexterity saving throw. A creature takes 2d6 fire 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 4th level or higher, the number of meteors created 

increases by two for each slot level above 3rd.

Save vs dexterity DC 18Attack: 

d6,d6 fireDamage: 

d6,d6 fireDamage: 

Wall of Water (Evocation)

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

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

You conjure up a wall of water on the ground at a point you can see within range. You can make the wall up to 30 

feet long, 10 feet high, and 1 foot thick, or you can make a ringed wall up to 20 feet in diameter, 20 feet high, 

and 1 foot thick. The wall vanishes when the spell ends. The wall's space is difficult terrain.

Any ranged weapon attack that enters the wall's space has disadvantage on the attack roll, and fire damage is 

halved if the fire effect passes through the wall to reach its target. Spells that deal cold damage that pass 

through the wall cause the area of the wall they pass through to freeze solid (at least a 5-foot square section is 

frozen). Each 5-foot-square frozen section has AC 5 and 15 hit points. Reducing a frozen section to 0 hit points 

destroys it. When a section is destroyed, the wall's water doesn't fill it.

Spells (Wizard)

Arcane Eye (Divination) Long RestO

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

Source: Cleric Knowledge Domain, Eldritch Knight, EldrComponents: V, S, M (a bit of bat fur)

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

You mentally receive visual information from the eye, which 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 b locks the eye's movement, but the 

eye can pass through an opening as small as 1 inch in diameter.

Banishment (Abjuration) Long RestO

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

Source: Cleric, Eldritch Knight, Paladin, Sorcerer, WarComponents: V, S, M (an item distasteful to the target)

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 5th level or higher, you can target one additional 

creature for each slot level above 4th.

Save vs charisma DC 13Attack: 

Dimension Door (Conjuration) Long RestO

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: 

d6,d6,d6,d6 forceDamage: 

Fire Shield (Evocation)

Duration: 10 minutesRange: SelfCasting Time: 1 action

Source: Eldritch Knight, Warlock (Fiend), Wizard, ArcComponents: V, S, M (a bit of phosphorus or a firefly)

Thin and wispy flames wreathe your body for the duration, shedding bright light in a 10-foot radius and dim light 

for an additional 10 feet. You can end the spell early by using an action to dismiss it.

The flames provide you with a warm shield or a chill shield, as you choose. The warm shield grants you resistance 

to cold damage, and the chill shield grants you resistance to fire damage.

In addition, whenever a creature within 5 feet of you hits you with a melee attack, the shield erupts with flame. 

The attacker takes 2d8 fire damage from a warm shield, or 2d8 cold damage from a cold shield.

d8,d8 fireDamage: 

d8,d8 fireDamage: 

d8,d8 coldDamage: 

d8,d8 coldDamage: 

Ice Storm (Evocation) Long RestO

Duration: InstantaneousRange: 300 feetCasting Time: 1 action

Source: Cleric Tempest Domain, Druid, Druid Arctic CiComponents: V, S, M (a pinch of dust and a few drops of water)

A hail of rock-hard ice pounds to the ground in a 20-foot-radius, 40-foot-high cylinder centered on a point 

within range. Each creature in the cylinder must make a Dexterity saving throw. A creature takes 2d8 bludgeoning 

damage and 4d6 cold damage on a failed save, or half as much damage on a successful one. Hailstones turn the 

storm's area of effect into difficult terrain until the end of your next turn.

At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the bludgeoning damage 

increases by 1d8 for each slot level above 4th.

Save vs dexterity DC 18Attack: 

d8,d8 bludgeoningDamage: 

d6,d6,d6,d6 coldDamage: 

d8,d8 bludgeoningDamage: 

d6,d6,d6,d6 coldDamage: 

Wall of Fire (Evocation)

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

Source: Cleric Light Domain, Druid, Eldritch Knight, WComponents: V, S, M (a small piece of phosphorus)

You create a wall of fire on a solid surface within range. You can make the wall up to 60 feet long, 20 feet high, 

and 1 foot thick, or a ringed wall up to 20 feet in diameter, 20 feet high, and 1 foot thick. The wall is opaque and 

lasts for the duration.

