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on that point become thick and overgrown. A crea-
ture moving through that area must spend 4 feet of
movement for every 1 foot it moves. You can exclude
one or more areas of any size within the spell’s area
from being affected.

Enrichment. All plants in a half-mile radius cen-
tered on a point within range become enriched for
365 days. The plants yield twice the normal amount
of food when harvested. They can benefit from only
one Plant Growth per year.

Po1soN Spray
Necromancy Cantrip (Druid, Sorcerer, Warlock,
Wizard)

Casting Time: Action
Range: 30 feet
Components: V, S
Duration: Instantaneous

You spray toxic mist at a creature within range.
Make a ranged spell attack against the target. On a
hit, the target takes 1d12 Poison damage.

Cantrip Upgrade. The damage increases by 1d12
when you reach levels 5 (2d12), 11 (3d12), and 17
(4d12).

POLYMORPH
Level 4 Transmutation (Bard, Druid, Sorcerer, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S, M (a caterpillar cocoon)
Duration: Concentration, up to 1 hour

You attempt to transform a creature that you can
see within range into a Beast. The target must suc-
ceed on a Wisdom saving throw or shape-shift into
a Beast form for the duration. That form can be any
Beast you choose that has a Challenge Rating equal
to or less than the target's (or the target's level if

it doesn't have a Challenge Rating). The target's
game statistics are replaced by the stat block of the
chosen Beast, but the target retains its alignment,
personality, creature type, Hit Points, and Hit Point
Dice. See appendix B for a sample of Beast stat
blocks.

The target gains a number of Temporary Hit
Points equal to the Hit Points of the Beast form. The
spell ends early on the target if it has no Temporary
Hit Points left.

The target is limited in the actions it can perform
by the anatomy of its new form, and it can't speak
or cast spells.

The target's gear melds into the new form. The
creature can't use or otherwise benefit from any of
that equipment.
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POWER WORD FORTIFY
Level 7 Enchantment (Bard, Cleric)

Casting Time: Action
Range: 60 feet
Component: V

Duration: Instantaneous

You fortify up to six creatures you can see within
range. The spell bestows 120 Temporary Hit Points,
which you divide among the spell’s recipients.

Power WorD HEAL
Level 9 Enchantment (Bard, Cleric)

Casting Time: Action
Range: 60 feet
Component: V

Duration: Instantaneous

A wave of healing energy washes over one creature
you can see within range. The target regains all its
Hit Points. If the creature has the Charmed, Fright-
ened, Paralyzed, Poisoned, or Stunned condition,
the condition ends. If the creature has the Prone
condition, it can use its Reaction to stand up.

Power WORD KiILL
Level 9 Enchantment (Bard, Sorcerer, Warlock, Wizard)

Casting Time: Action
Range: 60 feet
Component: V
Duration: Instantaneous

You compel one creature you can see within range
to die. If the target has 100 Hit Points or fewer, it
dies. Otherwise, it takes 12d12 Psychic damage.

PowER WoRD STUN
Level 8 Enchantment (Bard, Sorcerer, Warlock, Wizard)

Casting Time: Action
Range: 60 feet
Components: V
Duration: Instantaneous

You overwhelm the mind of one creature you can
see within range. If the target has 150 Hit Points or
fewer, it has the Stunned condition. Otherwise, its
Speed is O until the start of your next turn.

The Stunned target makes a Constitution saving
throw at the end of each of its turns, ending the
condition on itself on a success.



PRAYER OF HEALING
Level 2 Abjuration (Cleric, Paladin)

Casting Time: 10 minutes
Range: 30 feet
Components: V
Duration: Instantaneous

Up to five creatures of your choice who remain
within range for the spell’s entire casting gain the
benefits of a Short Rest and also regain 2d8 Hit
Points. A creature can't be affected by this spell
again until that creature finishes a Long Rest.
Using a Higher-Level Spell Slot. The healing in-
creases by 1d8 for each spell slot level above 2.

PRESTIDIGITATION

Transmutation Cantrip (Bard, Sorcerer, Warlock,
Wizard)

Casting Time: Action
Range: 10 feet
Components: V, S
Duration: Up to 1 hour

A DWARF HAD AN UNFORTUNATE ENCOUNTER

WITH THE INDIGO RAY OF PRIsSMATIC SPRAY

PRISMATIC RAYS

You create a magical effect within range. Choose
the effect from the options below. If you cast this
spell multiple times, you can have up to three of its
non-instantaneous effects active at a time.

|

Sensory Effect. You create an instantaneous, 2
harmless sensory effect, such as a shower of sparks,
a puff of wind, faint musical notes, or an odd odor. 3

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

Clean or Soil. You instantaneously clean or soil an 4
object no larger than 1 cubic foot.
Minor Sensation. You chill, warm, or flavor up to 1 5

cubic foot of nonliving material for 1 hour.
Magic Mark. You make a color, a small mark, or a
symbol appear on an object or a surface for 1 hour.
Minor Creation. You create a nonmagical trinket
or an illusory image that can fit in your hand. It
lasts until the end of your next turn. A trinket can
deal no damage and has no monetary worth.

PRISMATIC SPRAY
Level 7 Evocation (Bard, Sorcerer, Wizard)

Casting Time: Action 7
Range: Self

Components: V, S

Duration: Instantaneous

Eight rays of light flash from you in a 60-foot Cone.

Each creature in the Cone makes a Dexterity saving

throw. For each target, roll 1d8 to determine which 8
color ray affects it, consulting the Prismatic Rays

table.

1d8 Ray

Red. Failed Save: 12d6 Fire damage. Successful
Save: Half as much damage.

Orange. Failed Save: 12d6 Acid damage. Suc-
cessful Save: Half as much damage.

Yellow. Failed Save: 12d6 Lightning damage.
Successful Save: Half as much damage.
Green. Failed Save: 12d6 Poison damage. Suc-
cessful Save: Half as much damage.

Blue. Failed Save: 12d6 Cold damage. Success-
ful Save: Half as much damage.

Indigo. Failed Save: The target has the Re-
strained condition and makes a Constitution
saving throw at the end of each of its turns. If
it successfully saves three times, the condition
ends. If it fails three times, it has the Petrified
condition until it is freed by an effect like the
Greater Restoration spell. The successes and
failures needn’t be consecutive; keep track of
both until the target collects three of a kind.

Violet. Failed Save: The target has the Blinded
condition and makes a Wisdom saving throw
at the start of your next turn. On a successful
save, the condition ends. On a failed save, the
condition ends, and the creature teleports to
another plane of existence (DM'’s choice).

Special. The target is struck by two rays. Roll
twice, rerolling any 8.
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PrisMATIC WALL
Level 9 Abjuration (Bard, Wizard)

Casting Time: Action
Range: 60 feet
Components: V, S
Duration: 10 minutes

A shimmering, multicolored plane of light forms

a vertical opaque wall—up to 90 feet long, 30 feet
high, and 1 inch thick—centered on a point within
range. Alternatively, you shape the wall into a globe
up to 30 feet in diameter centered on a point within
range. The wall lasts for the duration. If you posi-
tion the wall in a space occupied by a creature, the
spell ends instantly without effect.

The wall sheds Bright Light within 100 feet and
Dim Light for an additional 100 feet. You and crea-
tures you designate when you cast the spell can
pass through and be near the wall without harm. If
another creature that can see the wall moves within
20 feet of it or starts its turn there, the creature
must succeed on a Constitution saving throw or
have the Blinded condition for 1 minute.

The wall consists of seven layers, each with a
different color. When a creature reaches into or
passes through the wall, it does so one layer at a
time through all the layers. Each layer forces the
creature to make a Dexterity saving throw or be af-
fected by that layer’s properties as described in the
Prismatic Layers table.

The wall, which has AC 10, can be destroyed one
layer at a time, in order from red to violet, by means
specific to each layer. If a layer is destroyed, it is
gone for the duration. Antimagic Field has no effect
on the wall, and Dispel Magic can affect only the vio-
let layer.

Probpuck FLAME
Conjuration Cantrip (Druid)

Casting Time: Bonus Action
Range: Self

Components: V, S
Duration: 10 minutes

A flickering flame appears in your hand and remains
there for the duration. While there, the flame emits
no heat and ignites nothing, and it sheds Bright
Light in a 20-foot radius and Dim Light for an addi-
tional 20 feet. The spell ends if you cast it again.

Until the spell ends, you can take a Magic action
to hurl fire at a creature or an object within 60 feet
of you. Make a ranged spell attack. On a hit, the tar-
get takes 1d8 Fire damage.

Cantrip Upgrade. The damage increases by 1d8
when you reach levels 5 (2d8), 11 (3d8), and 17 (4d8).
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PrRiISMATIC LAYERS
Order Effects

1

Red. Failed Save: 12d6 Fire damage. Success-
ful Save: Half as much damage. Additional
Effects: Nonmagical ranged attacks can’t
pass through this layer, which is destroyed if
it takes at least 25 Cold damage.

Orange. Failed Save: 12d6 Acid damage.
Successful Save: Half as much damage. Ad-
ditional Effects: Magical ranged attacks can't
pass through this layer, which is destroyed
by a strong wind (such as the one created by
Gust of Wind).

Yellow. Failed Save: 12d6 Lightning damage.
Successful Save: Half as much damage. Addi-
tional Effects: The layer is destroyed if it takes
at least 60 Force damage.

Green. Failed Save: 12d6 Poison damage.
Successful Save: Half as much damage. Ad-
ditional Effects: A Passwall spell, or another
spell of equal or greater level that can open a
portal on a solid surface, destroys this layer.

Blue. Failed Save: 12d6 Cold damage. Suc-
cessful Save: Half as much damage. Addi-
tional Effects: The layer is destroyed if it takes
at least 25 Fire damage.

Indigo. Failed Save: The target has the Re-
strained condition and makes a Constitu-
tion saving throw at the end of each of its
turns. If it successfully saves three times,
the condition ends. If it fails three times, it
has the Petrified condition until it is freed by
an effect like the Greater Restoration spell.
The successes and failures needn't be con-
secutive; keep track of both until the target
collects three of a kind. Additional Effects:
Spells can't be cast through this layer, which
is destroyed by Bright Light shed by the Day-
light spell.

Violet. Failed Save: The target has the
Blinded condition and makes a Wisdom sav-
ing throw at the start of your next turn. On

a successful save, the condition ends. On a
failed save, the condition ends, and the crea-
ture teleports to another plane of existence
(DM'’s choice). Additional Effects: This layer
is destroyed by Dispel Magic.



A SPELLCASTER COULD USE
ProGRAMMED ILLUSION TO CAUSE A
WATCHDOG TO APPEAR AND KINDLY

ASK INTRUDERS TO LEAVE.

PROGRAMMED ILLUSION
Level 6 Illusion (Bard, Wizard)

Casting Time: Action

Range: 120 feet

Components: V, S, M (jade dust worth 25+ GP)
Duration: Until dispelled

You create an illusion of an object, a creature, or
some other visible phenomenon within range that
activates when a specific trigger occurs. The illusion
is imperceptible until then. It must be no larger than
a 30-foot Cube, and you decide when you cast the
spell how the illusion behaves and what sounds it
makes. This scripted performance can last up to 5
minutes.

When the trigger you specify occurs, the illusion
springs into existence and performs in the manner
you described. Once the illusion finishes perform-
ing, it disappears and remains dormant for 10 min-
utes, after which the illusion can be activated again.

The trigger can be as general or as detailed as you
like, though it must be based on visual or audible
phenomena that occur within 30 feet of the area.
For example, you could create an illusion of yourself
to appear and warn off others who attempt to open
a trapped door.

Physical interaction with the image reveals it to be
illusory, since things can pass through it. A creature
that takes the Study action to examine the image
can determine that it is an illusion with a successful
Intelligence (Investigation) check against your spell
save DC. If a creature discerns the illusion for what
it is, the creature can see through the image, and
any noise it makes sounds hollow to the creature.

PrOJECT IMAGE
Level 7 Illusion (Bard, Wizard)

Casting Time: Action

Range: 500 miles

Components: V, S, M (a statuette of yourself worth
5+ GP)

Duration: Concentration, up to 1 day

You create an illusory copy of yourself that lasts for
the duration. The copy can appear at any location
within range that you have seen before, regardless
of intervening obstacles. The illusion looks and
sounds like you, but it is intangible. If the illusion
takes any damage, it disappears, and the spell ends.
You can see through the illusion’s eyes and hear
through its ears as if you were in its space. As a
Magic action, you can move it up to 60 feet and
make it gesture, speak, and behave in whatever way
you choose. It mimics your mannerisms perfectly.
Physical interaction with the image reveals it to be
illusory, since things can pass through it. A creature
that takes the Study action to examine the image
can determine that it is an illusion with a successful
Intelligence (Investigation) check against your spell
save DC. If a creature discerns the illusion for what
it is, the creature can see through the image, and
any noise it makes sounds hollow to the creature.

PROTECTION FROM ENERGY

Level 3 Abjuration (Cleric, Druid, Ranger, Sorcerer,
Wizard)

Casting Time: Action

Range: Touch

Components: V, S

Duration: Concentration, up to 1 hour

For the duration, the willing creature you touch has
Resistance to one damage type of your choice: Acid,
Cold, Fire, Lightning, or Thunder.

PROTECTION FROM EviL AND GOOD
Level 1 Abjuration (Cleric, Druid, Paladin, Warlock,
Wizard)

Casting Time: Action

Range: Touch

Components: V, S, M (a flask of Holy Water worth 25+
GP, which the spell consumes)

Duration: Concentration up to 10 minutes

Until the spell ends, one willing creature you touch
is protected against creatures that are Aberrations,
Celestials, Elementals, Fey, Fiends, or Undead.

The protection grants several benefits. Creatures
of those types have Disadvantage on attack rolls
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against the target. The target also can't be pos-
sessed by or gain the Charmed or Frightened condi-
tions from them. If the target is already possessed,
Charmed, or Frightened by such a creature, the tar-
get has Advantage on any new saving throw against
the relevant effect.

PROTECTION FROM POISON
Level 2 Abjuration (Cleric, Druid, Paladin, Ranger)

Casting Time: Action
Range: Touch
Components: V, S
Duration: 1 hour

You touch a creature and end the Poisoned condi-
tion on it. For the duration, the target has Advan-
tage on saving throws to avoid or end the Poisoned
condition, and it has Resistance to Poison damage.

Puriry FooDp AND DRINK
Level 1 Transmutation (Cleric, Druid, Paladin)

Casting Time: Action or Ritual
Range: 10 feet

Components: V, S

Duration: Instantaneous

You remove poison and rot from nonmagical food
and drink in a 5-foot-radius Sphere centered on a
point within range.
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RAISE DEAD
Level 5 Necromancy (Bard, Cleric, Paladin)

Casting Time: 1 hour

Range: Touch

Components: V, S, M (a diamond worth 500+ GP,
which the spell consumes)

Duration: Instantaneous

With a touch, you revive a dead creature if it has
been dead no longer than 10 days and it wasn't Un-
dead when it died.

The creature returns to life with 1 Hit Point, This
spell also neutralizes any poisons that affected the
creature at the time of death.

This spell closes all mortal wounds, but it doesn’t
restore missing body parts. If the creature is lacking
body parts or organs integral for its survival—its
head, for instance—the spell automatically fails.

Coming back from the dead is an ordeal. The tar-
get takes a -4 penalty to D20 Tests. Every time the
target finishes a Long Rest, the penalty is reduced
by 1 until it becomes 0.



RARY'S TELEPATHIC BOND
Level 5 Divination (Bard, Wizard)

Casting Time: Action or Ritual
Range: 30 feet

Components: V, S, M (two eggs)
Duration: 1 hour

You forge a telepathic link among up to eight willing
creatures of your choice within range, psychically
linking each creature to all the others for the dura-
tion. Creatures that can't communicate in any lan-
guages aren't affected by this spell.

Until the spell ends, the targets can communicate
telepathically through the bond whether or not they
share a language. The communication is possible
over any distance, though it can't extend to other
planes of existence.

RAY OF ENFEEBLEMENT
Level 2 Necromancy (Warlock, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S

Duration: Concentration, up to 1 minute

A beam of enervating energy shoots from you
toward a creature within range. The target must
make a Constitution saving throw. On a successful
save, the target has Disadvantage on the next attack
roll it makes until the start of your next turn.

On a failed save, the target has Disadvantage on
Strength-based D20 Tests for the duration. During
that time, it also subtracts 1d8 from all its damage
rolls. The target repeats the save at the end of each
of its turns, ending the spell on a success.

RAY OF FROST
Evocation Cantrip (Sorcerer, Wizard)

Casting Time: Action
Range: 60 feet
Components: V, S
Duration: Instantaneous

A frigid beam of blue-white light streaks toward a
creature within range. Make a ranged spell attack
against the target. On a hit, it takes 1d8 Cold dam-
age, and its Speed is reduced by 10 feet until the
start of your next turn.

Cantrip Upgrade. The damage increases by 1d8
when you reach levels 5 (2d8), 11 (3d8), and 17 (4d8).

RAY OF SICKNESS
Level 1 Necromancy (Sorcerer, Wizard)

Casting Time: Action
Range: 60 feet
Components: V, S
Duration: Instantaneous

You shoot a greenish ray at a creature within range.
Make a ranged spell attack against the target. On a
hit, the target takes 2d8 Poison damage and has the
Poisoned condition until the end of your next turn.
Using a Higher-Level Spell Slot. The damage in-
creases by 1d8 for each spell slot level above 1.

REGENERATE
Level 7 Transmutation (Bard, Cleric, Druid)

Casting Time: 1 minute

Range: Touch

Components: V, S, M (a prayer wheel)
Duration: 1 hour

A creature you touch regains 4d8 + 15 Hit Points.
For the duration, the target regains 1 Hit Point at
the start of each of its turns, and any severed body
parts regrow after 2 minutes.

REINCARNATE
Level 5 Necromancy (Druid)

Casting Time: 1 hour

Range: Touch

Components: V, S, M (rare oils worth 1,000+ GP,
which the spell consumes)

Duration: Instantaneous

You touch a dead Humanoid or a piece of one. If
the creature has been dead no longer than 10 days,
the spell forms a new body for it and calls the soul
to enter that body. Roll 1d10 and consult the table
below to determine the body's species, or the DM
chooses another playable species.

1d10  Species 1d10  Species
1 Aasimar 6 Goliath
2 Dragonborn 7 Halfling
3 Dwarf 8 Human
4 EIf 9 Orc
5 Gnome 10 Tiefling

The reincarnated creature makes any choices that
a species’ description offers, and the creature recalls
its former life. It retains the capabilities it had in its
original form, except it loses the traits of its previ-
ous species and gains the traits of its new one.
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REMOVE CURSE
Level 3 Abjuration (Cleric, Paladin, Warlock, Wizard)

Casting Time: Action
Range: Touch
Components: V, S
Duration: Instantaneous

At your touch, all curses affecting one creature
or object end. If the object is a cursed magic item,
its curse remains, but the spell breaks its owner's
Attunement to the object so it can be removed or
discarded.

RESISTANCE
Abjuration Cantrip (Cleric, Druid)

Casting Time: Action

Range: Touch

Component: V, S

Duration: Concentration, up to 1 minute

You touch a willing creature and choose a damage
type: Acid, Bludgeoning, Cold, Fire, Lightning, Ne-
crotic, Piercing, Poison, Radiant, Slashing, or Thun-
der. When the creature takes damage of the chosen
type before the spell ends, the creature reduces the
total damage taken by 1d4. A creature can benefit
from this spell only once per turn.

RESURRECTION
Level 7 Necromancy (Bard, Cleric)

Casting Time: 1 hour

Range: Touch

Components: V, S, M (a diamond worth 1,000+ GP,
which the spell consumes)

Duration: Instantaneous

With a touch, you revive a dead creature that has
been dead for no more than a century, didn't die of
old age, and wasn't Undead when it died.

The creature returns to life with all its Hit Points.
This spell also neutralizes any poisons that affected
the creature at the time of death. This spell closes
all mortal wounds and restores any missing body
parts.

Coming back from the dead is an ordeal. The tar-
get takes a -4 penalty to D20 Tests. Every time the
target finishes a Long Rest, the penalty is reduced
by 1 until it becomes 0.