When the wall appears, each creature within its area must make a Dexterity saving throw. On a failed save, a 

creature takes 5d8 fire damage, or half as much damage on a successful save.

One side of the wall, selected by you when you cast this spell, deals 5d8 fire damage to each creature that ends 

its turn within 10 feet of that side or inside the wall. A creature takes the same damage when it enters the wall 

for the first time on a turn or ends its turn there. The other side of the wall deals no damage.

At Higher Levels. When you cast this spell using a spell slot of 5th level or higher, the damage increases by 1d8 

for each slot level above 4th.

Save vs dexterity DC 13Attack: 

d8,d8,d8,d8,d8 fireDamage: 

d8,d8,d8,d8,d8 fireDamage: 

d8,d8,d8,d8,d8 fireDamage: 

d8,d8,d8,d8,d8 fireDamage: 

Spells (Wizard)
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Cone of Cold (Evocation) Long RestO

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

Source: Druid Arctic Circle, Monk, Sorcerer, WizardComponents: V, S, M (a small crystal or glass cone)

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 6th level or higher, the damage increases by 1d8 

for each slot level above 5th.

Save vs constitution DC 18Attack: 

d8,d8,d8,d8,d8,d8,d8,d8 coldDamage: 

d8,d8,d8,d8,d8,d8,d8,d8 coldDamage: 

Immolation (Evocation)

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

Source: Sorcerer, WizardComponents: V

Flames wreathe one creature you can see within range. The target must make a Dexterity saving throw. It takes 8

d6 fire damage on a failed save, or half as much damage on a successful one. On a failed save, the target also 

burns for the spell's duration. The burning target sheds bright light in a 30-foot radius and dim light for an 

additional 30 feet. At the end of each of its turns, the target repeats the saving throw. It takes 4d6 fire damage 

on a failed save, and the spell ends on a successful one. These magical flames can't be extinguished through 

nonmagical means.

If damage from this spell kills a target, the target is turned to ash.

Save vs dexterity DC 13Attack: 

d6,d6,d6,d6,d6,d6,d6,d6 fireDamage: 

d6,d6,d6,d6,d6,d6,d6,d6 fireDamage: 

d6,d6,d6,d6 fireDamage: 

d6,d6,d6,d6 fireDamage: 

Scrying (Divination)

Duration: Concentration, up to 10 minutesRange: SelfCasting Time: 10 minutes

Source: Bard, Cleric, Cleric Knowledge Domain, Cleric Components: V, S, M (a focus worth at least 1,000 gp, such as a crystal ball, a s
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You can see and hear a particular creature you choose that is on the same plane of existence as you. The target 

must make a Wisdom saving throw, which is modified by how well you know the target and the sort of physical 

connection you have to it. If a target knows you're casting this spell, it can fail the saving throw voluntarily if it 

wants to be observed.

Knowledge

Save Modifier

Secondhand (you have heard of the target)

+5

Firsthand (you have met the target)

+0

Familiar (you know the target well)

-5

Connection

Save Modifier

Likeness or picture

-2

Possession or garment

-4

Body part, lock of hair, bit of nail, or the like

-10

On a successful save, the target isn't affected, and you can't use this spell against it again for 24 hours.

On a failed save, the spell creates an invisible sensor within 10 feet of the target. You can see and hear through 

the sensor as if you were there. The sensor moves with the target, remaining within 10 feet of it for the duration.

A creature that can see invisible objects sees the sensor as a luminous orb about the size of your fist.

Instead of targeting a creature, you can choose a location you have seen before as the target of this spell. When 

you do, the sensor appears at that location and doesn't move.

Save vs wisdom DC 13Attack: 

Spells (Wizard)

Otiluke's Freezing Sphere (Evocation) Long RestO

Duration: InstantaneousRange: 300 feetCasting Time: 1 action
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Source: WizardComponents: V, S, M (a small crystal sphere)

A frigid globe of cold energy streaks from your fingertips to a point of your choice within range, where it 

explodes in a 60-foot-radius sphere. Each creature within the area must make a Constitution saving throw. On a 

failed save, a creature takes 10d6 cold damage. On a successful save, it takes half as much damage.