Casting this spell to revive a creature that has
been dead for 365 days or longer taxes you. Until
you finish a Long Rest, you can't cast spells again,
and you have Disadvantage on D20 Tests.
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REVERSE GRAVITY
Level 7 Transmutation (Druid, Sorcerer, Wizard)

Casting Time: Action

Range: 100 feet

Components: V, S, M (a lodestone and iron filings)
Duration: Concentration, up to 1 minute

This spell reverses gravity in a 50-foot-radius, 100-
foot high Cylinder centered on a point within range.
All creatures and objects in that area that aren't
anchored to the ground fall upward and reach the
top of the Cylinder. A creature can make a Dexter-
ity saving throw to grab a fixed object it can reach,
thus avoiding the fall upward.

If a ceiling or an anchored object is encountered
in this upward fall, creatures and objects strike it
just as they would during a downward fall. If an af-
fected creature or object reaches the Cylinder's top
without striking anything, it hovers there for the
duration. When the spell ends, affected objects and
creatures fall downward.

REVIVIFY
Level 3 Necromancy (Cleric, Druid, Paladin, Ranger)

Casting Time: Action

Range: Touch

Components: V, S, M (a diamond worth 300+ GP,
which the spell consumes)

Duration: Instantaneous

You touch a creature that has died within the last
minute. That creature revives with 1 Hit Point. This
spell can't revive a creature that has died of old age,
nor does it restore any missing body parts.

Rore TrICK
Level 2 Transmutation (Wizard)

Casting Time: Action

Range: Touch

Components: V, S, M (a segment of rope)
Duration: 1 hour

You touch a rope. One end of it hovers upward until
the rope hangs perpendicular to the ground or the
rope reaches a ceiling. At the rope’s upper end, an
Invisible 3-foot-by-5-foot portal opens to an extra-
dimensional space that lasts until the spell ends.
That space can be reached by climbing the rope,
which can be pulled into or dropped out of it.

The space can hold up to eight Medium or smaller
creatures. Attacks, spells, and other effects can’t
pass into or out of the space, but creatures inside
it can see through the portal. Anything inside the
space drops out when the spell ends.



SACRED FLAME
Evocation Cantrip (Cleric)

Casting Time: Action
Range: 60 feet
Components: V, S
Duration: Instantaneous

Flame-like radiance descends on a creature that you
can see within range. The target must succeed on
a Dexterity saving throw or take 1d8 Radiant dam-
age. The target gains no benefit from Half Cover or
Three-Quarters Cover for this save.

Cantrip Upgrade. The damage increases by 1d8
when you reach levels 5 (2d8), 11 (3d8), and 17 (4d8).

SANCTUARY
Level 1 Abjuration (Cleric)

Casting Time: Bonus Action

Range: 30 feet

Components: V, S, M (a shard of glass from a mirror)
Duration: 1 minute

You ward a creature within range. Until the spell
ends, any creature who targets the warded creature
with an attack roll or a damaging spell must succeed
on a Wisdom saving throw or either choose a new
target or lose the attack or spell. This spell doesn't
protect the warded creature from areas of effect.
The spell ends if the warded creature makes an at-
tack roll, casts a spell, or deals damage.

THE SCRYING SPELL HELPS A GNOME BARD KEEP IN TOUCH

WITH FRIENDS AND FAMILY AROUND THE WORLD

I

SCORCHING RAY
Level 2 Evocation (Sorcerer, Wizard)

Casting Time: Action
Range: 120 feet
Components: V, S
Duration: Instantaneous

You hurl three fiery rays. You can hurl them at one
target within range or at several. Make a ranged
spell attack for each ray. On a hit, the target takes
2d6 Fire damage.

Using a Higher-Level Spell Slot. You create one ad-
ditional ray for each spell slot level above 2.

SCRYING

Level 5 Divination (Bard, Cleric, Druid, Warlock,
Wizard)

Casting Time: 10 minutes

Range: Self

Components: V, S, M (a focus worth 1,000+ GP, such
as a crystal ball, mirror, or water-filled font)
Duration: Concentration, up to 10 minutes

You can see and hear a creature you choose that is
on the same plane of existence as you. The target
makes a Wisdom saving throw, which is modified
(see the tables below) by how well you know the
target and the sort of physical connection you have
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to it. The target doesn’t know what it is making the
save against, only that it feels uneasy.

Your Knowledge of the Target Is ... ~ Save Modifier

Secondhand (heard of the target) +5
Firsthand (met the target) +0
Extensive (know the target well) -5
You Have the Target's ... Save Modifier
Picture or other likeness -2
Garment or other possession -4
Body part, lock of hair, or bit of nail -10

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

On a failed save, the spell creates an Invisible,
intangible 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. If something
can see the sensor, it appears as a luminous orb
about the size of your fist.

Instead of targeting a creature, you can target a
location you have seen. When you do so, the sensor
appears at that location and doesn’t move.

SEARING SMITE
Level 1 Evocation (Paladin)

Casting Time: Bonus Action, which you take immedi-
ately after hitting a target with a Melee weapon or
an Unarmed Strike

Range: Self

Component: V

Duration: 1 minute

As you hit the target, it takes an extra 1d6 Fire dam-
age from the attack. At the start of each of its turns
until the spell ends, the target takes 1d6 Fire dam-
age and then makes a Constitution saving throw.
On a failed save, the spell continues. On a successful
save, the spell ends.

Using a Higher-Level Spell Slot. All the damage in-
creases by 1d6 for each spell slot level above 1.

SEE INVISIBILITY
Level 2 Divination (Bard, Sorcerer, Wizard)

Casting Time: Action

Range: Self

Components: V, S, M (a pinch of talc)
Duration: 1 hour

For the duration, you see creatures and objects that
have the Invisible condition as if they were visible,
and you can see into the Ethereal Plane. Creatures
and objects there appear ghostly.
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SEEMING
Level 5 Illusion (Bard, Sorcerer, Wizard)

Casting Time: Action
Range: 30 feet
Components: V, S
Duration: 8 hours

You give an illusory appearance to each creature of
your choice that you can see within range. An un-
willing target can make a Charisma saving throw,
and if it succeeds, it is unaffected by this spell.

You can give the same appearance or different
ones to the targets. The spell can change the ap-
pearance of the targets’ bodies and equipment. You
can make each creature seem 1 foot shorter or taller
and appear heavier or lighter. A target's new ap-
pearance must have the same basic arrangement of
limbs as the target, but the extent of the illusion is
otherwise up to you. The spell lasts for the duration.

The changes wrought by this spell fail to hold up
to physical inspection. For example, if you use this
spell to add a hat to a creature’s outfit, objects pass
through the hat.

A creature that takes the Study action to examine
a target can make an Intelligence (Investigation)
check against your spell save DC. If it succeeds, it
becomes aware that the target is disguised.

SENDING
Level 3 Divination (Bard, Cleric, Wizard)

Casting Time: Action

Range: Unlimited

Components: V, S, M (a copper wire)
Duration: Instantaneous

You send a short message of 25 words or fewer to
a creature you have met or a creature described to
you by someone who has met it. The target hears
the message in its mind, recognizes you as the
sender if it knows you, and can answer in a like
manner immediately. The spell enables targets to
understand the meaning of your message.

You can send the message across any distance and
even to other planes of existence, but if the target
is on a different plane than you, there is a 5 percent
chance that the message doesn’t arrive. You know if
the delivery fails.

Upon receiving your message, a creature can
block your ability to reach it again with this spell
for 8 hours. If you try to send another message
during that time, you learn that you are blocked,
and the spell fails.
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A BEHOLDER AND A BEHIR DURING A MAGICAL DUEL

%

SEQUESTER
Level 7 Transmutation (Wizard)

Casting Time: Action

Range: Touch

Components: V, S, M (gem dust worth 5,000+ GP,
which the spell consumes)

Duration: Until dispelled

With a touch, you magically sequester an object or a
willing creature. For the duration, the target has the
Invisible condition and can't be targeted by Divina-
tion spells, detected by magic, or viewed remotely
with magic.

If the target is a creature, it enters a state of sus-
pended animation; it has the Unconscious condition,
doesn't age, and doesn’t need food, water, or air.

You can set a condition for the spell to end early.
The condition can be anything you choose, but it
must occur or be visible within 1 mile of the target.
Examples include “after 1,000 years"” or “when the
tarrasque awakens.” This spell also ends if the tar-
get takes any damage.

SHAPECHANGE
Level 9 Transmutation (Druid, Wizard)

Casting Time: Action

Range: Self

Components: V, S, M (a jade circlet worth 1,500+ GP)
Duration: Concentration, up to 1 hour

You shape-shift into another creature for the dura-
tion or until you take a Magic action to shape-shift
into a different eligible form. The new form must be
of a creature that has a Challenge Rating no higher
than your level or Challenge Rating. You must have
seen the sort of creature before, and it can’t be a
Construct or an Undead.

When you shape-shift, you gain a number of
Temporary Hit Points equal to the Hit Points of the
form. The spell ends early if you have no Temporary
Hit Points left.

Your game statistics are replaced by the stat block
of the chosen form, but you retain your creature
type; alignment; personality; Intelligence, Wisdom,
and Charisma scores; Hit Points; Hit Point Dice;
proficiencies; and ability to communicate. If you
have the Spellcasting feature, you retain it too.

Upon shape-shifting, you determine whether your
equipment drops to the ground or changes in size
and shape to fit the new form while you're in it.
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SHATTER
Level 2 Evocation (Bard, Sorcerer, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S, M (a chip of mica)
Duration: Instantaneous

A loud noise erupts from a point of your choice
within range. Each creature in a 10-foot-radius
Sphere centered there makes a Constitution saving
throw, taking 3d8 Thunder damage on a failed save
or half as much damage on a successful one. A Con-
struct has Disadvantage on the save.

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

Using a Higher-Level Spell Slot. The damage in-
creases by 1d8 for each spell slot level above 2.

SHIELD
Level 1 Abjuration (Sorcerer, Wizard)

Casting Time: Reaction, which you take when you are
hit by an attack roll or targeted by the Magic Missile
spell

Range: Self

Components: V, S

Duration: 1 round

An imperceptible barrier of magical force 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.

SHIELD OF FAITH
Level 1 Abjuration (Cleric, Paladin)

Casting Time: Bonus Action

Range: 60 feet

Components: V, S, M (a prayer scroll)
Duration: Concentration, up to 10 minutes

A shimmering field surrounds a creature of your
choice within range, granting it a +2 bonus to AC
for the duration.

SHILLELAGH
Transmutation Cantrip (Druid)

Casting Time: Bonus Action
Range: Self

Components: V, S, M (mistletoe)
Duration: 1 minute

A Club or Quarterstaff you are holding is imbued
with nature's power. For the duration, you can use
your spellcasting ability instead of Strength for the
attack and damage rolls of melee attacks using that
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weapon, and the weapon's damage die becomes a d8.
If the attack deals damage, it can be Force damage
or the weapon'’s normal damage type (your choice).
The spell ends early if you cast it again or if you
let go of the weapon.
Cantrip Upgrade. The damage die changes when
you reach levels 5 (d10), 11 (d12), and 17 (2d6).

SHINING SMITE
Level 2 Transmutation (Paladin)

Casting Time: Bonus Action, which you take immedi-
ately after hitting a creature with a Melee weapon or
an Unarmed Strike

Range: Self

Component: V

Duration: Concentration, up to 1 minute

The target hit by the strike takes an extra 2d6 Radi-
ant damage from the attack. Until the spell ends, the
target sheds Bright Light in a 5-foot radius, attack
rolls against it have Advantage, and it can’t benefit
from the Invisible condition.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d6 for each spell slot level above 2.

SHOCKING GRASP
Evocation Cantrip (Sorcerer, Wizard)

Casting Time: Action
Range: Touch
Components: V, S
Duration: Instantaneous

Lightning springs from you to a creature that you
try to touch. Make a melee spell attack against the
target. On a hit, the target takes 1d8 Lightning dam-
age, and it can’t make Opportunity Attacks until the
start of its next turn.

Cantrip Upgrade. The damage increases by 1d8
when you reach levels 5 (2d8), 11 (3d8), and 17 (4d8).

SILENCGE
Level 2 Illusion (Bard, Cleric, Ranger)

Casting Time: Action or Ritual

Range: 120 feet

Components: V, S

Duration: Concentration, up to 10 minutes

For the duration, no sound can be created within
or pass through a 20-foot-radius Sphere centered
on a point you choose within range. Any creature
or object entirely inside the Sphere has Immunity
to Thunder damage, and creatures have the Deaf-
ened condition while entirely inside it. Casting a
spell that includes a Verbal component is impossible
there.



=

SILENT IMAGE CAN
CONCOCT ILLUSIONS
OF THE MUNDANE
AND THE WHIMSICAL,

SILENT IMAGE
Level 1 Illusion (Bard, Sorcerer, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S, M (a bit of fleece)
Duration: Concentration, up to 10 minutes

You create the image of an object, a creature, or
some other visible phenomenon that is no larger
than a 15-foot Cube. The image appears at a spot
within range and lasts for the duration. The image is
purely visual; it isn’t accompanied by sound, smell,
or other sensory effects.

As a Magic action, you can cause the image
to move to any spot within range. As the image
changes location, you can alter its appearance so
that its movements appear natural for the image.
For example, if you create an image of a creature
and move it, you can alter the image so that it ap-
pears to be walking.

Physical interaction with the image reveals it to be
an illusion, since things can pass through it. A crea-
ture that takes a Study action to examine the image
can determine that it is an illusion with a successful
Intelligence (Investigation) check against your spell
save DC. If a creature discerns the illusion for what
it is, the creature can see through the image.

SIMULACRUM
Level 7 lllusion (Wizard)

Casting Time: 12 hours

Range: Touch

Components: V, S, M (powdered ruby worth 1,500+
GP, which the spell consumes)

Duration: Until dispelled

You create a simulacrum of one Beast or Humanoid
that is within 10 feet of you for the entire casting
of the spell. You finish the casting by touching both

the creature and a pile of ice or snow that is the
same size as that creature, and the pile turns into
the simulacrum, which is a creature. It uses the
game statistics of the original creature at the time
of casting, except it is a Construct, its Hit Point
maximum is half as much, and it can't cast this spell.

The simulacrum is Friendly to you and creatures
you designate. It obeys your commands and acts on
your turn in combat. The simulacrum can't gain lev-
els, and it can't take Short or Long Rests.

If the simulacrum takes damage, the only way
to restore its Hit Points is to repair it as you take a
Long Rest, during which you expend components
worth 100 GP per Hit Point restored. The simula-
crum must stay within 5 feet of you for the repair.

The simulacrum lasts until it drops to O Hit
Points, at which point it reverts to snow and melts
away. If you cast this spell again, any simulacrum
you created with this spell is instantly destroyed.

SLEEP
Level 1 Enchantment (Bard, Sorcerer, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S, M (a pinch of sand or rose petals)
Duration: Concentration, up to 1 minute

Each creature of your choice in a 5-foot-radius
Sphere centered on a point within range must suc-
ceed on a Wisdom saving throw or have the Inca-
pacitated condition until the end of its next turn,
at which point it must repeat the save. If the target
fails the second save, the target has the Unconscious
condition for the duration. The spell ends on a tar-
get if it takes damage or someone within 5 feet of it
takes an action to shake it out of the spell’s effect.
Creatures that don’t sleep, such as elves, or that
have Immunity to the Exhaustion condition auto-
matically succeed on saves against this spell.

SLEET STORM
Level 3 Conjuration (Druid, Sorcerer, Wizard)

Casting Time: Action

Range: 150 feet

Components: V, S, M (a miniature umbrella)
Duration: Concentration, up to 1 minute

Until the spell ends, sleet falls in a 40-foot-tall,
20-foot-radius Cylinder centered on a point you
choose within range. The area is Heavily Obscured,
and exposed flames in the area are doused.

Ground in the Cylinder is Difficult Terrain. When
a creature enters the Cylinder for the first time on
a turn or starts its turn there, it must succeed on a
Dexterity saving throw or have the Prone condition
and lose Concentration.
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SLow
Level 3 Transmutation (Bard, Sorcerer, Wizard)

Casting Time: Action

Range: 120 feet

Components: V, S, M (a drop of molasses)
Duration: Concentration, up to 1 minute

You alter time around up to six creatures of your
choice in a 40-foot Cube within range. Each target
must succeed on a Wisdom saving throw or be af-
fected by this spell for the duration.

An affected target’s Speed is halved, it takes a -2
penalty to AC and Dexterity saving throws, and it
can't take Reactions. On its turns, it can take either
an action or a Bonus Action, not both, and it can
make only one attack if it takes the Attack action.
If it casts a spell with a Somatic component, there is
a 25 percent chance the spell fails as a result of the
target making the spell’s gestures too slowly.

An affected target repeats the save at the end
of each of its turns, ending the spell on itself on a
success.

SORCEROUS BURST
Cantrip Evocation (Sorcerer)

Casting Time: Action
Range: 120 feet
Component: V, S
Duration: Instantaneous

You cast sorcerous energy at one creature or object
within range. Make a ranged attack roll against the
target. On a hit, the target takes 1d8 damage of a
type you choose: Acid, Cold, Fire, Lightning, Poison,
Psychic, or Thunder.

If you roll an 8 on a d8 for this spell, you can roll
another d8, and add it to the damage. When you
cast this spell, the maximum number of these d8s
you can add to the spell's damage equals your spell-
casting ability modifier.

Cantrip Upgrade. The damage increases by 1d8
when you reach levels 5 (2d8), 11 (3d8), and 17 (4d8).

SPARE THE DYING
Necromancy Cantrip (Cleric, Druid)

Casting Time: Action
Range: 15 feet
Components: V, S
Duration: Instantaneous

Choose a creature within range that has 0 Hit

Points and isn't dead. The creature becomes Stable.
Cantrip Upgrade. The range doubles when you

reach levels 5 (30 feet), 11 (60 feet), and 17 (120 feet).
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A wumaN DrRUID USES SPEAK

WITH ANIMALS TO CHAT WITH

HI5 BEST BEAR FRIEND

SPEAK WITH ANIMALS
Level 1 Divination (Bard, Druid, Ranger, Warlock)

Casting Time: Action or Ritual
Range: Self

Components: V, S

Duration: 10 minutes

For the duration, you can comprehend and verbally
communicate with Beasts, and you can use any of
the Influence action's skill options with them.

Most Beasts have little to say about topics that
don't pertain to survival or companionship, but at
minimum, a Beast can give you information about
nearby locations and monsters, including whatever
it has perceived within the past day.

SPEAK WITH DEAD
Level 3 Necromancy (Bard, Cleric, Wizard)

Casting Time: Action

Range: 10 feet

Components: V, S, M (burning incense)
Duration: 10 minutes

You grant the semblance of life to a corpse of your
choice within range, allowing it to answer ques-
tions you pose. The corpse must have a mouth, and
this spell fails if the deceased creature was Undead
when it died. The spell also fails if the corpse was
the target of this spell within the past 10 days.



Until the spell ends, you can ask the corpse up to
five questions. The corpse knows only what it knew
in life, including the languages it knew. Answers are
usually brief, cryptic, or repetitive, and the corpse
is under no compulsion to offer a truthful answer if
you are antagonistic toward it or it recognizes you
as an enemy. This spell doesn’t return the creature’s
soul to its body, only its animating spirit. Thus, the
corpse can't learn new information, doesn't compre-
hend anything that has happened since it died, and
can't speculate about future events.

SPEAK WITH PLANTS
Level 3 Transmutation (Bard, Druid, Ranger)

Casting Time: Action
Range: Self
Components: V, S
Duration: 10 minutes

You imbue plants in an immobile 30-foot Emana-
tion with limited sentience and animation, giving
them the ability to communicate with you and fol-
low your simple commands. You can question plants
about events in the spell's area within the past day,
gaining information about creatures that have
passed, weather, and other circumstances.

You can also turn Difficult Terrain caused by plant
growth (such as thickets and undergrowth) into
ordinary terrain that lasts for the duration. Or you
can turn ordinary terrain where plants are present
into Difficult Terrain that lasts for the duration.