If the globe strikes a body of water or a liquid that is principally water (not including water-based creatures), it 

freezes the liquid to a depth of 6 inches over an area 30 feet square. This ice lasts for 1 minute. Creatures that 

were swimming on the surface of frozen water are trapped in the ice. A trapped creature can use an action to 

make a Strength check against your spell save DC to break free.

You can refrain from firing the globe after completing the spell, if you wish. A small globe about the size of a 

sling stone, cool to the touch, appears in your hand. At any time, you or a creature you give the globe to can throw 

the globe (to a range of 40 feet) or hurl it with a sling (to the sling's normal range). It shatters on impact, with 

the same effect as the normal casting of the spell. You can also set the globe down without shattering it. After 1 

minute, if the globe hasn't already shattered, it explodes.

At Higher Levels. When you cast this spell using a spell slot of 7th level or higher, the damage increases by 1d6 

for each slot level above 6th.

Save vs constitution DC 13Attack: 

d6,d6,d6,d6,d6,d6,d6,d6,d6,d6 coldDamage: 

d6,d6,d6,d6,d6,d6,d6,d6,d6,d6 coldDamage: 

Sunbeam (Evocation) Long RestO

Duration: Concentration, up to 1 minuteRange: Self (60-foot line)Casting Time: 1 action

Source: Druid, Sorcerer, WizardComponents: V, S, M (a magnifying glass)

A beam of brilliant light flashes out from your hand in a 5-foot-wide, 60-foot-long line. Each creature in the line 

must make a Constitution saving throw. On a failed save, a creature takes 6d8 radiant damage and is blinded until 

your next turn. On a successful save, it takes half as much damage and isn't blinded by this spell. Undead and 

oozes have disadvantage on this saving throw.

You can create a new line of radiance as your action on any turn until the spell ends.

For the duration, a mote of brilliant radiance shines in your hand. It sheds bright light in a 30-foot radius and 

dim light for an additional 30 feet. This light is sunlight.

Save vs constitution DC 13Attack: 

d8,d8,d8,d8,d8,d8 radiantDamage: 

d8,d8,d8,d8,d8,d8 radiantDamage: 

Wand

Magic Missile RestOOOOOOO

Duration: Range: Casting Time: 

Source: Components: 

d4+1 forceDamage: 
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Feats, Features, Traits

Feat

Elemental Adept Prerequisite: The ability to cast at least one spell

When you gain this feat, choose one of the following damage types: acid, cold, fire, lightning, or thunder. 

Spells you cast ignore resistance to damage of the chosen type. In addition, when you roll damage for a 

spell you cast that deals damage of that type, you can treat any 1 on a damage die as a 2.

You can select this feat multiple times. Each time you do so, you must choose a different damage type.

Feature

Arcana Domain Magic is an energy that suffuses the multiverse and that fuels both destruction and creation. Gods of the 

Arcana domain know the secrets and potential of magic intimately. For some of these gods, magical 

knowledge is a great responsibility that comes with a special understanding of the nature of reality. Other 

gods of Arcana see magic as pure power, to be used as its wielder sees fit.

The gods of this domain are often associated with knowledge, as learning and arcane power tend to go 

hand-in-hand. In the Realms, deities of this domain include Azuth and Mystra, as well as Corellon Larethian 

of the elven pantheon. In other worlds, this domain includes Hecate, Math Mathonwy, and Isis; the triple 

moon gods of Solinari, Lunitari, and Nuitari of Krynn; and Boccob, Vecna, and Wee Jas of Greyhawk.

Arcana Domain Spells

Cleric Level - Spell

Features

Spellcasting As a conduit for divine power, you can cast cleric spells. See chapter 10 for the general rules of 

spellcasting and chapter 11 for a selection of cleric spells.

Cantrips

At 1st level, you know three cantrips of your choice from the cleric spell list. You learn additional cleric 

cantrips of your choice at higher levels, as shown in the Cantrips Known column of the Cleric table.