The spell doesn’t enable plants to uproot them-
selves and move about, but they can move their
branches, tendrils, and stalks for you.

If a Plant creature is in the area, you can commu-
nicate with it as if you shared a common language.

SPIDER CLIMB
Level 2 Transmutation (Sorcerer, Warlock, Wizard)

Casting Time: Action

Range: Touch

Components: V, S, M (a drop of bitumen and a spider)
Duration: Concentration, up to 1 hour

Until the spell ends, one willing creature you touch
gains the ability to move up, down, and across
vertical surfaces and along ceilings, while leaving
its hands free. The target also gains a Climb Speed
equal to its Speed.

Using a Higher-Level Spell Slot. You can target one
additional creature for each spell slot level about 2.

SPIKE GROWTH
Level 2 Transmutation (Druid, Ranger)

Casting Time: Action

Range: 150 feet

Components: V, S, M (seven thorns)
Duration: Concentration, up to 10 minutes

The ground in a 20-foot-radius Sphere centered

on a point within range sprouts hard spikes and
thorns. The area becomes Difficult Terrain for the
duration. When a creature moves into or within the
area, it takes 2d4 Piercing damage for every 5 feet
it travels.

The transformation of the ground is camouflaged
to look natural. Any creature that can't see the area
when the spell is cast must take a Search action
and succeed on a Wisdom (Perception or Survival)
check against your spell save DC to recognize the
terrain as hazardous before entering it.

SPIRIT GUARDIANS
Level 3 Conjuration (Cleric)

Casting Time: Action

Range: Self

Components: V, S, M (a prayer scroll)
Duration: Concentration, up to 10 minutes

Protective spirits flit around you in a 15-foot Ema-
nation 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 crea-
tures to be unaffected by it. Any other creature’s
Speed is halved in the Emanation, and whenever the
Emanation enters a creature’s space and whenever
a creature enters the Emanation or ends its turn
there, the creature must make a Wisdom saving
throw. On a failed save, the creature takes 3d8 Ra-
diant 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. A
creature makes this save only once per turn.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d8 for each spell slot level above 3.

SPIRITUAL WEAPON
Level 2 Evocation (Cleric)

Casting Time: Bonus Action

Range: 60 feet

Components: V, S

Duration: Concentration, up to 1 minute

You create a floating, spectral force that resembles
a weapon of your choice and lasts for the duration.
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The force appears within range in a space of your
choice, and you can immediately make one melee
spell attack against one creature within 5 feet of the
force. On a hit, the target takes Force damage equal
to 1d8 plus your spellcasting ability modifier.

As a Bonus Action on your later turns, you can
move the force up to 20 feet and repeat the attack
against a creature within 5 feet of it.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d8 for every slot level above 2.

STAGGERING SMITE
Level 4 Enchantment (Paladin)

Casting Time: Bonus Action, which you take immedi-
ately after hitting a creature with a Melee weapon or
an Unarmed Strike

Range: Self

Component: V

Duration: Instantaneous

The target takes an extra 4d6 Psychic damage from
the attack, and the target must succeed on a Wis-
dom saving throw or have the Stunned condition
until the end of your next turn.

Using a Higher-Level Spell Slot. The extra damage
increases by 1d6 for each spell slot level above 4.
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A GoLIATH CLERIC CASTS SPIRITUAL

WEAPON IN BATTLE WITH AN UMBER HULK

STARRY WIsP
Evocation Cantrip (Bard, Druid)

Casting Time: Action
Range: 60 feet
Components: V, S
Duration: Instantaneous

You launch a mote of light at one creature or object
within range. Make a ranged spell attack against
the target. On a hit, the target takes 1d8 Radiant
damage, and until the end of your next turn, it emits
Dim Light in a 10-foot radius and can't benefit from
the Invisible condition.

Cantrip Upgrade. The damage increases by 1d8
when you reach levels 5 (2d8), 11 (3d8), and 17 (4d8).

STEEL WIND STRIKE
Level 5 Conjuration (Ranger, Wizard)

Casting Time: Action

Range: 30 feet

Components: S, M (a Melee weapon worth 1+ SP)
Duration: Instantaneous

You flourish the weapon used in the casting and
then vanish to strike like the wind. Choose up to
five creatures you can see within range. Make a



melee spell attack against each target. On a hit, a
target takes 6d10 Force damage.

You then teleport to an unoccupied space you can
see within 5 feet of one of the targets.

STINKING CLOUD
Level 3 Conjuration (Bard, Sorcerer, Wizard)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a rotten egg)
Duration: Concentration, up to 1 minute

You create a 20-foot-radius Sphere of yellow, nau-
seating gas centered on a point within range. The
cloud is Heavily Obscured. The cloud lingers in the
air for the duration or until a strong wind (such as
the one created by Gust of Wind) disperses it.

Each creature that starts its turn in the Sphere
must succeed on a Constitution saving throw or
have the Poisoned condition until the end of the
current turn. While Poisoned in this way, the crea-
ture can't take an action or a Bonus Action.

STONE SHAPE
Level 4 Transmutation (Cleric, Druid, Wizard)

Casting Time: Action

Range: Touch

Components: V, S, M (soft clay)
Duration: Instantaneous

You touch a stone object of Medium size or smaller
or a section of stone no more than 5 feet in any di-
mension and form it into any shape you like. For ex-
ample, you could shape a large rock into a weapon,
statue, or coffer, or you could make a small passage
through a wall that is 5 feet thick. You could also

shape a stone door or its frame to seal the door shut.

The object you create can have up to two hinges

and a latch, but finer mechanical detail isn't possible.

STONESKIN

Level 4 Transmutation (Druid, Ranger, Sorcerer,
Wizard)

Casting Time: Action

Range: Touch

Components: V, S, M (diamond dust worth 100+ GP,
which the spell consumes)

Duration: Concentration, up to 1 hour

Until the spell ends, one willing creature you touch
has Resistance to Bludgeoning, Piercing, and Slash-
ing damage.

STORM OF VENGEANCE
Level 9 Conjuration (Druid)

Casting Time: Action

Range: 1 mile

Components: V, S

Duration: Concentration, up to 1 minute

A churning storm cloud forms for the duration,
centered on a point within range and spreading to

a radius of 300 feet. Each creature under the cloud
when it appears must succeed on a Constitution
saving throw or take 2d6 Thunder damage and have
the Deafened condition for the duration.

At the start of each of your later turns, the storm
produces different effects, as detailed below.

Turn 2. Acidic rain falls. Each creature and object
under the cloud takes 4d6 Acid damage.

Turn 3. You call six bolts of lightning from the
cloud to strike six different creatures or objects
beneath it. Each target makes a Dexterity saving
throw, taking 10d6 Lightning damage on a failed
save or half as much damage on a successful one.

Turn 4. Hailstones rain down. Each creature un-
der the cloud takes 2d6 Bludgeoning damage.

Turns 5-10. Gusts and freezing rain assail the area
under the cloud. Each creature there takes 1d6 Cold
damage. Until the spell ends, the area is Difficult
Terrain and Heavily Obscured, ranged attacks with
weapons are impossible there, and strong wind
blows through the area.

SUGGESTION
Level 2 Enchantment (Bard, Sorcerer, Warlock, Wizard)

Casting Time: Action

Range: 30 feet

Components: V, M (a drop of honey)
Duration: Concentration, up to 8 hours

You suggest a course of activity—described in no
more than 25 words—to one creature you can see
within range that can hear and understand you. The
suggestion must sound achievable and not involve
anything that would obviously deal damage to the
target or it allies. For example, you could say, “Fetch
the key to the cult's treasure vault, and give the key
to me.” Or you could say, “Stop fighting, leave this
library peacefully, and don't return.”

The target must succeed on a Wisdom saving
throw or have the Charmed condition for the dura-
tion or until you or your allies deal damage to the
target. The Charmed target pursues the suggestion
to the best of its ability. The suggested activity can
continue for the entire duration, but if the sug-
gested activity can be completed in a shorter time,
the spell ends for the target upon completing it.
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ABERRANT SPIRIT (BEHOLDERKIN)

SUMMON ABERRATION
Level 4 Conjuration (Warlock, Wizard)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a pickled tentacle and an eye-
ball in a platinum-inlaid vial worth 400+ GP)

Duration: Concentration, up to 1 hour

You call forth an aberrant spirit. It manifests in an
unoccupied space that you can see within range and
uses the Aberrant Spirit stat block. When you cast
the spell, choose Beholderkin, Mind Flayer, or Slaad.
The creature resembles an Aberration of that kind,
which determines certain details in its stat block.
The creature disappears when it drops to 0 Hit
Points or when the spell ends.

The creature is an ally to you and your allies. In
combat, it shares your Initiative count, but it takes
its turn immediately after yours. It obeys your ver-
bal commands (no action required by you). If you
don't issue any, it takes the Dodge action and uses
its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot’s
level for the spell’s level in the stat block.

SUMMON BEAST
Level 2 Conjuration (Druid, Ranger)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a feather, tuft of fur, and fish
tail inside a gilded acorn worth 200+ GP)

Duration: Concentration, up to 1 hour

You call forth a bestial spirit. It manifests in an
unoccupied space that you can see within range
and uses the Bestial Spirit stat block. When you
cast the spell, choose an environment: Air, Land, or
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| Hit Point.

: Whispering Aura (Mind Flayer Only). At the start of |
| each of the spirit's turns, the spirit emits psionic energy |

77
I
Il
|

| STR 16 43 +3

|
|
| CR None (XP 0; PB equals your Proficiency Bonus) !;
|
|
|
|
|

ABERRANT SPIRIT N I

Medium Aberration, Neutral l

AC 11 + the spell's level |
HP 40 + 10 for each spell level above 4 |
Speed 30 ft.; Fly 30 ft. (hover; Beholderkin only)

MOD SAVE MOD SAVE MOD SAVE

i
|
|
Dex10 +0 +0 Con15 +2 +2 ‘

INT 16 +3 +3 Wis 10 +0 +0 CHa 6 -2 -2

Immunities Psychic

Senses Darkvision 60 ft., Passive Perception 10

Languages Deep Speech, understands the languages
you know

TRAITS

Regeneration (Slaad Only). The spirit regains 5
Hit Points at the start of its turn if it has at least 1

if it doesn't have the Incapacitated condition. Wisdom
Saving Throw: DC equals your spell save DC, each crea-
ture (other than you) within 5 feet of the spirit. Failure:
2d6 Psychic damage.

ACTIONS

Multiattack. The spirit makes a number of attacks
equal to half this spell's level (round down).

Claw (Slaad Only). Melee Attack Roll: Bonus equals _
your spell attack modifier, reach 5 ft. Hit: 1d10 + 3 + the |
spell's level Slashing damage, and the target can't re- |
gain Hit Points until the start of the spirit’s next turn.

Eye Ray (Beholderkin Only). Ranged Attack Roll: Bonus |
equals your spell attack modifier, range 150 ft. Hit: 1d8 |
+ 3 + the spell's level Psychic damage.

Psychic Slam (Mind Flayer Only). Melee Attack Roll: .
Bonus equals your spell attack modifier, reach 5 ft. Hit: |
1d8 + 3 + the spell's level Psychic damage. ‘

Water. The creature resembles an animal of your
choice that is native to the chosen environment,
which determines certain details in its stat block.
The creature disappears when it drops to 0 Hit
Points or when the spell ends.

The creature is an ally to you and your allies. In
combat, the creature shares your Initiative count,
but it takes its turn immediately after yours. It
obeys your verbal commands (no action required
by you). If you don't issue any, it takes the Dodge
action and uses its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot’s
level for the spell’s level in the stat block.



SuMMON CELESTIAL
Level 5 Conjuration (Cleric, Paladin)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a reliquary worth 500+ GP)
Duration: Concentration, up to 1 hour

You call forth a Celestial spirit. It manifests in an
angelic form in an unoccupied space that you can
see within range and uses the Celestial Spirit stat
block. When you cast the spell, choose Avenger or
Defender. Your choice determines certain details in
its stat block. The creature disappears when it drops
to O Hit Points or when the spell ends.

The creature is an ally to you and your allies. In
combat, the creature shares your Initiative count,
but it takes its turn immediately after yours. It
obeys your verbal commands (no action required
by you). If you don't issue any, it takes the Dodge
action and uses its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot's

CeLesTiaL SPiRIT

[AVENGER)
level for the spell’s level in the stat block.
BESTIAL SPIRIT CELESTIAL SPIRIT
Small Beast, Neutral | | Large Celestial, Neutral
AC 11 + the spell's level | | AC 11 + the spell’s level + 2 (Defender only)
HP 20 (Air only) or 30 (Land and Water only) + 5 for | | HP 40 + 10 for each spell level above 5 '
each spell level above 2 | | Speed 30 ft., Fly 40 ft. |
Speed 30 ft.; Climb 30 ft. (Land only); Fly 60 ft. (Air ' MOD SAVE MOD SAVE MOD SAVE |
only); Swim 30 ft. (Water only) 5 STR 16 +3 +3 Dex14 +2 +2 CoN16 43 +3 |
MOD SAVE MOD SAVE moo save | | INT 10 +0 40 Wis 14 42 +2 CHA16 +3 +3 |
| StR 18 +4 +4 Dex 11 40 +0 Con16 +3 +3 | ! .
| INT 4 -3 -3 Wis 14 42 42 CHA S5 -3 -3 | | ResistancesRadiant
| Immunities Charmed, Frightened
| Senses Darkvision 60 ft., Passive Perception 12 | Senses Darkvision 60 ft., Passive Perception 12
| Languages understands the languages you know | Languages Celestial, understands the languages you
| CR None (XP 0; PB equals your Proficiency Bonus) know
_ CR None (XP 0; PB equals your Proficiency Bonus)
' TRAITS
Flyby (Air Only). The spirit doesn't provoke Opportu- AcTions
| nity Attacks when it flies out of an enemy’s reach. | | Multiattack. The spirit makes a number of attacks
| Pack Tactics (Land and Water Only). The spirit has _ Squal e W S SPRITS evel (fodnd do):
- Advantage on an attack roll against a creature if at least | | Radiant Bow (Avenger Only). Ranged Attack Roll: Bonus |
| one of the spirit's allies is within 5 feet of the creature | | equals your spell attack modifier, range 600 ft. Hit: 2d6
| and the ally doesn't have the Incapacitated condition. | + 2 + the spell's level Radiant damage.

Radiant Mace (Defender Only). Melee Attack Roll: Bo-
nus equals your spell attack modifier, reach 5 ft. Hit:
1d10 + 3 + the spell's level Radiant damage, and the
spirit can choose itself or another creature it can see
within 10 feet of the target. The chosen creature gains

| Water Breathing (Water Only). The spirit can breathe
| only underwater.

! ACTIONS

i Multiattack. The spirit makes a number of Rend at-

| tacks equal to half this spell's level (round down). | | 1d10 Temporary Hit Points.
| Rend. Melee Attack Roll: Bonus equals your spell at- | | Healing Touch (1/Day). The spirit touches another crea-
tack modifier, reach 5 ft. Hit: 1d8 + 4 + the spell’s level | | ture. The target regains Hit Points equal to 2d8 + the

Piercing damage. spell's level.

CHAPTER 7 | SPELLS

323



324

SuMMON CONSTRUCT
Level 4 Conjuration (Wizard)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a lockbox worth 400+ GP)
Duration: Concentration, up to 1 hour

You call forth the spirit of a Construct. It manifests
in an unoccupied space that you can see within
range and uses the Construct Spirit stat block.
When you cast the spell, choose a material: Clay,
Metal, or Stone. The creature resembles an animate
statue (you determine the appearance) made of the
chosen material, which determines certain details in
its stat block. The creature disappears when it drops
to O Hit Points or when the spell ends.

The creature is an ally to you and your allies. In
combat, the creature shares your Initiative count,
but it takes its turn immediately after yours. It
obeys your verbal commands (no action required
by you). If you don't issue any, it takes the Dodge
action and uses its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot’s
level for the spell’s level in the stat block.

SUMMON DRrRAGON
Level 5 Conjuration (Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S, M (an object with the image of a
dragon engraved on it worth 500+ GP)

Duration: Concentration, up to 1 hour

You call forth a Dragon spirit. It manifests in an
unoccupied space that you can see within range and
uses the Draconic Spirit stat block. The creature
disappears when it drops to O Hit Points or when
the spell ends.

The creature is an ally to you and your allies. In
combat, the creature shares your Initiative count,
but it takes its turn immediately after yours. It
obeys your verbal commands (no action required
by you). If you don't issue any, it takes the Dodge
action and uses its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot's
level for the spell’s level in the stat block.
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| CONSTRUCT SPIRIT

ConsTrRUCT SPIRIT (STONE)

| Medium Construct, Neutral

| AC 13 + the spell's level

HP 40 + 15 for each spell level above 4
Speed 30 ft.
MOD SAVE MOL

STR 18 +4 +4 Dex10 +0 +0 Con18 +4 +4
INT 14 42 42 Wis 11 40 +0 CHA 5 -3 -3

Resistances Poison

Immunities Charmed, Exhaustion, Frightened,
Paralyzed, Poisoned

Senses Darkvision 60 ft., Passive Perception 10

' Languages Understands the languages you know
| CR None (XP 0; PB equals your Proficiency Bonus)

TRAITS

Heated Body (Metal Only). A creature that hits the
spirit with a melee attack or that starts its turn in a
grapple with the spirit takes 1d10 Fire damage.

| Stony Lethargy (Stone Only). When a creature starts

| its turn within 10 feet of the spirit, the spirit can target
| it with magical energy if the spirit can see it. Wisdom

| Saving Throw: DC equals your spell save DC, the target.

Failure: Until the start of its next turn, the target can’t
make Opportunity Attacks, and its Speed is halved.

ACTIONS

Multiattack. The spirit makes a number of Slam attacks

| equal to half this spell’s level (round down).

Slam. Melee Attack Roll: Bonus equals your spell attack
modifier, reach 5 ft. Hit: 1d8 + 4 + the spell’s level Blud-
geoning damage.

REACTIONS

Berserk Lashing (Clay Only). Trigger: The spirit takes

| damage from a creature. Response: The spirit makes
| a Slam attack against that creature if possible, or the
| spirit moves up to half its Speed toward that creature

without provoking Opportunity Attacks.




(CoLp)
- DRACONIC SPIRIT

Large Dragon, Neutral
AC 14 + the spell’s level
HP 50 + 10 for each spell level above 5
Speed 30 ft., Fly 60 ft., Swim 30 ft.

MOD SAVE MOD SAVE MOD SAVE
STR 19 +4 +4 Dex14 +2 +2 Con17 +3 43
INT 10 +0 +0 Wis 14 +2 +2 CHA 14 +2 +2

Resistances Acid, Cold, Fire, Lightning, Poison
Immunities Charmed, Frightened, Poisoned
Senses Blindsight 30 ft., Darkvision 60 ft.,
Passive Perception 12
Languages Draconic, understands the languages you
know
CR None (XP 0; PB equals your Proficiency Bonus)

TRAITS

Shared Resistances. When you summon the spirit,
choose one of its Resistances. You have Resistance to
the chosen damage type until the spell ends.

ACTIONS

Multiattack. The spirit makes a number of Rend at-
tacks equal to half the spell's level (round down), and it
uses Breath Weapon.

Rend. Melee Attack: Bonus equals your spell attack
modifier, reach 10 feet. Hit: 1d6 + 4 + the spell’s level
Piercing damage.

Breath Weapon. Dexterity Saving Throw: DC equals your
spell save DC, each creature in a 30-foot Cone. Failure:
2d6 damage of a type this spirit has Resistance to (your
choice when you cast the spell). Success: Half damage.

DracoNIC SPIRIT

SuUMMON ELEMENTAL
Level 4 Conjuration (Druid, Ranger, Wizard)

Casting Time: Action

Range: 90 feet

Components: V, S, M (air, a pebble, ash, and water
inside a gold-inlaid vial worth 400+ GP)

Duration: Concentration, up to 1 hour

You call forth an Elemental spirit. It manifests in an
unoccupied space that you can see within range and
uses the Elemental Spirit stat block. When you cast
the spell, choose an element: Air, Earth, Fire, or Wa-
ter. The creature resembles a bipedal form wreathed
in the chosen element, which determines certain de-
tails in its stat block. The creature disappears when
it drops to O Hit Points or when the spell ends.