Preparing and Casting Spells

The Cleric 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 regain all expended spell slots 

when you finish a long rest.

You prepare the list of cleric spells that are available for you to cast, choosing from the cleric spell list. 

When you do so, choose a number of cleric spells equal to your Wisdom modifier + your cleric level (minim

um of one spell). The spells must be of a level for which you have spell slots.

For example, if you are a 3rd-level cleric, you have four 1st-level and two 2nd-level spell slots. With a 

Wisdom of 16, your list of prepared spells can include six spells

of 1st or 2nd level, in any combination. If you prepare the 1st-level spell cure wounds, you can cast it using 

a 1st-level or 2nd-level slot. Casting the spell doesn't remove it from your list of prepared spells.

You can change your list of prepared spells when you finish a long rest. Preparing a new list of cleric 

spells requires time spent in prayer and meditation: at least 1 minute per spell level for each spell on your 

list.

Spellcasting Ability

Wisdom is your spellcasting ability for your cleric spells. The power of your spells comes from your 

devotion to your deity. You use your Wisdom whenever a cleric spell refers to your spellcasting ability. In 

addition, you use your Wisdom modifier when setting the saving throw DC for a cleric spell you cast and 

when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your Wisdom modifier

Spell attack modifier = your proficiency bonus + your Wisdom modifier

Ritual Casting

You can cast a cleric spell as a ritual if that spell has the ritual tag and you have the spell prepared.

Spellcasting Focus

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

Researcher When you attempt to learn or recall a piece of lore, if you do not know that information, you often know 

where and from whom you can obtain it. Usually, this information comes from a library, scriptorium, 

university, or a sage or other learned person or creature. Your DM might rule that the knowledge you seek 

is secreted away in an almost inaccessible place, or that it simply cannot be found. Unearthing the deepest 

secrets of the multiverse can require an adventure or even a whole campaign.
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Spellcasting (Wizard) As a student of arcane magic, you have a spellbook containing spells that show the first glimmerings of 

your true power. See chapter 10 for the general rules of spellcasting and chapter 11 for the wizard spell 

list.

Cantrips

At 1st level, you know three cantrips of your choice from the wizard spell list. You learn additional wizard 

cantrips of your choice at higher levels, as shown in the Cantrips Known column of the Wizard table.

Spellbook

At 1st level, you have a spellbook containing six 1st-level wizard spells of your choice.

Preparing and Casting Spells

The Wizard 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 regain all expended spell slots 

when you finish a long rest.

You prepare the list of wizard spells that are available for you to cast. To do so, choose a number of 

wizard spells from your spellbook equal to your Intelligence modifier + your wizard level (minimum of one 

spell). The spells must be of a level for which you have spell slots.

For example, if you're a 3rd-level wizard, you have four 1st-level and two 2nd-level spell slots. With an 

Intelligence of 16, your list of prepared spells can include six spells of 1st or 2nd level, in any 

combination, chosen from your spellbook. If you prepare the 1st-level spell magic missile, you can cast it 

using a 1st-level or a 2nd-level slot. Casting the spell doesn't remove it from your list of prepared spells.

You can change your list of prepared spells when you finish a long rest. Preparing a new list of wizard 

spells requires time spent studying your spellbook and memorizing the incantations and gestures you must 

make to cast the spell: at least 1 minute per spell level for each spell on your list.

Spellcasting Ability

Intelligence is your spellcasting ability for your wizard spells, since you learn your spells through 

dedicated study and memorization. You use your Intelligence whenever a spell refers to your spellcasting 

ability.

In addition, you use your Intelligence modifier when setting the saving throw DC for a wizard spell you 

cast and when making an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your Intelligence modifier

Spell attack modifier = your proficiency bonus + your Intelligence modifier

Ritual Casting

You can cast a wizard spell as a ritual if that spell has the ritual tag and you have the spell in your 

spellbook. You don't need to have the spell prepared.

Spellcasting Focus

You can use an arcane focus (found in chapter 5) as a spellcasting focus for your wizard spells.