The creature is an ally to you and your allies. In
combat, the creature shares your Initiative count,
but it takes its turn immediately after yours. It
obeys your verbal commands (no action required
by you). If you don't issue any, it takes the Dodge
action and uses its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot's
level for the spell’s level in the stat block.

ELEMENTAL SPIRIT

Medium Elemental, Neutral

AC 11 + the spell’s level
| HP 50 + 10 for each spell level above 4
Speed 40 ft.; Burrow 40 ft. (Earth only); Fly 40 ft.
(hover; Air only); Swim 40 ft. (Water only)
MOD SAVE MOD SAVE
+4 +4 Dex15 +2 +2 Con17 +3 43
-3 -3 Wis10 +0 +0 CHA16 +3 +3

Str 18
INT 4

Resistances Acid (Water only), Lightning and Thunder
(Air only), Piercing and Slashing (Earth only)
Immunities Fire (Fire only), Poison; Exhaustion,
Paralyzed, Petrified, Poisoned
Senses Darkvision 60 ft., Passive Perception 10
| Languages Primordial, understands the languages you
know
CR None (XP 0; PB equals your Proficiency Bonus)

TRAITS

Amorphous Form (Air, Fire, and Water Only). The spirit
| can move through a space as narrow as 1 inch wide
| without it counting as Difficult Terrain.

‘ ACTIONS

| Multiattack. The spirit makes a number of Slam attacks
| equal to half this spell's level (round down).

| Slam. Melee Attack Roll: Bonus equals your spell attack
modifier, reach 5 ft. Hit: 1d10 + 4 + the spell’s level
Bludgeoning (Earth only), Cold (Water only), Lightning

MOD SAVE ||

| (Air only), or Fire (Fire only) damage.
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SumMoON FEY
Level 3 Conjuration (Druid, Ranger, Warlock, Wizard)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a gilded flower worth 300+ GP)
Duration: Concentration, up to 1 hour

You call forth a Fey spirit. It manifests in an unoc-
cupied space that you can see within range and uses
the Fey Spirit stat block. When you cast the spell,
choose a mood: Fuming, Mirthful, or Tricksy. The
creature resembles a Fey creature of your choice
marked by the chosen mood, which determines cer-
tain details in its stat block. The creature disappears

when it drops to O Hit Points or when the spell ends.

The creature is an ally to you and your allies. In
combat, the creature shares your Initiative count,
but it takes its turn immediately after yours. It
obeys your verbal commands (no action required
by you). If you don't issue any;, it takes the Dodge
action and uses its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot’s
level for the spell’s level in the stat block.

SuMMON FIEND
Level 6 Conjuration (Warlock, Wizard)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a bloody vial worth 600+ GP)
Duration: Concentration, up to 1 hour

You call forth a fiendish spirit. [t manifests in an
unoccupied space that you can see within range
and uses the Fiendish Spirit stat block. When you
cast the spell, choose Demon, Devil, or Yugoloth.
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y
A RANGER cASTs SummoN FEv, CONJURING A FUMING,

FEY SPIRIT TO CONFRONT A MARAUDING MERROW. - |

-

e

FEY SPIRIT |
Small Fey, Neutral .s;ﬂf,‘
AC 12 + the spell’s level [ "“'ss:

HP 30 + 10 for each spell level above 3 |
Speed 30 ft., Fly 30 ft.

St 13 +1 +1
INT 14 +2 +2

MOD SAVE MOD SAVE
Dex 16 +3 +3 Con14 +2 +2
Wis 11 +0 +0 CHa 16 +3 +3 |

| Immunities Charmed

Senses Darkvision 60 ft., Passive Perception 10

Languages Sylvan, understands the languages you
know

CR None (XP 0; PB equals your Proficiency Bonus)

ACTIONS

Multiattack. The spirit makes a number of Fey Blade
attacks equal to half this spell's level (round down).

Fey Blade. Melee Attack Roll: Bonus equals your spell
attack modifier, reach 5 ft. Hit: 2d6 + 3 + the spell's
level Force damage.

Bonus ACTIONS

Fey Step. The spirit magically teleports up to 30 feetto |
an unoccupied space it can see. Then one of the follow- |
ing effects occurs, based on the spirit's chosen mood:

Fuming. The spirit has Advantage on the next attack roll |

it makes before the end of this turn.

| Mirthful. Wisdom Saving Throw: DC equals your spell |

save DC, one creature the spirit can see within 10
feet of itself. Failure: The target is Charmed by you
and the spirit for 1 minute or until the target takes
any damage.

| Tricksy. The spirit fills a 10-foot Cube within 5 feet of it

with magical Darkness, which lasts until the end of its |
next turn. 1



The creature resembles a Fiend of the
chosen type, which determines certain
details in its stat block. The creature
disappears when it drops to O Hit
Points or when the spell ends.

The creature is an ally to you and
your allies. In combat, the crea-
ture shares your Initiative count,
but it takes its turn immediately
after yours. It obeys your verbal
commands (no action required by
you). If you don't issue any, it takes
the Dodge action and uses its move-
ment to avoid danger.

Using a Higher-Level Spell Slot. Use
the spell slot’s level for the spell’s level in
the stat block.

FIENDISH SPIRIT

FienoisH Spirit (DeEviL)

Large Fiend, Neutral

AC 12 + the spell’s level

| HP 50 (Demon only) or 40 (Devil only) or 60 (Yugoloth
only) + 15 for each spell level above 6

Speed 40 ft.; Climb 40 ft. (Demon only); Fly 60 ft.
(Devil only)

SR 13 +1 +1 Dex16 +3 +3 ConN15 +2 +2

INT 10 40 +0 Wis 10 +0 +0 CHA16 +3 +3

Resistances Fire

Immunities Poison; Poisoned

| Senses Darkvision 60 ft., Passive Perception 10
Languages Abyssal, Infernal, Telepathy 60 ft.

CR None (XP 0; PB equals your Proficiency Bonus)

| TRAITS

Death Throes (Demon Only). When the spirit drops to

0 Hit Points or the spell ends, the spirit explodes. Dex-

terity Saving Throw: DC equals your spell save DC, each

creature in a 10-foot Emanation originating from the

spirit. Failure: 2d10 plus this spell’s level Fire damage.
Success: Half damage.

Devil’s Sight (Devil Only). Magical Darkness doesn't
impede the spirit's Darkvision.

Magic Resistance. The spirit has Advantage on saving
throws against spells and other magical effects.

ACTIONS

Multiattack. The spirit makes a number of attacks
equal to half this spell’s level (round down).

Bite (Demon Only). Melee Attack Roll: Bonus equals

your spell attack modifier, reach 5 ft. Hit: 1d12 + 3 + the I

spell's level Necrotic damage.

Claws (Yugoloth Only). Melee Attack Roll: Bonus equals
your spell attack modifier, reach 5 ft. Hit: 1d8 + 3 + the
spell's level Slashing damage. Immediately after the at-
tack hits or misses, the spirit can teleport up to 30 feet
to an unoccupied space it can see.

Fiery Strike (Devil Only). Melee or Ranged Attack
Roll: Bonus equals your spell attack modifier, reach
5 ft. or range 150 ft. Hit: 2d6 + 3 + the spell’s level
Fire damage.
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SuMMON UNDEAD
Level 3 Necromancy (Warlock, Wizard)

Casting Time: Action

Range: 90 feet

Components: V, S, M (a gilded skull worth 300+ GP)
Duration: Concentration, up to 1 hour

You call forth an Undead spirit. It manifests in an
unoccupied space that you can see within range
and uses the Undead Spirit stat block. When you
cast the spell, choose the creature’s form: Ghostly,
Putrid, or Skeletal. The spirit resembles an Undead
creature with the chosen form, which determines
certain details in its stat block. The creature dis-
appears when it drops to 0 Hit Points or when the
spell ends.

The creature is an ally to you and your allies. In
combat, the creature shares your Initiative count,
but it takes its turn immediately after yours. It
obeys your verbal commands (no action required
by you). If you don't issue any, it takes the Dodge
action and uses its movement to avoid danger.

Using a Higher-Level Spell Slot. Use the spell slot’s
level for the spell’s level in the stat block.

UNDEAD SPIRIT

UnDEAD SririT (GHOSTLY)

| Medium Undead, Neutral
| AC 11 + the spell's level

HP 30 (Chostly and Putrid only) or 20 (Skeletal only) +
10 for each spell level above 3

Speed 30 ft.; Fly 40 ft. (hover; Ghostly only)

MOD SAVE MOD SAVE

+3 +3 ConN15 +2 +2
+0 +0 CHA 9 -1 -1

MOD SAVE
Str 12 +1 +1
INT 4 -3 -3

Dex 16
Wis 10

Immunities Necrotic, Poison; Exhaustion, Frightened,
Paralyzed, Poisoned

| Senses Darkvision 60 ft., Passive Perception 10

Languages Understands the languages you know
CR None (XP 0; PB equals your Proficiency Bonus)

TRAITS

Festering Aura (Putrid Only). Constitution Saving Throw:

DC equals your spell save DC, any creature (other than

you) that starts its turn within a 5-foot Emanation origi-
| nating from the spirit. Failure: The creature has the Poi-

| soned condition until the start of its next turn.

Incorporeal Passage (Ghostly Only). The spirit can
move through other creatures and objects as if they

were Difficult Terrain. If it ends its turn inside an object, i
itis shunted to the nearest unoccupied space and takes |

1d10 Force damage for every 5 feet traveled. |

AcCTIONS

|
Multiattack. The spirit makes a number of attacks |
equal to half this spell’s level (round down). ‘
|

Deathly Touch (Ghostly Only). Melee Attack Roll: Bo-
nus equals your spell attack modifier, reach 5 ft. Hit:
1d8 + 3 + the spell’s level Necrotic damage, and the
target has the Frightened condition until the end of its
next turn.

Grave Bolt (Skeletal Only). Ranged Attack Roll: Bonus
equals your spell attack modifier, range 150 ft. Hit: 2d4
+ 3 + the spell’s level Necrotic damage.

Rotting Claw (Putrid Only). Melee Attack Roll: Bonus
equals your spell attack modifier, reach 5 ft. Hit: 1d6 +
3 + the spell’s level Slashing damage. If the target has
the Poisoned condition, it has the Paralyzed condition
until the end of its next turn.
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SUNBEAM
Level 6 Evocation (Cleric, Druid, Sorcerer, Wizard)

Casting Time: Action

Range: Self

Components: V, S, M (a magnifying glass)
Duration: Concentration, up to 1 minute

You launch a sunbeam in a 5-foot-wide, 60-foot-long
Line. Each creature in the Line makes a Constitu-
tion saving throw. On a failed save, a creature takes
6d8 Radiant damage and has the Blinded condition
until the start of your next turn. On a successful
save, it takes half as much damage only.

Until the spell ends, you can take a Magic action
to create a new Line of radiance.

For the duration, a mote of brilliant radiance
shines above you. It sheds Bright Light in a 30-foot
radius and Dim Light for an additional 30 feet. This
light is sunlight.

SUNBURST
Level 8 Evocation (Cleric, Druid, Sorcerer, Wizard)

Casting Time: Action

Range: 150 feet

Components: V, S, M (a piece of sunstone)
Duration: Instantaneous

Brilliant sunlight flashes in a 60-foot-radius Sphere
centered on a point you choose within range. Each
creature in the Sphere makes a Constitution saving
throw. On a failed save, a creature takes 12d6 Ra-
diant damage and has the Blinded condition for 1
minute. On a successful save, it takes half as much
damage only.

A creature Blinded by this spell makes another
Constitution saving throw at the end of each of its
turns, ending the effect on itself on a success.

This spell dispels Darkness in its area that was
created by any spell.

SWIFT QUIVER
Level 5 Transmutation (Ranger)

Casting Time: Bonus Action

Range: Self

Components: V, S, M (a Quiver worth 1+ GP)
Duration: Concentration, up to 1 minute

When you cast the spell and as a Bonus Action until
it ends, you can make two attacks with a weapon
that fires Arrows or Bolts, such as a Longbow or

a Light Crossbow. The spell magically creates the
ammunition needed for each attack. Each Arrow or
Bolt created by the spell deals damage like a non-
magical piece of ammunition of its kind and disinte-
grates immediately after it hits or misses.

SyMBOL
Level 7 Abjuration (Bard, Cleric, Druid, Wizard)

Casting Time: 1 minute

Range: Touch

Components: V, S, M (powdered diamond worth
1,000+ GP, which the spell consumes)

Duration: Until dispelled or triggered

You inscribe a harmful glyph either on a surface
(such as a section of floor or wall) or within an
object that can be closed (such as a book or chest).
The glyph can cover an area no larger than 10 feet
in diameter. If you choose an object, it must remain
in place; if it is moved more than 10 feet from where
you cast this spell, the glyph is broken, and the spell
ends without being triggered.

The glyph is nearly imperceptible and requires a
successful Wisdom (Perception) check against your
spell save DC to notice.

When you inscribe the glyph, you set its trigger
and choose which effect the symbol bears: Death,
Discord, Fear, Pain, Sleep, or Stunning. Each one is
explained below.

Set the Trigger. You decide what triggers the glyph
when you cast the spell. For glyphs inscribed on a
surface, common triggers include touching or step-
ping on the glyph, removing another object cover-
ing it, or approaching within a certain distance of it.
For glyphs inscribed within an object, common trig-
gers include opening that object or seeing the glyph.

You can refine the trigger so that only creatures
of certain types activate it (for example, the glyph
could be set to affect Aberrations). You can also set
conditions for creatures that don't trigger the glyph,
such as those who say a certain password.

Once triggered, the glyph glows, filling a
60-foot-radius Sphere with Dim Light for 10 min-
utes, after which time the spell ends. Each creature
in the Sphere when the glyph activates is targeted
by its effect, as is a creature that enters the Sphere
for the first time on a turn or ends its turn there. A
creature is targeted only once per turn.

Death. Each target makes a Constitution saving
throw, taking 10d10 Necrotic damage on a failed
save or half as much damage on a successful save.

Discord. Each target makes a Wisdom saving
throw. On a failed save, a target argues with other
creatures for 1 minute. During this time, it is inca-
pable of meaningful communication and has Disad-
vantage on attack rolls and ability checks.

Fear. Each target must succeed on a Wisdom
saving throw or have the Frightened condition for
1 minute. While Frightened, the target must move
at least 30 feet away from the glyph on each of its
turns, if able.
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Pain. Each target must succeed on a Constitution
saving throw or have the Incapacitated condition
for 1 minute.

Sleep. Each target must succeed on a Wisdom sav-
ing throw or have the Unconscious condition for 10
minutes. A creature awakens if it takes damage or if
someone takes an action to shake it awake.

Stunning. Each target must succeed on a Wisdom
saving throw or have the Stunned condition for 1
minute.

SYNAPTIC STATIC
Level 5 Enchantment (Bard, Sorcerer, Warlock, Wizard)

Casting Time: Action
Range: 120 feet
Components: V, S
Duration: Instantaneous

You cause psychic energy to erupt at a point within
range. Each creature in a 20-foot-radius Sphere
centered on that point makes an Intelligence saving
throw, taking 8d6 Psychic damage on a failed save
or half as much damage on a successful one.

On a failed save, a target also has muddled
thoughts for 1 minute. During that time, it subtracts
1d6 from all its attack rolls and ability checks, as
well as any Constitution saving throws to maintain
Concentration. The target makes an Intelligence
saving throw at the end of each of its turns, ending
the effect on itself on a success.

.

THE LEGENDARY WITCH TASHA USES HER SPELL, TASHA'S

BussLiNG CAULDRON, TO PRODUCE A MAGIC POTION.

TAasHA'S BuBBLING CAULDRON
Level 6 Conjuration (Warlock, Wizard)

Casting Time: Action

Range: 5 feet

Component: V, S, M (a gilded ladle worth 500+ GP)
Duration: 10 minutes

You conjure a claw-footed cauldron filled with bub-
bling liquid. The cauldron appears in an unoccupied
space on the ground within 5 feet of you and lasts
for the duration. The cauldron can't be moved and
disappears when the spell ends, along with the bub-
bling liquid inside it.

The liquid in the cauldron duplicates the prop-
erties of a Common or an Uncommon potion of
your choice (such as a Potion of Healing). As a Bonus
Action, you or an ally can reach into the cauldron
and withdraw one potion of that kind. The potion is
contained in a vial that disappears when the potion
is consumed. The cauldron can produce a number
of these potions equal to your spellcasting ability
modifier (minimum 1). When the last of these po-
tions is withdrawn from the cauldron, the cauldron
disappears, and the spell ends.

Potions obtained from the cauldron that aren't
consumed disappear when you cast this spell again.




TAsHA'S HIDEOUS LAUGHTER
Level 1 Enchantment (Bard, Warlock, Wizard)

Casting Time: Action

Range: 30 feet

Components: V, S, M (a tart and a feather)
Duration: Concentration, up to 1 minute

One creature of your choice that you can see within
range makes a Wisdom saving throw. On a failed
save, it has the Prone and Incapacitated conditions
for the duration. During that time, it laughs uncon-
trollably if it's capable of laughter, and it can’t end
the Prone condition on itself.

At the end of each of its turns and each time it
takes damage, it makes another Wisdom saving
throw. The target has Advantage on the save if the
save is triggered by damage. On a successful save,
the spell ends.

Using a Higher-Level Spell Slot. You can target one
additional creature for each spell slot level about 1.

TELEKINESIS
Level 5 Transmutation (Sorcerer, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S

Duration: Concentration, up to 10 minutes

You gain the ability to move or manipulate crea-
tures or objects by thought. When you cast the spell
and as a Magic action on your later turns before the
spell ends, you can exert your will on one creature
or object that you can see within range, causing the
appropriate effect below. You can affect the same
target round after round or choose a new one at any
time. If you switch targets, the prior target is no
longer affected by the spell.

Creature. You can try to move a Huge or smaller
creature. The target must succeed on a Strength
saving throw, or you move it up to 30 feet in any
direction within the spell's range. Until the end of
your next turn, the creature has the Restrained con-
dition, and if you lift it into the air, it is suspended
there. It falls at the end of your next turn unless you
use this option on it again and it fails the save.

Object. You can try to move a Huge or smaller
object. If the object isn't being worn or carried, you
automatically move it up to 30 feet in any direction
within the spell’s range.

If the object is worn or carried by a creature, that
creature must succeed on a Strength saving throw,
or you pull the object away and move it up to 30
feet in any direction within the spell's range.

You can exert fine control on objects with your
telekinetic grip, such as manipulating a simple tool,

opening a door or a container, stowing or retrieving
an item from an open container, or pouring the con-
tents from a vial.

TELEPATHY
Level 8 Divination (Wizard)

Casting Time: Action

Range: Unlimited

Components: V, S, M (a pair of linked silver rings)
Duration: 24 hours

You create a telepathic link between yourself and a
willing creature with which you are familiar. The
creature can be anywhere on the same plane of ex-
istence as you. The spell ends if you or the target are
no longer on the same plane.

Until the spell ends, you and the target can in-
stantly share words, images, sounds, and other
sensory messages with each other through the link,
and the target recognizes you as the creature it is
communicating with. The spell enables a creature
to understand the meaning of your words and any
sensory messages you send to it.

TELEPORT
Level 7 Conjuration (Bard, Sorcerer, Wizard)

Casting Time: Action
Range: 10 feet
Components: V
Duration: Instantaneous

This spell instantly transports you and up to eight
willing creatures that you can see within range, or a
single object that you can see within range, to a des-
tination you select. If you target an object, it must
be Large or smaller, and it can't be held or carried
by an unwilling creature.

The destination you choose must be known to
you, and it must be on the same plane of existence
as you. Your familiarity with the destination deter-
mines whether you arrive there successfully. The
DM rolls 1d100 and consults the Teleportation Out-
come table and the explanations after it.