Learning Spells of 1st Level and Higher

Each time you gain a wizard level, you can add two wizard spells of your choice to your spellbook. Each of 

these spells must be of a level for which you have spell slots, as shown on the Wizard table. On your

adventures, you might find other spells that you can add to your spellbook (see the "Your Spellbook" 

sidebar).

Your Spellbook

The spells that you add to your spellbook as you gain levels reflect the arcane research you conduct on 

your own, as well as intellectual breakthroughs you have had about the nature of the multiverse. You might 

find other spells during your adventures. You could discover a spell recorded on a scroll in an evil wizard's 

chest, for example, or in a dusty tome in an ancient library.

Copying a Spell into the book. When you find a wizard spell of 1st level or higher, you can add it to your 

spellbook if it is of a level for which you have spell slots and if you can spare the time to decipher and 

copy it. The spells copied into a spellbook must be of a spell level the wizard can prepare.

Copying a spell into your spellbook involves reproducing the basic form of the spell, then deciphering the 

unique system of notation used by the wizard who wrote it. You must practice the spell until you 

understand the sounds or gestures required, then transcribe it into your spellbook using your own notation.

For each level of the spell, the process takes 2 hours and costs 50gp. The cost represents material 

components you expend as you experiment with the spell to master it, as well as the fine inks you need to 

record it. Once you have spent this time and money, you can prepare the spell just like your other spells.

Replacing the Book. You can copy a spell from your own spellbook into another book-for example, if you 

want to make a backup copy of your spellbook. This is just like copying a new spell into your spellbook, but 

faster and easier, since you understand your own notation and already know how to cast the spell. You 

need spend only 1 hour and 10 gp for each level of the copied spell. If you lose your spellbook, you can use 

the same procedure to transcribe the spells that you have prepared into a new

spellbook. Filling out the remainder of your spellbook requires you to find new spells to do so, as normal. 

For this reason, many wizards keep backup spellbooks in a safe place.

The Book's Appearance Your spellbook is a unique compilation of spells, with its own decorative 

flourishes and margin notes. It might be a plain, functional leather volume that you received as a gift from 

your master, a finely bound gilt-edged tome you found in an ancient library, or even a loose collection of 

notes scrounged together after you lost your previous spellbook in a mishap.

A spellbook doesn't contain cantrips.
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Arcane Recovery You have learned to regain some of your magical energy by studying your spellbook. Once per day when 

you finish a short rest, you can choose expended spell slots to recover. The spell slots can have a combined 

level that is equal to or less than half your wizard level (rounded up), and none of the slots can be 6th level 

or higher.

For example, if you're a 4th-level wizard, you can recover up to two levels worth of spell slots. You can 

recover either a 2nd-level spell slot or two 1st-level spell slots.

School of Evocation You focus your study on magic that creates powerful elemental effects such as bitter cold, searing flame, 

rolling thunder, crackling lightning, and burning acid. Some evokers find employment in military forces, 

serving as artillery to blast enemy armies from afar. Others use their spectacular power to protect the 

weak, while some seek their own gain as bandits, adventurers, or aspiring tyrants.

Features

Sculp1t Spells Beginning at 2nd level, you can create pockets of relative safety within the effects of your evocation 

spells. When you cast an evocation spell that affects other creatures that you can see, you can choose a 

number of them equal to 1 + the spell's level. The chosen creatures automatically succeed on their saving 

throws against the spell, and they take no damage if they would normally take half damage on a successful 

save.

Evocation Savant Beginning when you select this school at 2nd level, the gold and time you must spend to copy an evocation 

spell into your spellbook is halved.

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.

Trait

Gnome Cunning You have advantage on all Intelligence, Wisdom, and Charisma saving throws against magic.

Artificer's Lore Whenever you make an Intelligence (History) check related to magic items, alchemical objects, or 

technological devices, you can add twice your proficiency bonus, instead of any proficiency bonus you 

normally apply.

Tinker You have proficiency with artisan's tools (tinker's tools). Using those tools, you can spend 1 hour and 10 gp 

worth of materials to construct a Tiny clockwork device (AC 5, 1 hp). The device ceases to function after 

24 hours, or when you use your action to dismantle it; at that time, you can reclaim the materials used to 

create it. You can have up to three such devices active at a time.