TELEPORTATION OUTCOME
Similar Off On

Familiarity Mishap Area Target Target
Permanent circle <= — — 01-00
Linked object — — — 01-00
Very familiar 01-05 06-13 14-24 25-00
Seen casually 01-33  34-43 44-53 54-00

Viewed once or 01-43 44-53 54-73 74-00
described

False destination 01-50 51-00 — —
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Familiarity. Here are the meanings of the terms in
the table’s Familiarity column:

+ “Permanent circle” means a permanent teleporta-
tion circle whose sigil sequence you know.

» “Linked object” means you possess an object
taken from the desired destination within the last
six months, such as a book from a wizard’s library.

+ “Very familiar” is a place you have visited often,

a place you have carefully studied, or a place you
can see when you cast the spell.

- “Seen casually” is a place you have seen more than
once but with which you aren't very familiar.

- “Viewed once or described” is a place you have
seen once, possibly using magic, or a place you
know through someone else's description, perhaps
from a map.

- “False destination” is a place that doesn't exist.
Perhaps you tried to scry an enemy's sanctum but
instead viewed an illusion, or you are attempting
to teleport to a location that no longer exists.

Mishap. The spell's unpredictable magic results in
a difficult journey. Each teleporting creature (or the
target object) takes 3d10 Force damage, and the DM
rerolls on the table to see where you wind up (multi-
ple mishaps can occur, dealing damage each time).

Similar Area. You and your group (or the target
object) appear in a different area that's visually or
thematically similar to the target area. You appear
in the closest similar place. If you are heading for
your home laboratory, for example, you might ap-
pear in another person’s laboratory in the same city.

Off Target. You and your group (or the target ob-
ject) appear 2d12 miles away from the destination
in a random direction. Roll 1d8 for the direction: 1,
east; 2, southeast; 3, south; 4, southwest; 5, west; 6,
northwest; 7, north; or 8, northeast.

On Target. You and your group (or the target ob-
ject) appear where you intended.

TELEPORTATION CIRCLE
Level 5 Conjuration (Bard, Sorcerer, Warlock, Wizard)

Casting Time: 1 minute

Range: 10 feet

Components: V, M (rare inks worth 50+ GP, which the
spell consumes)

Duration: 1 round

As you cast the spell, you draw a 5-foot-radius circle
on the ground inscribed with sigils that link your
location to a permanent teleportation circle of your
choice whose sigil sequence you know and that is
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on the same plane of existence as you. A shimmer-
ing portal opens within the circle you drew and
remains open until the end of your next turn. Any
creature that enters the portal instantly appears
within 5 feet of the destination circle or in the near-
est unoccupied space if that space is occupied.

Many major temples, guildhalls, and other im-
portant places have permanent teleportation cir-
cles. Each circle includes a unique sigil sequence—a
string of runes arranged in a particular pattern.

When you first gain the ability to cast this spell,
you learn the sigil sequences for two destinations
on the Material Plane, determined by the DM. You
might learn additional sigil sequences during your
adventures. You can commit a new sigil sequence to
memory after studying it for 1 minute.

You can create a permanent teleportation circle
by casting this spell in the same location every day
for 365 days.

TENSER'S FLOATING DISK
Level 1 Conjuration (Wizard)

Casting Time: Action or Ritual

Range: 30 feet

Components: V, S, M (a drop of mercury)
Duration: 1 hour

This spell creates a circular, horizontal plane of
force, 3 feet in diameter and 1 inch thick, that floats
3 feet above the ground in an unoccupied space
of your choice that you can see within range. The
disk remains for the duration and can hold up to
500 pounds. If more weight is placed on it, the spell
ends, and everything on the disk falls to the ground.

The disk is immobile while you are within 20 feet
of it. If you move more than 20 feet away from it,
the disk follows you so that it remains within 20
feet of you. It can move across uneven terrain, up
or down stairs, slopes and the like, but it can't cross
an elevation change of 10 feet or more. For exam-
ple, the disk can’t move across a 10-foot-deep pit,
nor could it leave such a pit if it was created at the
bottom.

If you move more than 100 feet from the disk
(typically because it can’t move around an obstacle
to follow you), the spell ends.
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THAUMATURGY
Transmutation Cantrip (Cleric)

Casting Time: Action
Range: 30 feet
Components: V
Duration: Up to 1 minute

You manifest a minor wonder within range. You
create one of the effects below within range. If you
cast this spell multiple times, you can have up to
three of its 1-minute effects active at a time.

Altered Eyes. You alter the appearance of your
eyes for 1 minute.

Booming Voice. Your voice booms up to three
times as loud as normal for 1 minute. For the dura-
tion, you have Advantage on Charisma (Intimida-
tion) checks.

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

Invisible Hand. You instantaneously cause an un-
locked door or window to fly open or slam shut.

Phantom Sound. 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.

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

THORN WHIP
Transmutation Cantrip (Druid)

Casting Time: Action

Range: 30 feet

Components: V, S, M (the stem of a thorny plant)
Duration: Instantaneous

You create a vine-like whip covered in thorns that
lashes out at your command toward a creature in
range. Make a melee spell attack against the target.
On a hit, the target takes 1d6 Piercing damage, and
if it is Large or smaller, you can pull it up to 10 feet
closer to you.

Cantrip Upgrade. The damage increases by 1d6
when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).

THUNDERCLAP

Evocation Cantrip (Bard, Druid, Sorcerer, Warlock,
Wizard)

Casting Time: Action
Range: Self
Components: S
Duration: Instantaneous

Each creature in a 5-foot Emanation originating
from you must succeed on a Constitution saving
throw or take 1d6 Thunder damage. The spell’s
thunderous sound can be heard up to 100 feet away.
Cantrip Upgrade. The damage increases by 1d6
when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).
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THUNDEROUS SMITE
Level 1 Evocation (Paladin)

Casting Time: Bonus Action, which you take immedi-
ately after hitting a target with a Melee weapon or
an Unarmed Strike

Range: Self

Component: V

Duration: Instantaneous

Your strike rings with thunder that is audible
within 300 feet of you, and the target takes an ex-
tra 2d6 Thunder damage from the attack. Addition-
ally, if the target is a creature, it must succeed on a
Strength saving throw or be pushed 10 feet away
from you and have the Prone condition.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d6 for each spell slot level above 1.

THUNDERWAVE
Level 1 Evocation (Bard, Druid, Sorcerer, Wizard)

Casting Time: Action
Range: Self
Components: V, S
Duration: Instantaneous

You unleash a wave of thunderous energy. Each
creature in a 15-foot Cube originating from you
makes 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, a crea-
ture takes half as much damage only.

In addition, unsecured objects that are entirely
within the Cube are pushed 10 feet away from you,
and a thunderous boom is audible within 300 feet.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d8 for each spell slot level above 1.

TiME STOP
Level 9 Transmutation (Sorcerer, Wizard)

Casting Time: Action
Range: Self
Components: V
Duration: Instantaneous

You briefly stop the flow of time for everyone but
yourself. No time passes for other creatures, while
you take 1d4 + 1 turns in a row, during which you
can use actions and move as normal.

This spell ends if one of the actions you use during
this period, or any effects that you create during it,
affects a creature other than you or an object be-
ing worn or carried by someone other than you. In
addition, the spell ends if you move to a place more
than 1,000 feet from the location where you cast it.
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ToLL THE DEAD
Necromancy Cantrip (Cleric, Warlock, Wizard)

Casting Time: Action
Range: 60 feet
Components: V, S
Duration: Instantaneous

You point at one creature you can see within range,
and the single chime of a dolorous bell is audible
within 10 feet of the target. The target must succeed
on a Wisdom saving throw or take 1d8 Necrotic
damage. If the target is missing any of its Hit Points,
it instead takes 1d12 Necrotic damage.

Cantrip Upgrade. The damage increases by one
die when you reach levels 5 (2d8 or 2d12), 11 (3d8 or
3d12), and 17 (4d8 or 4d12).

TONGUES

Level 3 Divination (Bard, Cleric, Sorcerer, Warlock,
Wizard)

Casting Time: Action

Range: Touch

Components: V, M (a miniature ziggurat)
Duration: 1 hour

This spell grants the creature you touch the ability
to understand any spoken or signed language that

it hears or sees. Moreover, when the target commu-
nicates by speaking or signing, any creature that
knows at least one language can understand it if
that creature can hear the speech or see the signing.

TRANSPORT VIA PLANTS
Level 6 Conjuration (Druid)

Casting Time: Action
Range: 10 feet
Components: V, S
Duration: 1 minute

This spell creates a magical link between a Large

or larger inanimate plant within range and another
plant, at any distance, on the same plane of exis-
tence. You must have seen or touched the destina-
tion plant at least once before. For the duration, any
creature can step into the target plant and exit from
the destination plant by using 5 feet of movement.
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TREE STRIDE
Level 5 Conjuration (Druid, Ranger)

Casting Time: Action

Range: Self

Components: V, S

Duration: Concentration, up to 1 minute

You gain the ability to enter a tree and move from
inside it to inside another tree of the same kind
within 500 feet. Both trees must be living and at
least the same size as you. You must use 5 feet of
movement to enter a tree. You instantly know the
location of all other trees of the same kind within
500 feet and, as part of the move used to enter the
tree, can either pass into one of those trees or step
out of the tree you're in. You appear in a spot of
your choice within 5 feet of the destination tree,
using another 5 feet of movement. If you have no
movement left, you appear within 5 feet of the tree
you entered.

You can use this transportation ability only once
on each of your turns. You must end each turn out-
side a tree.

TRUE POLYMORPH
Level 9 Transmutation (Bard, Warlock, Wizard)

Casting Time: Action

Range: 30 feet

Components: V, S, M (a drop of mercury, a dollop of
gum arabic, and a wisp of smoke)

Duration: Concentration, up to 1 hour

Choose one creature or nonmagical object that you
can see within range. The creature shape-shifts into
a different creature or a nonmagical object, or the
object shape-shifts into a creature (the object must
be neither worn nor carried). The transformation
lasts for the duration or until the target dies or is

destroyed, but if you maintain Concentration on
this spell for the full duration, the spell lasts until
dispelled.

An unwilling creature can make a Wisdom sav-
ing throw, and if it succeeds, it isn't affected by this
spell.

Creature into Creature. If you turn a creature into
another kind of creature, the new form can be any
kind you choose that has a Challenge Rating equal
to or less than the target's Challenge Rating or level.
The target’s game statistics are replaced by the stat
block of the new form, but it retains its Hit Points,
Hit Point Dice, alignment, and personality.

The target gains a number of Temporary Hit
Points equal to the Hit Points of the new form. The
spell ends early on the target if it has no Temporary
Hit Points left.

The target is limited in the actions it can perform
by the anatomy of its new form, and it can't speak
or cast spells.

The target's gear melds into the new form. The
creature can't use or otherwise benefit from any of
that equipment.

Object into Creature. You can turn an object into
any kind of creature, as long as the creature’s size
is no larger than the object’s size and the creature
has a Challenge Rating of 9 or lower. The creature
is Friendly to you and your allies. In combat, it takes
its turns immediately after yours, and it obeys your
commands.

If the spell lasts more than an hour, you no longer
control the creature. It might remain Friendly to
you, depending on how you have treated it.

Creature into Object. If you turn a creature into an
object, it transforms along with whatever it is wear-
ing and carrying into that form, as long as the ob-
ject’s size is no larger than the creature's size. The
creature’s statistics become those of the object, and
the creature has no memory of time spent in this
form after the spell ends and it returns to normal.
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TRUE RESURRECTION
Level 9 Necromancy (Cleric, Druid)

Casting Time: 1 hour

Range: Touch

Components: V, S, M (diamonds worth 25,000+ GP,
which the spell consumes)

Duration: Instantaneous

You touch a creature that has been dead for no
longer than 200 years and that died for any reason
except old age. The creature is revived with all its
Hit Points.

This spell closes all wounds, neutralizes any
poison, cures all magical contagions, and lifts any
curses affecting the creature when it died. The spell
replaces damaged or missing organs and limbs.

If the creature was Undead, it is restored to its
non-Undead form.

The spell can provide a new body if the original
no longer exists, in which case you must speak the
creature’s name. The creature then appears in an
unoccupied space you choose within 10 feet of you.

TRUE SEEING
Level 6 Divination (Bard, Cleric, Sorcerer, Warlock,
Wizard)

Casting Time: Action

Range: Touch

Components: V, S, M (mushroom powder worth 25+
GP, which the spell consumes)

Duration: 1 hour

For the duration, the willing creature you touch has
Truesight with a range of 120 feet.

TRUE STRIKE
Divination Cantrip (Bard, Sorcerer, Warlock, Wizard)

Casting Time: Action

Range: Self

Components: S, M (a weapon with which you have
proficiency and that is worth 1+ CP)

Duration: Instantaneous

Guided by a flash of magical insight, you make one
attack with the weapon used in the spell’s casting.
The attack uses your spellcasting ability for the at-
tack and damage rolls instead of using Strength or
Dexterity. If the attack deals damage, it can be Ra-
diant damage or the weapon's normal damage type
(your choice).

Cantrip Upgrade. Whether you deal Radiant dam-
age or the weapon’s normal damage type, the attack
deals extra Radiant damage when you reach levels 5

(1d6), 11 (2d6), and 17 (3d6).
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TSUNAMI
Level 8 Conjuration (Druid)

Casting Time: 1 minute

Range: 1 mile

Components: V, S

Duration: Concentration, up to 6 rounds

A wall of water springs into existence at a point you
choose within range. You can make the wall up to
300 feet long, 300 feet high, and 50 feet thick. The
wall lasts for the duration.

When the wall appears, each creature in its area
makes a Strength saving throw, taking 6d10 Blud-
geoning damage on a failed save or half as much
damage on a successful one.

At the start of each of your turns after the wall
appears, the wall, along with any creatures in it,
moves 50 feet away from you. Any Huge or smaller
creature inside the wall or whose space the wall
enters when it moves must succeed on a Strength
saving throw or take 5d10 Bludgeoning damage. A
creature can take this damage only once per round.
At the end of the turn, the wall's height is reduced
by 50 feet, and the damage the wall deals on later
rounds is reduced by 1d10. When the wall reaches 0
feet in height, the spell ends.

A creature caught in the wall can move by swim-
ming. Because of the wave's force, though, the crea-
ture must succeed on a Strength (Athletics) check
against your spell save DC to move at all. If it fails
the check, it can’t move. A creature that moves out
of the wall falls to the ground.

UNSEEN SERVANT
Level 1 Conjuration (Bard, Warlock, Wizard)

Casting Time: Action or Ritual

Range: 60 feet

Components: V, S, M (a bit of string and of wood)
Duration: 1 hour

This spell creates an Invisible, mindless, shapeless,
Medium force that performs simple tasks at your
command until the spell ends. The servant springs
into existence in an unoccupied space on the
ground within range. It has AC 10, 1 Hit Point, and a
Strength of 2, and it can't attack. If it drops to O Hit
Points, the spell ends.

Once on each of your turns as a Bonus Action,
you can mentally command the servant to move up
to 15 feet and interact with an object. The servant
can perform simple tasks that a human could do,
such as fetching things, cleaning, mending, folding
clothes, lighting fires, serving food, and pouring
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drinks. Once you give the command, the servant
performs the task to the best of its ability until
it completes the task, then waits for your next
command,

If you command the servant to perform a task
that would move it more than 60 feet away from
you, the spell ends.

VAaMPIRIC TOUCH
Level 3 Necromancy (Sorcerer, Warlock, Wizard)

Casting Time: Action

Range: Self

Components: V, S

Duration: Concentration, up to 1 minute

The touch of your shadow-wreathed hand can si-
phon life force from others to heal your wounds.
Make a melee spell attack against one creature
within reach. On a hit, the target takes 3d6 Necrotic
damage, and you regain Hit Points equal to half the
amount of Necrotic damage dealt.

Until the spell ends, you can make the attack
again on each of your turns as a Magic action, tar-
geting the same creature or a different one.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d6 for each spell slot level above 3.

Vicious MOCKERY
Enchantment Cantrip (Bard)

Casting Time: Action
Range: 60 feet
Components: V
Duration: Instantaneous

You unleash a string of insults laced with subtle
enchantments at one creature you can see or hear
within range. The target must succeed on a Wisdom
saving throw or take 1d6 Psychic damage and have
Disadvantage on the next attack roll it makes before
the end of its next turn.

Cantrip Upgrade. The damage increases by 1d6
when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).

VITRIOLIC SPHERE

Level 4 Evocation (Sorcerer, Wizard)
Casting Time: Action

Range: 150 feet

Components: V, S, M (a drop of bile)
Duration: Instantaneous

You point at a location within range, and a glow-
ing, 1-foot-diameter ball of acid streaks there and
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explodes in a 20-foot-radius Sphere. Each creature
in that area makes a Dexterity saving throw. On a
failed save, a creature takes 10d4 Acid damage and
another 5d4 Acid damage at the end of its next turn.
On a successful save, a creature takes half the initial
damage only.

Using a Higher-Level Spell Slot. The initial damage
increases by 2d4 for each spell slot level above 4.

WALL OF FIRE
Level 4 Evocation (Druid, Sorcerer, Wizard)

Casting Time: Action

Range: 120 feet

Components: V, S, M (a piece of charcoal)
Duration: Concentration, up to 1 minute

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 in its area
makes a Dexterity saving throw, taking 5d8 Fire
damage on a failed save or half as much damage on
a successful one.

One side of the wall, selected by you when you
cast this spell, deals 5d8 Fire damage to each crea-
ture 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
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or ends its turn there. The other side of the wall
deals no damage.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d8 for each spell slot level above 4.

WALL OoF FORCE
Level 5 Evocation (Wizard)

Casting Time: Action

Range: 120 feet

Components: V, S, M (a shard of glass)
Duration: Concentration, up to 10 minutes

An Invisible wall of force springs into existence at
a point you choose within range. The wall appears
in any orientation you choose, as a horizontal or
vertical barrier or at an angle. It can be free floating
or resting on a solid surface. You can form it into a
hemispherical dome or a globe with a radius of up
to 10 feet, or you can shape a flat surface made up
of ten 10-foot-by-10-foot panels. Each panel must
be contiguous with another panel. In any form, the
wall is 1/4 inch thick and lasts for the duration. If
the wall cuts through a creature’s space when it ap-
pears, the creature is pushed to one side of the wall
(vou choose which side).

Nothing can physically pass through the wall. It
is immune to all damage and can't be dispelled by
Dispel Magic. A Disintegrate spell destroys the wall
instantly, however. The wall also extends into the
Ethereal Plane and blocks ethereal travel through
the wall.



WALL oF ICE
Level 6 Evocation (Wizard)

Casting Time: Action

Range: 120 feet

Components: V, S, M (a piece of quartz)
Duration: Concentration, up to 10 minutes

You create a wall of ice on a solid surface within
range. You can form it into a hemispherical dome
or a globe with a radius of up to 10 feet, or you can
shape a flat surface made up of ten 10-foot-square
panels. Each panel must be contiguous with another
panel. In any form, the wall is 1 foot thick and lasts
for the duration.

If the wall cuts through a creature’s space when
it appears, the creature is pushed to one side of the
wall (you choose which side) and makes a Dexterity
saving throw, taking 10d6 Cold damage on a failed
save or half as much damage on a successful one.

The wall is an object that can be damaged and
thus breached. It has AC 12 and 30 Hit Points per
10-foot section, and it has Immunity to Cold, Poi-
son, and Psychic damage and Vulnerability to Fire
damage. Reducing a 10-foot section of wall to O Hit
Points destroys it and leaves behind a sheet of frigid
air in the space the wall occupied.

A creature moving through the sheet of frigid air
for the first time on a turn makes a Constitution
saving throw, taking 5d6 Cold damage on a failed
save or half as much damage on a successful one.

Using a Higher-Level Spell Slot. The damage the
wall deals when it appears increases by 2d6 and the
damage from passing through the sheet of frigid air
increases by 1d6 for each spell slot level above 6.

WALL OF STONE
Level 5 Evocation (Druid, Sorcerer, Wizard)

Casting Time: Action

Range: 120 feet

Components: V, S, M (a cube of granite)
Duration: Concentration, up to 10 minutes

A nonmagical wall of solid stone springs into exis-
tence at a point you choose within range. The wall
is 6 inches thick and is composed of ten 10-foot-by-
10-foot panels. Each panel must be contiguous with
another panel. Alternatively, you can create 10-foot-
by-20-foot panels that are only 3 inches thick.

If the wall cuts through a creature's space when
it appears, the creature is pushed to one side of the
wall (you choose which side). If a creature would
be surrounded on all sides by the wall (or the wall
and another solid surface), that creature can make

a Dexterity saving throw. On a success, it can use
its Reaction to move up to its Speed so that it is no
longer enclosed by the wall.

The wall can have any shape you desire, though it
can't occupy the same space as a creature or object.
The wall doesn't need to be vertical or rest on a firm
foundation. It must, however, merge with and be
solidly supported by existing stone. Thus, you can
use this spell to bridge a chasm or create a ramp.

If you create a span greater than 20 feet in length,
you must halve the size of each panel to create sup-
ports. You can crudely shape the wall to create bat-
tlements and the like.

The wall is an object made of stone that can be
damaged and thus breached. Each panel has AC 15
and 30 Hit Points per inch of thickness, and it has
Immunity to Poison and Psychic damage. Reducing
a panel to O Hit Points destroys it and might cause
connected panels to collapse at the DM's discretion.

If you maintain your Concentration on this spell
for its full duration, the wall becomes permanent
and can't be dispelled. Otherwise, the wall disap-
pears when the spell ends.

WALL OF THORNS
Level 6 Conjuration (Druid)

Casting Time: Action

Range: 120 feet

Components: V, S, M (a handful of thorns)
Duration: Concentration, up to 10 minutes

You create a wall of tangled brush bristling with
needle-sharp thorns. The wall appears within range
on a solid surface and lasts for the duration. You
choose to make the wall up to 60 feet long, 10 feet
high, and 5 feet thick or a circle that has a 20-foot
diameter and is up to 20 feet high and 5 feet thick.
The wall blocks line of sight.

When the wall appears, each creature in its area
makes a Dexterity saving throw, taking 7d8 Pierc-
ing damage on a failed save or half as much damage
on a successful one.

A creature can move through the wall, albeit
slowly and painfully. For every 1 foot a creature
moves through the wall, it must spend 4 feet of
movement. Furthermore, the first time a creature
enters a space in the wall on a turn or ends its turn
there, the creature makes a Dexterity saving throw,
taking 7d8 Slashing damage on a failed save or half
as much damage on a successful one. A creature
makes this save only once per turn.

Using a Higher-Level Spell Slot. Both types of dam-
age increase by 1d8 for each spell slot level above 6.

CHAPTER 7 | SPELLS 239



340

WARDING BOND
Level 2 Abjuration (Cleric, Paladin)

Casting Time: Action

Range: Touch

Components: V, S, M (a pair of platinum rings worth
50+ GP each, which you and the target must wear
for the duration)

Duration: 1 hour

You touch another creature that is willing and
create a mystic connection between you and the
target until the spell ends. While the target is
within 60 feet of you, it gains a +1 bonus to AC and
saving throws, and it has Resistance to all damage.
Also, each time it takes damage, you take the same
amount of damage.

The spell ends if you drop to O Hit Points or if you
and the target become separated by more than 60
feet. It also ends if the spell is cast again on either of
the connected creatures.

WATER BREATHING

Level 3 Transmutation (Druid, Ranger, Sorcerer,
Wizard)

Casting Time: Action or Ritual
Range: 30 feet

Components: V, S, M (a short reed)
Duration: 24 hours

This spell grants up to ten willing creatures of your
choice within range the ability to breathe under-
water until the spell ends. Affected creatures also
retain their normal mode of respiration.

WATER WALK
Level 3 Transmutation (Cleric, Druid, Ranger, Sorcerer)

Casting Time: Action or Ritual

Range: 30 feet

Components: V, S, M (a piece of cork)
Duration: 1 hour

This spell grants the ability to move across any lig-
uid surface—such as water, acid, mud, snow, quick-
sand, or lava—as if it were harmless solid ground
(creatures crossing molten lava can still take dam-
age from the heat). Up to ten willing creatures of
your choice within range gain this ability for the
duration.

An affected target must take a Bonus Action to
pass from the liquid’s surface into the liquid itself
and vice versa, but if the target falls into the liquid,
the target passes through the surface into the liquid
below.
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SPELLS LIKE WaTER BreaTHING AND WATER

WALK ASSIST VISITS TO AQUATIC REALMS

WEB

Level 2 Conjuration (Sorcerer, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S, M (a bit of spiderweb)
Duration: Concentration, up to 1 hour

You conjure a mass of sticky webbing at a point
within range. The webs fill a 20-foot Cube there for
the duration. The webs are Difficult Terrain, and the
area within them is Lightly Obscured.

If the webs aren’t anchored between two solid
masses (such as walls or trees) or layered across a
floor, wall, or ceiling, the web collapses on itself, and
the spell ends at the start of your next turn. Webs
layered over a flat surface have a depth of 5 feet.

The first time a creature enters the webs on a turn
or starts its turn there, it must succeed on a Dexter-
ity saving throw or have the Restrained condition
while in the webs or until it breaks free.

A creature Restrained by the webs can take an
action to make a Strength (Athletics) check against
your spell save DC. If it succeeds, it is no longer
Restrained.

The webs are flammable. Any 5-foot Cube of webs
exposed to fire burns away in 1 round, dealing 2d4
Fire damage to any creature that starts its turn in
the fire.



WEIRD
Level 9 Illusion (Warlock, Wizard)

Casting Time: Action

Range: 120 feet

Components: V, 5

Duration: Concentration, up to 1 minute

You try to create illusory terrors in others’ minds.
Each creature of your choice in a 30-foot-radius
Sphere centered on a point within range makes a
Wisdom saving throw. On a failed save, a target
takes 10d10 Psychic damage and has the Frightened
condition for the duration. On a successful save, a
target takes half as much damage only.

A Frightened target makes a Wisdom saving
throw at the end of each of its turns. On a failed
save, it takes 5d10 Psychic damage. On a successful
save, the spell ends on that target.

WinD WALK
Level 6 Transmutation (Druid)

Casting Time: 1 minute

Range: 30 feet

Components: V, S, M (a candle)
Duration: 8 hours

You and up to ten willing creatures of your choice
within range assume gaseous forms for the du-
ration, appearing as wisps of cloud. While in this
cloud form, a target has a Fly Speed of 300 feet and
can hover; it has Immunity to the Prone condition;
and it has Resistance to Bludgeoning, Piercing, and
Slashing damage. The only actions a target can take
in this form are the Dash action or a Magic action to
begin reverting to its normal form. Reverting takes
1 minute, during which the target has the Stunned
condition. Until the spell ends, the target can revert
to cloud form, which also requires a Magic action
followed by a 1-minute transformation.

If a target is in cloud form and flying when the ef-
fect ends, the target descends 60 feet per round for
1 minute until it lands, which it does safely. If it can’t
land after 1 minute, it falls the remaining distance.

WiIND WALL
Level 3 Evocation (Druid, Ranger)

Casting Time: Action

Range: 120 feet

Components: V, S, M (a fan and a feather)
Duration: Concentration, up to 1 minute

A wall of strong wind rises from the ground at a
point you choose within range. You can make the
wall up to 50 feet long, 15 feet high, and 1 foot thick.

You can shape the wall in any way you choose so
long as it makes one continuous path along the
ground. The wall lasts for the duration.

When the wall appears, each creature in its area
makes a Strength saving throw, taking 4d8 Blud-
geoning damage on a failed save or half as much
damage on a successful one.

The strong wind keeps fog, smoke, and other
gases at bay. Small or smaller flying creatures or
objects can't pass through the wall. Loose, light-
weight materials brought into the wall fly upward.
Arrows, bolts, and other ordinary projectiles
launched at targets behind the wall are deflected
upward and miss automatically. Boulders hurled by
Giants or siege engines, and similar projectiles, are
unaffected. Creatures in gaseous form can't pass
through it.

WisH

Level 9 Conjuration (Sorcerer, Wizard)

Casting Time: Action
Range: Self
Components: V
Duration: Instantaneous

Wish is the mightiest spell a mortal can cast. By sim-
ply speaking aloud, you can alter reality itself.

The basic use of this spell is to duplicate any other
spell of level 8 or lower. If you use it this way, you
don't need to meet any requirements to cast that
spell, including costly components. The spell simply
takes effect.

Alternatively, you can create one of the following
effects of your choice:

Object Creation. You create one object of up to
25,000 GP in value that isn't a magic item. The
object can be no more than 300 feet in any di-
mension, and it appears in an unoccupied space
that you can see on the ground.

Instant Health. You allow yourself and up to
twenty creatures that you can see to regain all Hit
Points, and you end all effects on them listed in
the Greater Restoration spell.

Resistance. You grant up to ten creatures that you
can see Resistance to one damage type that you
choose. This Resistance is permanent.

Spell Immunity. You grant up to ten creatures you
can see immunity to a single spell or other magi-
cal effect for 8 hours.

Sudden Learning. You replace one of your feats
with another feat for which you are eligible. You
lose all the benefits of the old feat and gain the
benefits of the new one. You can't replace a feat
that is a prerequisite for any of your other feats or
features.
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A HALFLING WARLOCK TAPS A

1IOMBIE WITH THE GRASPING

LIGHTNING OF WitcwH BoLr

Roll Redo. You undo a single recent event by forc-
ing a reroll of any die roll made within the last
round (including your last turn). Reality reshapes
itself to accommodate the new result. For exam-
ple, a Wish spell could undo an ally’s failed saving
throw or a foe's Critical Hit. You can force the re-
roll to be made with Advantage or Disadvantage,
and you choose whether to use the reroll or the
original roll.

Reshape Reality. You may wish for something not
included in any of the other effects. To do so, state
your wish to the DM as precisely as possible. The
DM has great latitude in ruling what occurs in
such an instance; the greater the wish, the greater
the likelihood that something goes wrong. This
spell might simply fail, the effect you desire might
be achieved only in part, or you might suffer an
unforeseen consequence as a result of how you
worded the wish. For example, wishing that a
villain were dead might propel you forward in
time to a period when that villain is no longer
alive, effectively removing you from the game.
Similarly, wishing for a Legendary magic item or
an Artifact might instantly transport you to the
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presence of the item's current owner. If your wish
is granted and its effects have consequences for a
whole community, region, or world, you are likely
to attract powerful foes. If your wish would affect
a god, the god’s divine servants might instantly in-
tervene to prevent it or to encourage you to craft
the wish in a particular way. If your wish would
undo the multiverse itself, threaten the City of
Sigil, or affect the Lady of Pain in any way, you
see an image of her in your mind for a moment;
she shakes her head, and your wish fails.

The stress of casting Wish to produce any effect
other than duplicating another spell weakens you.
After enduring that stress, each time you cast a spell
until you finish a Long Rest, you take 1d10 Necrotic
damage per level of that spell. This damage can't be
reduced or prevented in any way. In addition, your
Strength score becomes 3 for 2d4 days. For each of
those days that you spend resting and doing nothing
more than light activity, your remaining recovery
time decreases by 2 days. Finally, there is a 33 per-
cent chance that you are unable to cast Wish ever
again if you suffer this stress.



WitcH BoLT
Level 1 Evocation (Sorcerer, Warlock, Wizard)

Casting Time: Action

Range: 60 feet

Components: V, S, M (a twig struck by lightning)
Duration: Concentration, up to 1 minute

A beam of crackling energy lances toward a crea-
ture within range, forming a sustained arc of light-
ning between you and the target. Make a ranged
spell attack against it. On a hit, the target takes
2d12 Lightning damage.

On each of your subsequent turns, you can take a
Bonus Action to deal 1d12 Lightning damage to the
target automatically, even if the first attack missed.

The spell ends if the target is ever outside the
spell’s range or if it has Total Cover from you.

Using a Higher-Level Spell Slot. The initial damage
increases by 1d12 for each spell slot level above 1.

WOoORD OF RADIANCE
Evocation Cantrip (Cleric)

Casting Time: Action

Range: Self

Components: V, M (a sunburst token)
Duration: Instantaneous

Burning radiance erupts from you in a 5-foot Em-
anation. Each creature of your choice that you can
see in it must succeed on a Constitution saving
throw or take 1d6 Radiant damage.

Cantrip Upgrade. The damage increases by 1d6

when you reach levels 5 (2d6), 11 (3d6), and 17 (4d6).

WORD OF RECALL
Level 6 Conjuration (Cleric)

Casting Time: Action
Range: 5 feet
Components: V
Duration: Instantaneous

You and up to five willing creatures within 5 feet
of you instantly teleport to a previously designated
sanctuary. You and any creatures that teleport with
you appear in the nearest unoccupied space to the
spot you designated when you prepared your sanc-
tuary (see below). If you cast this spell without first
preparing a sanctuary, the spell has no effect.

You must designate a location, such as a temple, as
a sanctuary by casting this spell there.

WRATHFUL SMITE
Level 1 Necromancy (Paladin)

Casting Time: Bonus Action, which you take immedi-
ately after hitting a creature with a Melee weapon or
an Unarmed Strike

Range: Self

Component: V

Duration: 1 minute

The target takes an extra 1d6 Necrotic damage
from the attack, and it must succeed on a Wisdom
saving throw or have the Frightened condition until
the spell ends. At the end of each of its turns, the
Frightened target repeats the save, ending the spell
on itself on a success.

Using a Higher-Level Spell Slot. The damage in-
creases by 1d6 for each spell slot level above 1.

YOLANDE'S REGAL PRESENCE
Level 5 Enchantment (Bard, Wizard)

Casting Time: Action

Range: Self

Component: V, S, M (a miniature tiara)
Duration: Concentration, up to 1 minute

You surround yourself with unearthly majesty in a
10-foot Emanation. Whenever the Emanation en-
ters the space of a creature you can see and when-
ever a creature you can see enters the Emanation or
ends its turn there, you can force that creature to
make a Wisdom saving throw. On a failed save, the
target takes 4d6 Psychic damage and has the Prone
condition, and you can push it up to 10 feet away.
On a successful save, the target takes half as much
damage only. A creature makes this save only once
per turn.

ZONE OF TRUTH
Level 2 Enchantment (Bard, Cleric, Paladin)

Casting Time: Action
Range: 60 feet
Components: V, S
Duration: 10 minutes

You create a magical zone that guards against de-
ception in a 15-foot-radius Sphere centered on a
point within range. Until the spell ends, a creature
that enters the spell’s area for the first time on a
turn or starts its turn there makes a Charisma sav-
ing throw. On a failed save, a creature can't speak a
deliberate lie while in the radius. You know whether
a creature succeeds or fails on this save.

An affected creature is aware of the spell and
can avoid answering questions to which it would
normally respond with a lie. Such a creature can be
evasive yet must be truthful.
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APPENDIX A

THE MULTIVERSE

This appendix provides an overview of the mul-
tiverse, the overarching reality that encompasses
D&D’s countless worlds and adventures. These
realms are explored in greater detail in the Dungeon
Master’s Guide, along with other planes like the Far
Realm, Negative Plane, and Positive Plane.

THE MATERIAL REALMS

The philosophical and elemental forces of reality
converge to create the following planes of existence:

Material Plane. Most D&D adventures take place
on the Material Plane, which holds the worlds of
settings like Dragonlance, Eberron, the Forgotten
Realms, and Greyhawk. There's also room for any
world your group creates. Magic and physical
laws shape this plane’s diverse worlds.

Feywild. This vibrant, idealized realm brims with
life and emotion, which are most intense in the
realm's Domains of Delight.

Shadowfell. This gloom-haunted realm holds grim
wastelands, haunted ruins, and the infamous Do-
mains of Dread.

TRANSITIVE PLANES

The transitive planes serve as paths between planes:

Astral Plane. This endless, silvery expanse links the
Material Plane and the Outer Planes. Whole civi-
lizations have arisen in this glimmering vastness,
while others navigate the magical cosmos in spell-
jamming vessels.

Ethereal Plane. This ghostly realm connects the
Material Plane and the Inner Planes. The region
where the Ethereal Plane overlaps with other
planes is called the Border Ethereal, a place where
creatures can glimpse visions of planes beyond.

THE INNER PLANES

Elemental forces and the building blocks of reality
originate from these Inner Planes:

Elemental Plane of Air. Winds blow clouds and
floating islands across this boundless sky.

Elemental Plane of Earth. This maze of caverns
winds through stone and untold mineral riches.

Elemental Plane of Fire. An everlasting inferno,
this realm blazes with life on volcanic islands.

Elemental Plane of Water. This bottomless ocean
churns with mysterious sea life.
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Elemental Chaos. Here on the fringes of the Inner
Planes, elemental forces clash unpredictably.

Para-Elemental Planes. In these borderlands be-
tween the Elemental Planes, elemental forces
combine into realms of ash, ice, magma, and ooze.

THE OUTER PLANES

Realms where ideas take form and spirits spend
their afterlives, the Outer Planes are the homes of
immortals. The following locations compose the
Outer Planes:

Sigil. Sigil, the City of Doors, is a metropolis rather
than a plane at the center of the Outer Planes.
Here portals lead throughout the multiverse, and
the enigmatic Lady of Pain maintains order.

Outlands. Influences from the other Outer Planes
converge in the Outlands, where portals lead to
those planes. At the Outlands' center rises the
Spire, a pillar atop which floats Sigil.

Other Outer Planes. These planes are listed on the
Outer Planes table. Some are paradises, some are

nightmare realms, and some are more bizarre.
Each is dominated by forces that embody one or
more of the alignments described in chapter 2.

OUTER PLANES

Outer Plane Alignment

Abyss Chaotic Evil

Acheron Lawful Evil, Lawful Neutral
Arborea Chaotic Good

Arcadia Lawful Good, Lawful Neutral
Beastlands Chaotic Good, Neutral Good
Bytopia Lawful Good, Neutral Good
Carceri Chaotic Evil, Neutral Evil
Elysium Neutral Good

Gehenna Lawful Evil, Neutral Evil
Hades Neutral Evil

Limbo Chaotic Neutral

Mechanus Lawful Neutral

Mount Celestia Lawful Good

Nine Hells Lawful Evil

Outlands Neutral

Pandemonium

Ysgard

Chaotic Evil, Chaotic Neutral
Chaotic Good, Chaotic Neutral
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| Skills Athletics +5, Perception +3
| Senses Passive Perception 13
| Languages None

APPENDIX B

CREATURE STAT BLOCKS

This appendix provides stat blocks for creatures
mentioned elsewhere in the book, particularly in
the class, equipment, and spell chapters. See the
rules glossary for how to read a stat block, and see
the Monster Manual for even more creatures.

The following stat blocks are presented in alpha-
betical order. When the Dungeon Master uses a stat
block, the DM may change details in it.

APE

Medium Beast, Unaligned

AC 12 Initiative +2 (12)

HP 19 (3d8 + 6) ' .

Speed 30 ft., Climb 30 ft. BAT e
MOD SAVI MOD SAVE | Tiny Beast, Unaligned '

STR 16 +3 +3 Dex14 +2 +2 Con14 +2 +2 AC 12 Initiative +2 (12)

INT 6 -2 -2 Wis12 +1 +1 CHa 7 -2 -2 HP 1 (1d4 - 1)
Speed 5 ft., Fly 30 ft.

M MOD SA

STR 2 -4 -4 Dex15 +2 42 Con8 -1 -]

| CR1/2 (XP 100; PB +2) INT 2 -4 -4 Wis12 +1 +1 CHA 4 -3 -3
ACTIONS Senses Blindsight 60 ft., Passive Perception 11

. : i Languages None

; Multiattack. The ape makes two Fist attacks. | €RO (XP 10; PB +2)

| Skills Perception +3
| Resistances Poison

| Languages None

| STR 10 +0 +0 Dex 11 +0 +0 Con16 +3 +3

Fist. Melee Attack Roll: +5, reach 5 ft. Hit: 5 (1d4 + 3)

Bludgeoning damage. - ACTIONS :

Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 1 Piercing

Rock (Recharge 6). Ranged Attack Roll: +5, range

| 25/50 ft. Hit: 10 (2d6 + 3) Bludgeoning damage. | | damage.
BADGER ' BLACK BEAR |
Tiny Beast, Unaligned | Medium Beast, Unaligned '
AC 11 Initiative +1 (11)

ACTI Initiative +0 (10)
HP 5 (1d4 + 3)

| HP19 (3d8 + 6)
Speed 20 ft., Burrow 5 ft. .