When you create a device, choose one of the following options.

Clockwork Toy. This toy is a clockwork animal or person, such as a frog, mouse, bird, or soldier. When 

placed on the ground, the toy moves 5 feet across the ground on each of your turns in a random direction. 

It makes noises as appropriate to the creature it represents.

Fire Starter. The device produces a miniature flame, which you can use to light a candle, torch, or 

campfire. Using the device requires your action.

Music Box. When opened, this music box plays a single song at a moderate volume. The box stops playing 

when it reaches the song's end or when it is closed.
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Inventory

Count Name Cost Weight Properties

A Large Tome1 5

Bastian's Spellbook1 0

Dragon Scale Mail1 45

Owl Freather1 0

Pearl (100gp)1 0

Potion of Healing0 0

Scroll of Melf"s Minute Meteor1 0

Adventuring Gear

Backpack (Empty)1 52 gp

Bag (Sand)1 0.051 gp

Book1 525 gp

A book might contain poetry, historical accounts, information pertaining to a particular field of lore, diagrams and notes on 

gnomish contraptions, or just about anything else that can be represented using text or pictures. A book of spells is a spellbook (des

cribed later in this section).

Ink (1-ounce Bottle)1 0.0610 gp

Ink Pen1 0.022 cp

Knife (Small)1 0.251 gp

Parchment (One Sheet)10 0.021 sp

Reliquary1 25 gp

A holy symbol is a representation of a god or pantheon. It might be an amulet depicting a symbol representing a deity, the same 

symbol carefully engraved or inlaid as an emblem on a shield, or a tiny box holding a fragment of a sacred relic. The Player's 

Handbook lists many gods in the multiverse and their typical symbols. A cleric or paladin can use a holy symbol as a spellcasting 

focus, as described in chapter To use the symbol in this way, the caster must hold it in hand, wear it visibly, or bear it on a shield.

A holy symbol is a representation of a god or pantheon. It might be an amulet depicting a symbol representing a deity, the same 

symbol carefully engraved or inlaid as an emblem on a shield, or a tiny box holding a fragment of a sacred rite. Appendix B lists the 

symbols commonly associated with many gods in the multiverse. A cleric or paladin can use a holy symbol as a spell casing focus, as 

described in Part 3: The Rules of Magic. To use the symbol in this way, the caster must hold it in hand, wear it visibly, or bear it on a 

shield.

Wand1 110 gp

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.

Armor

Leather1 1010 gp

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.

The breastplate and shoulder protectors of this armor are made of leather that has been stiffened by being boiled in oil. The rest of 

the armor is made of softer and more flexible materials.

Scale Mail1 4550 gp

Medium armor offers more protection than light armor, but it also impairs movement more. If you wear medium armor, you add your 

Dexterity modifier, to a maximum of +2, to the base number from your armor type to determine your Armor Class.

This armor consists of a coat and leggings (and perhaps a separate skirt) of leather covered with overlapping pieces of metal, much 

like the scales of a fish. The suit includes gauntlets.

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.

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.

Potion of Superior Healing0 0rare

You regain 8d4 + 8 hit points when you drink this potion. The potion's red liquid glimmers when agitated.

Potion Notes

Drinking or administering a potion takes an action.

Rod

Tentacled Rod of Fish Command1 4uncommon (requires attunement) Thrown (range 20/60), versatile (1d8), magic
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This rod has 3 charges. While you carry it, you can use an action and expend 1 charge to cast dominate beast (save DC 15) from it 

on a beast that has an innate swimming speed. The trident regains 1d3 expended charges daily at dawn.

Wand

Wand of Magic Missiles1 1101 - 500 gp Magic

Description

This wand has 7 charges. While holding it, you can use an action to expend 1 or more of its charges to cast the magic missile spell 

from it. For 1 charge, you cast the 1st-level version of the spell. You can increase the spell slot level by one for each additional 

charge you expend.

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 ashes 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

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

Mace1 45 gp -

Wondrous Item

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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