Speed 30 ft., Climb 30 ft., Swim 30 ft.

[ : MOD SAVE MOD SAVE ||
STR 15 +2 +2 Dex12 41 +1 ConN14 +2 +2 |
INT 2 -4 -4 Wis 12 41 41 CHA 7 -2 -2 |

MOD SAV

MOD SAVE MoD MOD SAVE

INT 2 -4 -4 Wis12 41 41 CHA S5 -3 -3

Skills Perception +5
Senses Darkvision 60 ft., Passive Perception 15
Languages None

Senses Darkvision 30 ft., Passive Perception 13 | CR 1/2 (XP 100; PB +2)

| CRO (XP 10; PB +2) Acvinils
ACTIONS Multiattack. The bear makes two Rend attacks.
| Bite. Melee Attack Roll: +2, reach 5 ft. Hit: 1 Piercing Rend. Melee Attack Roll: +4, reach 5 ft. Hit: 5 (1d6 + 2)

| damage.

Slashing damage. :
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Medium Beast, Unaligned

ACT1 Initiative +0 (10)
HP 13 (2d8 + 4)
Speed 40 ft.

STfR 13 +1 +1 Dex11 +0 +0 Con14 +2 +2
INT 2 -4 -4 Wis 9 -1 -1 CHAS5 -3 -3

Senses Passive Perception 9
Languages None
CR 1/4 (XP 50; PB +2)

TrRAITS

Bloodied Fury. While Bloodied, the boar has Advantage
on attack rolls.

ACTIONS

Gore. Melee Attack Roll: +3, reach 5 ft. Hit: 4 (1d6 + 1)
Piercing damage. If the boar moved at least 20 feet
straight toward the target immediately before the hit,
the target takes an extra 3 (1d6) Piercing damage and,
if it is Large or smaller, has the Prone condition.

BROWN BEAR
Large Beast, Unaligned
ACT1 Initiative +1 (11)

HP 22 (3d10 + 6)
Speed 40 ft., Climb 30 ft.

STR 17 43 +3 Dex12 +1 41 CoN15 +2 +2
INT 2 -4 -4 Wis 13 +1 +1 CHA 7 -2 -2
Skills Perception +3

Senses Darkvision 60 ft., Passive Perception 13

Languages None
CR 1 (XP 200; PB +2)

AcCTIONS

Multiattack. The bear makes one Bite attack and one
Claw attack.

Bite. Melee Attack Roll: +5, reach 5 ft. Hit: 7 (1d8 + 3)
Piercing damage.

Claw. Melee Attack Roll: +5, reach 5 ft. Hit: 5 (1d4 + 3)
Slashing damage, and the target has the Prone condi-
tion if it is Huge or smaller.

CAMEL

Large Beast, Un(.'.".'_grlc'd

AC 10 Initiative -1 (9)

HP 17 (2d10 + 6)

Speed 50 ft.

StfR 15 +2 42 Dex 8 -1 -1 ConN17 +3 +5

INT 2 -4 -4 Wis 11 40 +0 CHA 5 -3 -3

Senses Darkvision 60 ft., Passive Perception 10
Languages None
CR 1/8 (XP 25; PB +2)

ACTIONS

Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 4 (1d4 + 2)
Bludgeoning damage.

Car
Tiny Beast, Unaligned

AC 12 Initiative +2 (12)
HP 2 (1d4)
Speed 40 ft., Climb 40 ft.

MOD SAVE MOIL |
STR 3 =4 =4 Dex15 %2 %4 ConN10 %0 +0 |
INT 3 -4 -4 Wis12 41 41 CHA 7 -2 -2
Skills Perception +3, Stealth +4

Senses Darkvision 60 ft., Passive Perception 13

Languages None
CRO (XP 10; PB +2)

TRAITS

Jumper. The cat's jump distance is determined using its
Dexterity rather than its Strength.
ACTIONS

Scratch. Melee Attack Roll: +4, reach 5 ft. Hit: 1 Slash-
ing damage.
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CrocCoDILE

' CONSTRICTOR SNAKE

Large Beast, Unaligned

AC 13 Initiative +2 (12)
HP 13 (2d10 + 2)
Speed 30 ft., Swim 30 ft.
MOD SAV MOD SAVE MOD, SAVE
| STR 15 +2 +2 Dex14 42 +2 Con12 +1 +1
INT 1 -5 -5 Wis10 +0 +0 CHA 3 -4 -4

Skills Perception +2, Stealth +4

| Senses Blindsight 10 ft., Passive Perception 12
| Languages None

CR 1/4 (XP 50; PB +2)

| ACTIONS

Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 6 (1d8 + 2)
Piercing damage.

Constrict. Strength Saving Throw: DC 12, one Medium

or smaller creature the snake can see within 5 feet. Fail-

ure: 7 (3d4) Bludgeoning damage, and the target has
the Grappled condition (escape DC 12).

CRAB
| Tiny Beast, Unaligned
| ACT1 Initiative +0 (10)
HP 3 (1d4 + 1)
| Speed 20 ft., Swim 20 ft.
i MOD SAVE MOD SAVE MOD SAVE
| STR 6 -2 -2 Dex11 +0 +0 ConN12 +1 +]
INT 1 -5 -5 Wis 8 -1 -1 CHa 2 -4 -4

Skills Stealth +2
Senses Blindsight 30 ft., Passive Perception 9

Languages None
CRO (XP 10; PB +2)

TRAITS

| Amphibious. The crab can breathe air and water.

| ACTIONS

Claw. Melee Attack Roll: +2, reach 5 ft. Hit: 1 Bludgeon-
ing damage.

a2
|

CROCODILE

Large Beast, Unaligned
AC 12 Initiative +0 (10)

' HP 13 (2d10 + 2)

Speed 20 ft., Swim 30 ft.
SR 15 +2 +2 DEx10 +0 +0 Con13 +1 43
INT 2 -4 -4 Wis10 +0 +0 CHA 5 -3 -3

| Skills Stealth +2

Senses Passive Perception 10
Languages None
CR 1/2 (XP 100; PB +2)

TrRAITS

Hold Breath. The crocodile can hold its breath
for 1 hour.

ACTIONS

| Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 6 (1d8 + 2)
| Piercing damage. If the target is Medium or smaller,
| it has the Grappled condition (escape DC 12). While

Grappled, the target has the Restrained condition.

| DiIRe WOLF

Large Beast, Unaligned

AC 14 Initiative +2 (12)
HP 22 (3d10 + 6)
Speed 50 ft.

MOD SAY MOD SAVE MOD SAVE
STR 17 +3 +3 Dex 15 +2 +2 Con15 +2 +2
INT 3 -4 -4 Wis12 41 +1 CHA 7 -2 -2

E

Skills Perception +5, Stealth +4

Senses Darkvision 60 ft., Passive Perception 15
Languages None

CR 1 (XP 200; PB +2)

TRAITS

| Pack Tactics. The wolf has Advantage on an attack roll

against a creature if at least one of the wolf’s allies is
within 5 feet of the creature and the ally doesn’t have
the Incapacitated condition.

ACTIONS

Bite. Melee Attack Roll: +5, reach 5 ft. Hit: 8 (1d10 + 3)
Piercing damage, and the target has the Prone condi-

| tion if it is Huge or smaller.
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DRAFT HORSE

Large Beast, Unaligned
AC 10

HP 15 (2d10 + 4)
Speed 40 ft.

Initiative +0 (10)

SR 18 +4 +4 Dex10 +0 +0 Con15
INT 2 -4 -4 Wis 11 40 40 CHA 7 -2 -2

Senses Passive Perception 10
Languages None
CR 1/4 (XP 50; PB +2)

ACTIONS

+2 42

Hooves. Melee Attack Roll: +6, reach 5 ft. Hit: 6 (1d4
+ 4) Bludgeoning damage.

ELEPHANT

Huge Beast, Unaligned

AC 12
HP 76 (8d12 + 24)
Speed 40 ft.

Initiative -1 (9)

MOD SAVE

StR 22 +6 +6 Dex 9 -1 -]
INT 3 =4 -4 Wis 11 +0

Con17 +3 43
+0 CHa 6 -2 -2

Senses Passive Perception 10
Languages None
CR 4 (XP 1,100; PB +2)

ACTIONS

Multiattack. The elephant makes two Gore attacks.

Gore. Melee Attack Roll: +8, reach 5 ft. Hit: 15 (2d8 + 6)
Piercing damage. If the elephant moved at least 20 feet
straight toward the target immediately before the hit,
the target also has the Prone condition.

BoNus ACTIONS

Trample. Dexterity Saving Throw: DC 16, one creature
within 5 feet that has the Prone condition. Failure: 17

(2d10 + 6) Bludgeoning damage. Success: Half damage.

| Ewk

Large Beast, Unaligned

AC 10
HP 11 (2d10)
Speed 50 ft.

Initiative +0 (10)

MOD SAVE MOD SAVE MOD. SAV
StR 16 +3 +3 Dex10 +0 +0 Con11 +0 +0
INT 2 4 -4 Wis 10 +0 +0° CHA 6 -2 -2
Skills Perception +2

Senses Darkvision 60 ft., Passive Perception 12

Languages None
CR 1/4 (XP 50; PB +2)

ACTIONS

Ram. Melee Attack Roll: +5, reach 5 ft. Hit: 6 (1d6 + 3)
Bludgeoning damage. If the elk moved at least 20 feet
straight toward the target immediately before the hit,
the target takes an extra 3 (1d6) Bludgeoning damage
and, if it is Huge or smaller, has the Prone condition.

' FrROG

Tiny Beast, Unaligned

AC T Initiative +1 (11)
HP 1 (1d4 - 1)
Speed 20 ft., Swim 20 ft.

MOD SAVE MOD SAVE MOD SAVE
StTR 1 -5 -5 Dex13 +1 +1 ConNn& -1 -i
INT 1 =5 -5 Wis 8 =1 -1 CHA 3 -4 -4

Skills Perception +1, Stealth +3

Senses Darkvision 30 ft., Passive Perception 11
Languages None

CRO (XP 10; PB +2)

TRAITS

| Amphibious. The frog can breathe air and water.

Standing Leap. The frog's Long Jump is up to 10 feet
and its High Jump is up to 5 feet with or without a run-
ning start.

ACTIONS

Bite. Melee Attack Roll: +3, reach 5 ft. Hit: 1 Piercing
damage.
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" GIANT BADGER

GianT BADGER

N

' GIANT GOAT
| Large Beast, Unaligned
| ACT1 Initiative +1 (17)

Medium Beast, Unaligned

AC 13 Initiative +0 (10)
HP 15 (2d8 + 6)

Speed 30 ft., Burrow 10 ft.

SR 13 41 +1 Dex10 +

INT 2 -4 -4 Wis12 41 41 CHA S5 -3 -3

Skills Perception +3

Resistances Poison

Senses Darkvision 60 ft., Passive Perception 13
Languages None

CR 1/4 (XP 50; PB +2)

ACTIONS

+0 Con17 +3 +3

Bite. Melee Attack Roll: +3, reach 5 ft. Hit: 6 (2d4 + 1)
Piercing damage.

GIANT CRAB

Medium Beast, Unaligned
| AC15 Initiative +1 (17)
| HP 13 (3d8)
| Speed 30 ft., Swim 30 ft.

STR 13 +1 41 Dex13 +1 +1 Con11 +0 +0

INT 1 -5 -5 Wis 9 -1 -1 CHA 3 -4 -4

Skills Stealth +3
Senses Blindsight 30 ft., Passive Perception 9
Languages None

| CR 1/8 (25 XP; PB +2)

TRAITS

- Amphibious. The crab can breathe air and water.

| ACTIONS

| Claw. Melee Attack Roll: +3, reach 5 ft. Hit: 4 (1d6 + 1)

| Bludgeoning damage. If the target is Medium or

| smaller, it has the Grappled condition (escape DC 11).
The crab has two claws, each of which can grapple

| one target.
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HP 19 (3d10 + 3)
Speed 40 ft., Climb 30 ft.

MO f M A MOD SAVE
STR 17 43 +5 Dex13 +1 +1 Con12 +1 +]

INT 3 -4 -4 Wis12 +1 41 CHA 6 -2 -2

Skills Perception +3

Senses Darkvision 60 ft., Passive Perception 13
Languages None

CR 1/2 (XP 100; PB +2)

| ACTIONS

Ram. Melee Attack Roll: +5, reach 5 ft. Hit: 6 (1d6 + 3)
Bludgeoning damage. If the goat moved at least 20 feet
straight toward the target immediately before the hit,
the target takes an extra 5 (2d4) Bludgeoning damage
and, if it is Huge or smaller, has the Prone condition.

GIANT SEAHORSE

Large Beast, Unaligned

AC 14 Initiative +1 (11)
HP 16 (3d10)
Speed 5 ft., Swim 40 ft.

STR 15 42 42 Dex12 +1 +1 Con11 +0 +0
INT 2 -4 -4 Wis12 41 +1 CHA 5 -3 -3

Senses Passive Perception 11
Languages None
CR 1/2 (XP 100; PB +2)

TRAITS

Water Breathing. The seahorse can breathe only
underwater.

ACTIONS

Ram. Melee Attack Roll: +4, reach 5 ft. Hit: 9 (2d6 + 2)
Bludgeoning damage, or the seahorse deals 11 (2d8
+ 2) Bludgeoning damage if it moved at least 20 feet
straight toward the target immediately before the hit.

BonNnus ACTIONS

| Bubble Dash. \While underwater, the seahorse moves

up to half its Swim Speed without provoking Opportu-
nity Attacks.




. GIANT SF.'IDIER :

Large Beast, Unaligned

AC 14
HP 26 (4d10 + 4)
Speed 30 ft., Climb 30 ft.

MOD SAVE MOD

Initiative +3 (13)

St/ 14 +2 +2 Dex16 +3 +3 Con12 +1 +1
INT 2 -4 -4 Wis 1l +0 +0 CHA 4 -3 3

SAVE

Skills Perception +4, Stealth +7

Senses Darkvision 60 ft., Passive Perception 14
Languages None

CR 1 (XP 200; PB +2)

| TRAITS

| Spider Climb. The spider can climb difficult surfaces,
including along ceilings, without needing to make an
ability check.

| Web Walker. The spider ignores movement restrictions
caused by webs, and it knows the location of any other
creature in contact with the same web.

i ACTIONS

| Bite. Melee Attack Roll: +5, reach 5 ft. Hit: 7 (1d8 + 3)
Piercing damage plus 7 (2d6) Poison damage.

Web (Recharge 5-6). Dexterity Saving Throw: DC 13,
one creature the spider can see within 60 feet. Failure:

| The target has the Restrained condition until the web is
destroyed (AC 10; HP 5; Vulnerability to Fire damage;
Immunity to Poison and Psychic damage).

GIANT SPIDERS

| GIANT WEASEL

Medium Beast, Unaligned

AC 13 Initiative +3 (13)
HP 9 (2d8)
Speed 40 ft., Climb 30 ft.

MOD SAVE MOD SAVE MOD SAVE
St7R 11 40 +0 Dex17 +3 43 Con10 +0 +0
INT 4 -3 -3 Wis12 41 +1 CHA 5 -3 -3

Skills Acrobatics +5, Perception +3, Stealth +5
Senses Darkvision 60 ft., Passive Perception 13
Languages None

CR 1/8 (XP 25; PB +2)

GoAT

ACTIONS

Bite. Melee Attack Roll: +5, reach 5 ft. Hit: 5 (1d4 + 3)
Piercing damage.

Medium Beast, Unaligned

AC 10 Initiative +0 (10)
HP 4 (1d8)
Speed 40 ft., Climb 30 ft.

MOD SAVE MOD SAVE MOD SAVE
St 11 40 +2 Dex10 +0 +0 Con11 +0 +0
INT 2 -4 -4 Wis 10 +0 +0 CHA 5 -3 -3

Skills Perception +2

Senses Darkvision 60 ft., Passive Perception 12
Languages None

CRO (XP 10; PB +2)

ACTIONS

Ram. Melee Attack Roll: +2, reach S ft. Hit: 1 Bludgeon-
ing damage, or the goat deals 2 (1d4) Bludgeoning
damage if it moved at least 20 feet straight toward the

target immediately before the hit.
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HAwK
| Tiny Beast, Unaligned

| AC 13

| ST 5 =38

Initiative +3 (13)
HP1 (1d4 - 1)
Speed 10 ft., Fly 60 ft,

INT 2 -4 -4 Wis14 +2 +2 CHA 6 -2 -2

Skills Perception +6

Senses Passive Perception 16
Languages None

CRO (XP 10; PB +2)

ACTIONS

Dex16 43 +3 Con 8 -1 -

| Talons. Melee Attack Roll: +5, reach 5 ft. Hit: 1 Slash-
| ing damage.

IMp

| Tiny Fiend (Devil), Lawful Evil

| AC13

Initiative +3 (13)

| HP 21 (6d4 + 6)

| Speed 20 ft., Fly 40 ft.

STR 6 -2 -2 Dex17 +3 +3 ConN13 +1 +]

INT 11 40 +0 Wis 12 +1 +1 CHA 14 +2 +2

Skills Deception +4, Insight +3, Stealth +5

| Resistances Cold

Immunities Fire, Poison; Poisoned

Senses Darkvision 120 ft., Passive Perception 11
Languages Common, Infernal

CR 1 (XP 200; PB +2)

TRAITS

Devil’s Sight. Magical Darkness doesn't impede the
imp's Darkvision.

Magic Resistance. The imp has Advantage on saving
throws against spells and other magical effects.

| ACTIONS
| Sting. Melee Attack Roll: +5, reach 5 ft. Hit: 6 (1d6 + 3)

Piercing damage plus 7 (2d6) Poison damage.

: Invisibility. The imp casts Invisibility on itself, requiring
| no spell components and using Charisma as the spell-

casting ability.

Shape-Shift. The imp shape-shifts to resemble a rat
(Speed 20 ft.), a raven (20 ft., Fly 60 ft.), or a spider
(20 ft., Climb 20 ft.), or it returns to its true form. Its
statistics are the same in each form, except for its
Speed. Any equipment it's wearing or carrying isn't

transformed.
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LiON

Large Beast, Unaligned

AC 12 Initiative +2 (12)

HP 22 (4d10)

Speed 50 ft.

STR 17 +3 43 Dex15 +2 +2 Con1l +0 +0
INT 3 4 -4 Wis12 41 +1 CHA S8 -1 -]

Skills Perception +3, Stealth +4

Senses Darkvision 60 ft., Passive Perception 13
Languages None

CR 1 (XP 200; PB +2)

TrAITS

Pack Tactics. The lion has Advantage on an attack roll
against a creature if at least one of the lion’s allies is
within 5 feet of the creature and the ally doesn’t have
the Incapacitated condition.

Running Leap. With a 10-foot running start, the lion
can Long Jump up to 25 feet.

ACTIONS

Multiattack. The lion makes two Rend attacks. It can
replace one of these attacks with a use of Roar.

Rend. Melee Attack Roll: +5, reach 5 ft. Hit: 7 (1d8 + 3)
Slashing damage.

Roar. Wisdom Saving Throw: DC 11, one creature within
15 feet. Failure: The target has the Frightened condition
until the start of the lion’s next turn.




MasTiFF

LizARD

Tiny Beast, Unaligned
AC 10

HP 2 (1d4)
Speed 20 ft., Climb 20 ft.

Initiative +0 (10)

StTR 2 -4 -4 Dex11 +0 +0 Con10 +0 +0
INT 1 =558 Wis 8 =1 =1 CHa 3 =4 =4
Senses Darkvision 30 ft., Passive Perception 9

Languages None
| CRO (XP 10; PB +2)

TrRAITS

Spider Climb. The lizard can climb difficult surfaces,
| including along ceilings, without needing to make an
| ability check.

AcCTIONS

Bite. Melee Attack Roll: +2, reach 5 ft. Hit: 1 Piercing
damage.

MASTIFF

| Medium Beast, Unaligned

AC 12

| HP 5 (1d8 + 1)
| Speed 40 ft.
MOD SAVE MOD SAVE

STR 13 +1 +1 Dex 14 +2 +2
INT 3 -4 -4 Wis 12 +1 +3

Initiative +2 (12)

CHA 7 =2 2

Skills Perception +5

Senses Darkvision 60 ft., Passive Perception 15
Languages None

CR 1/8 (XP 25; PB +2)

AcCTIONS

Con1Z +1 41

| Bite. Melee Attack Roll: +3, reach 5 ft. Hit: 4 (1d6 + 1)
Piercing damage, and the target has the Prone condi-
tion if it is Large or smaller.

' MULE

' AC 10
HP 11 (248 + 2)

+ 2) Bludgeoning damage.

| AC12

Medium Beast, Unaligned
Initiative +0 (10)

Speed 40 ft.

STR 14 +2 +4 Dex10 +0 +0 Con13 +1 +1
INT 2 -4 -4 Wis10 40 40 CHA 5 -3 -3

MOD SAVE MOD SAVE

| Senses Passive Perception 10
| Languages None

CR 1/8 (XP 25; PB +2)

TRAITS

Beast of Burden. The mule counts as one size larger for
the purpose of determining its carrying capacity.

ACTIONS

Hooves. Melee Attack Roll: +4, reach 5 ft. Hit: 4 (1d4

OcToPus
Small Beast, Unaligned

Initiative +2 (12)
HP 3 (1d6)
Speed 5 ft., Swim 30 ft.
: MOD SAVE MOD SAVE MOD SAVE
StTR 4 -3 -3 Dex15 +2 +2 ConT11 +0 +0

INT 3 -4 -4 Wis10 40 +0 CHA 4 -3 -3

Skills Perception +2, Stealth +6
Senses Darkvision 30 ft., Passive Perception 12
Languages None

| CRO (XP 10; PB +2)

TRAITS

| Compression. The octopus can move through a space

as narrow as 1 inch without squeezing.

Water Breathing. The octopus can breathe only
| underwater.

ACTIONS
Tentacles. Melee Attack Roll: +4, reach 5 ft. Hit: 1 Blud-

| geoning damage.

REACTIONS

Ink Cloud (1/Day). Trigger: A creature ends its turn

e

within 5 feet of the octopus while underwater. Response: |

The octopus releases ink that fills a 5-foot Cube cen-
tered on itself, and the octopus moves up to its Swim
Speed. The Cube is Heavily Obscured for 1 minute or
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| until a strong current or similar effect disperses the ink. |
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| PONY

Medium Beast, Unaligned

AC10 Initiative +0 (10)
; . HP 11 (2d8 + 2)
Tiny Beast, Unaligned Speed 40 ft.
: AC 11 Initiative +1 (n} [ MOD SAVE MOD SAVE MOD SAVE
| HP1 (1d4 - 1) | SR 15 +2 +4 Dex10 +0 +0 Con13 +1 +1
l
|

MOD SAVE MOD
Senses Passive Perception 10 j
Languages None

CR 1/8 (XP 25; PB +2)

STR 3 -4 -4 Dex13 +1 41 ConNn8 -1 -1
INT 2 -4 -4 Wis 12 41 +1 CHA 7 -2 =2

Skills Perception +5, Stealth +5

|
Speed 5 ft., Fly 60 ft. | INT 2 =4 -4 Wis 11 +0 +0 CHA 7 -2 -2 ‘
|
|
|
|

Senses Darkvision 120 ft., Passive Perception 15 I ACTIONS |
Languages None | | Hooves. Melee Attack Roll: +4, reach 5 ft. Hit: 4 (1d4 |
CRO (XP 10; PB +2) - | +2) Bludgeoning damage. '
TRAITS B e =g
Flyby. The owl| doesn’t provoke Opportunity Attacks " | PSEUDODRAGON |

when it flies out of an enemy's reach. } | Tny Dragon, Neutral Good

ACTIONS | | ACH4 Initiative +2 (12) |
Talons. Melee Attack Roll: +3, reach 5 ft. Hit: 1 Slash- | | HP10 (3d4 + 3) ;
b =S A MOD SAVE MOD SAVE MOD SAVE |
P = ey R StR 6 -2 -2 Dex15 +#2 +2 ConN13 +1 +1 |
PANTHER ].l INT 10 +0 +0 Wis 12 41 +1 CHA10 +0 +0
Medium Beast, Unaligned :' Skills Perception +5, Stealth +4 |
AC 12 Initiative +2 (12) | | Senses Blindsight 10 ft., Darkvision 60 ft., 5
HP 13 (3d8) | | Passive Perception 15 ;
Speed 50 ft., Climb 40 ft. | | Languages Understands Common and Draconic but |
MOD SAVE MBD SAVE SN | can't speak ,
STR 14 42 +2 Dex15 +2 +2 Con10 +0 +0 | | CR1/4 (XP50;PB+2) |
INT 3 —4 -4 Wis14 42 42 CHA 7 =2 -2 | | TRAITS
Skills Perception +4, Stealth +6 | | Magic Resistance. The pseudodragon has Advantage on |
Senses Darkvision 60 ft., Passive Perception 14 .| saving throws against spells and other magical effects. |
Languages None ] A |
CR 1/4 (XP 50; PB +2) | | 2ETIONS
| Multiattack. The pseudodragon makes two Bite attacks.
ACTIONS e _
i & Th h } ) | | Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 4 (1d4 + 2)
Multiattack. The panther makes one Pounce attack and | | Piercing damage.
uses Prowl.

Sting. Constitution Saving Throw: DC 12, one creature
| the pseudodragon can see within 5 feet. Failure: 5 (2d4
| +2) Poison damage, and the target has the Poisoned
condition for 1 hour. Failure by 5 or More: The Poi-
soned target also has the Unconscious condition until
it takes damage or another creature takes an action to
shake it awake.

Pounce. Melee Attack Roll: +4, reach 5 ft. Hit: 4 (1d4
+ 2) Slashing damage, or the panther deals 7 (2d4 + 2)
Slashing damage if it had Advantage on the attack roll.

Prowl. The panther moves up to half its Speed with-
out provoking Opportunity Attacks. At the end of this |
' movement, the panther can take the Hide action. |

e t— TTITIES it
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| QuasIT

Tiny Fiend (Demon), Chaotic Evil

AC 13 Initiative +3 (13)
HP 25 (10d4)
Speed 40 ft.

MOD SAVE MOD SAVE MOD SAVE
StTR 5 -3 -3 Dex17 +3 43 ConNn10 +0 +0
INT 7 -2 -2 Wis 10 +0 +0 CHAT0 +0 +0

Skills Stealth +5

Resistances Cold, Fire, Lightning

Immunities Poison; Poisoned

Senses Darkvision 120 ft., Passive Perception 10

. Languages Abyssal, Common

CR 1 (XP 200; PB +2)

TRAITS

Magic Resistance. The quasit has Advantage on saving
throws against spells and other magical effects.

ACTIONS

Rend. Melee Attack Roll: +5, reach 5 ft. Hit: 5 (1d4 + 3)
Slashing damage, and the target has the Poisoned con-
dition until the start of the quasit’s next turn.

Invisibility. The quasit casts Invisibility on itself, requir-
ing no spell components and using Charisma as the
spellcasting ability.

| Scare (1/Day). Wisdom Saving Throw: DC 10, one crea-

ture within 20 feet. Failure: The target has the Fright-
ened condition. At the end of each of its turns, the

target repeats the save, ending the effect on itself on a
| success. After 1 minute, it succeeds automatically.

Shape-Shift. The quasit shape-shifts to resemble a bat
(Speed 10 ft., Fly 40 ft.), a centipede (40 ft., Climb 40
ft.), or a toad (40 ft., Swim 40 ft.), or it returns to its

| true form. Its statistics are the same in each form, ex-
| cept for its Speed. Any equipment it’s wearing or carry-

ing isn't transformed.

RAT
| Tiny Beast, Unaligned

| AC10 Initiative +0 (10)
| HP 1 (1d4 - 1) i
| Speed 20 ft., Climb 20 ft. f
MOD SAVE MOD SAVE MOD SAVE I
StTR 2 -4 -4 Dex11 40 40 Con9 -1 -1
INT 2 -4 -4 Wis10 +0 +0 CHA 4 -3 -3

Skills Perception +2

| Senses Darkvision 30 ft., Passive Perception 12
| Languages None

CRO (XP 10; PB +2)

TRAITS

Agile. The rat doesn't provoke Opportunity Attacks
when it moves out of an enemy's reach.

ACTIONS
Bite. Melee Attack Roll: +2, reach 5 ft. Hit: 1 Piercing

;‘ |
| I
§| Tiny Beast, Unaligned !
| AC12 Initiative +2 (12) |
| HP 2 (1d4) 5
| Speed 10 ft., Fly 50 ft.
MOD SAVE MOD SAVE MOD SAVE
| STR 2 -4 -4 Dex14 42 +2 ConN10 +0 +0
INT 5 -3 -3 Wis 13 41 +1 CHA 6 -2 -2

. Skills Perception +3

Senses Passive Perception 13
Languages None

CRO (XP 10; PB +2)

TRAITS

Mimicry. The raven can mimic simple sounds it has
heard, such as a whisper or chitter. A hearer can dis-
cern the sounds are imitations with a successful DC 10
Wisdom (Insight) check.

ACTIONS

Beak. Melee Attack Roll: +4, reach 5 ft. Hit: 1 Piercing
damage.
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"REEF SHARK

Medium Beast, Unaligned

AC 12
HP 22 (4d8 + 4)
Speed 5 ft., Swim 30 ft.

Initiative +2 (12)

MOD SAVE MOD SAVE
STR 14 +2 +2 Dex 15 +2 +2 Con13 +1 +1
INT 1 -5 -5 Wis10 +0 +0 CHA 4 -3 -3

MoD

Skills Perception +2

Senses Blindsight 30 ft., Passive Perception 12
Languages None

CR 1/2 (XP 100; PB +2)

| TRAITS

Pack Tactics. The shark has Advantage on an attack roll
against a creature if at least one of the shark’s allies is
within 5 feet of the creature and the ally doesn't have
the Incapacitated condition.

| Water Breathing. The shark can breathe only underwater.

| + 3) Bludgeoning damage.

| ACTIONS

| Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 7 (2d4 + 2)
Piercing damage.

E.RI-DING Hdli-SE

Large Beast, Unaligned

AC 11 Initiative +1 (17)
HP 13 (2d10 + 2)
Speed 60 ft.

MOD SAVE MQD SAVE MOD SAVE
SR 16 +3 +3 Dex13 +1 +1 Con12 +1 +]
INT 2 -4 -4 Wis1l +0 +0 CHA 7 -2 -2

Senses Passive Perception 10
Languages None
CR 1/4 (XP 50; PB +2)

AcCTIONS

save |l

Hooves. Melee Attack Roll: +5, reach 5 ft. Hit: 7 (1d8
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SCORPION
| Tiny Beast, Unaligned
| ACT
HP1 (1d4 - 1)
Speed 10 ft.
| MOD SAVE
| STR 2 -4 -4
| INT 1 =5 =5

Initiative +0 (10)

MOD SAVE MOD SAVE
Dex 11 +0 +0 Con 8 -1 -1
Wis 8 -1 -1 CHa2 -4 -4
| Senses Blindsight 10 ft., Passive Perception 9

| Languages None
CRO (XP 10; PB +2)

ACTIONS

SiLano TaDPOLE

Sting. Melee Attack Roll: +2, reach 5 ft. Hit: 1 Piercing
| damage plus 3 (1d6) Poison damage.

SKELETON

Medium Undead, Lawful Evil
AC 13 Initiative +3 (13)
' HP 13 (2d8 + 4)
| Speed 30 ft.
aB A Lo S
SR 10 +0 +0 Dex16 +3 +3 CoN15 +2 +2
INT 6 -2 -2 Wis 8 -1 -1 CHA S5 -3 -3

Vulnerabilities Bludgeoning

Immunities Poison; Exhaustion, Poisoned

Gear Shortbow, Shortsword

| Senses Darkvision 60 ft., Passive Perception 9

Languages Understands the languages it knew in life
but can't speak

CR 1/4 (XP 50; PB +2)

ACTIONS

Shortsword. Melee Attack Roll: +5, reach 5 ft. Hit: 6
| (1d6 + 3) Piercing damage.

| Shortbow. Ranged Attack Roll: +5, range 80/320 ft. Hit:

| 6 (1d6 + 3) Piercing damage.



| SLAAD TADPOLE

Tiny Aberration, Chaotic Neutral

AC 12 Initiative +2 (12)
| HP 7 (3d4)
| Speed 30 ft., Burrow 10 ft.
MOD SAVE MOD SAVE

! SwR 7 =2 -2 Dex15 +2 +2
|

MOD SAVE
Con10 +0 +0

INT 3 -4 -4 Wis 5 -3 -3 CHA 3 -4 -4

Skills Stealth +4
| Resistances Acid, Cold, Fire, Lightning, Thunder
| Senses Darkvision 60 ft., Passive Perception 7
| Languages Understands Slaad but can’t speak
CR 1/8 (XP 25; PB +2)

TRAITS

Magic Resistance. The slaad has Advantage on saving
throws against spells and other magical effects.

AcTIONS

Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 5 (1d6 + 2)
Piercing damage.

' SPHINX OF WONDER

G

Tiny Celestial, Lawful Good

AC 13 Initiative +3 (13)
HP 24 (7d4 + 7)
| Speed 20 ft., Fly 40 ft.

I MOD SAVE MOD SAVE MOD SAVE |
| STR 6 -2 -2 Dex17 +3 +3 CoN13 +1 +1
| INT 15 42 42 Wis 12 +1 +1 CHA1l +0 +0

Skills Arcana +4, Religion +4, Stealth +5
Resistances Necrotic, Psychic, Radiant

Senses Darkvision 60 ft., Passive Perception 11
Languages Celestial, Common

CR 1 (XP 200; PB +2)

TRAITS

| Magic Resistance. The sphinx has Advantage on saving
| throws against spells and other magical effects.

| ACTIONS

Rend. Melee Attack Roll: +5, reach 5 ft. Hit: 5 (1d4 + 3)
Slashing damage plus 7 (2d6) Radiant damage.

REACTIONS

Burst of Ingenuity (2/Day). Trigger: The sphinx or an-
other creature within 30 feet makes an ability check or a
saving throw. Response: The sphmx adds 2 to the roll.

A

SrHiNk oF WONDER

SPIDER

Tiny Beast, Unaligned
| AC12 Initiative +2 (12) |
| HP1 (1d4-1) !
Speed 20 ft., Climb 20 ft. |
MOD SAVE MOD  SAVE MQOD SAVE
STR 2 -4 -4 Dex14 +2 +2 CoN8 -1 -]
INT 1 -5 -5 Wis10 +0 +0 CHA 2 -4 -4

Skills Stealth +4

Senses Darkvision 30 ft., Passive Perception 10
Languages None

| CRO (XP10; PB +2)

TRAITS

Spider Climb. The spider can climb difficult surfaces,
including along ceilings, without needing to make an
| ability check.

| Web Walker. The spider ignores movement restrictions
caused by webs, and the spider knows the location of
any other creature in contact with the same web.

ACTIONS

| Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 1 Piercing
|| damage plus 2 (1d4) Poison damage
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SPRITE

SPRITE

| Tiny Fey, Neutral Good

AC 15 Initiative +4 (14)

' HP 10 (4d4)

Speed 10 ft., Fly 40 ft.

MOD

STR 3 -4
INT 14 42 42 Wis 13 +1 +1

SAVE MOD SAVE M

CHA 1l +0 +0

Skills Perception +3, Stealth +8
Senses Passive Perception 13
Languages Common, Elvish, Sylvan
CR 1/4 (XP 50; PB +2)

ACTIONS

-4 Dex18 +4 +4 Con10 +0 +0

Needle Sword. Melee Attack Roll: +6, reach 5 ft. Hit: 6
(1d4 + 4) Piercing damage.

Enchanting Bow. Ranged Attack Roll: +6, range
40/160 ft. Hit: 1 Piercing damage, and the target has
the Charmed condition until the start of the sprite’s
next turn.

Heart Sight. Charisma Saving Throw: DC 10, one crea-
ture within 5 feet the sprite can see. Celestials, Fiends,
and Undead automatically fail the save. Failure: The
sprite knows the target's emotions and alignment.

| Invisibility. The sprite casts Invisibility on itself, requir-

ing no spell components and using Charisma as the

spellcasting ability.
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| Tlcéli

Large Beast, Unaligned

AC 13 Initiative +3 (13)
HP 22 (3d10 + 6)
Speed 40 ft.

MOD SAVE MOD SAVE MOD SAVE
StrR 17 43 +3 Dex16 +3 +3 ConN14 +2 +2
INT 3 -4 -4 Wis 12 41 41 CHa &8 -1 -1

Skills Perception +3, Stealth +7

Senses Darkvision 60 ft., Passive Perception 13
Languages None

CR 1 (XP 200; PB +2)

ACTIONS

Multiattack. The tiger makes one Pounce attack and
uses Prowl.

| Pounce. Melee Attack Roll: +5, reach 5 ft. Hit: 6 (1d6
| + 3) Slashing damage. If the tiger had Advantage on

the attack roll, the target takes an extra 3 (1d6) Slash-

| ing damage and, if it is Huge or smaller, has the Prone

condition.

Prowl. The tiger moves up to half its Speed without
provoking Opportunity Attacks. At the end of this
movement, the tiger can take the Hide action.

VENOMOUS SNAKE

Tiny Beast, Unaligned

AC 12
HP 5 (2d4)
Speed 30 ft., Swim 30 ft.

StTR 2 -4 -4 Dex15 +2 +2 Con11 +0 +0
INT 1 -5 -5 Wis10 +0 +0 CHA 3 -4 -4

Initiative +2 (12)

MQD

| Senses Blindsight 10 ft., Passive Perception 10

Languages None
CR 1/8 (XP 25; PB +2)

ACTIONS

SAVE MOD SAVE

| Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 4 (1d4 + 2)
| Piercing damage plus 3 (1d6) Poison damage.




WoLF

WARHORSE

Large Beast, Unaligned

AC T

HP 19 (3d10 + 3)
Speed 60 ft.
StR 18 +4 +4 Dex 12 +1 +1
INT 2 -4 -4 Wis 12 +1 +3

Initiative +1 (11)

MOD SAVE

Con13 +1 +1
CHA 7 -2 -2

Senses Passive Perception 11
Languages None
CR 1/2 (XP 100; PB +2)

ACTIONS

| Hooves. Melee Attack Roll: +6, reach 5 ft. Hit: 9 (2d4
+ 4) Bludgeoning damage. If the horse moved at least
20 feet straight toward the target immediately before
the hit, the target takes an extra 5 (2d4) Bludgeoning
damage and, if it is Huge or smaller, has the Prone
condition.

WEASEL

Tiny Beast, Unaligned
CACT13
| HP 1 (1d4 - 1)

Speed 30 ft., Climb 30 ft.
MOD SAVE MOD SAVE MOD 58
-4 -4 Dex16 +3 43 Con8 -1 -]
-4 -4 Wis12 +1 +1 CHA 3 -4 -4

Initiative +3 (13)

STR 3
INT 2
Skills Acrobatics +5, Perception +3, Stealth +5

Senses Darkvision 60 ft., Passive Perception 13

Languages None
CRO (XP10; PB +2)

ACTIONS

| Speed 40 ft.

[ AC8

WoLF

Medium Beast, Unaligned

AC 12
HP 11 (2d8 + 2)

Initiative +2 (12)

MOD SAVE MOD SAVE MOD SAVE

STR 14 +2 +2 Dex15 +2 +2 Con12 +1 +1
INT 3 -4 -4 Wis 12 +1 +1 CHa 6 -2 -2

Skills Perception +5, Stealth +4

Senses Darkvision 60 ft., Passive Perception 15
Languages None

CR 1/4 (XP 50; PB +2)

TRAITS

Pack Tactics. The wolf has Advantage on attack rolls

against a creature if at least one of the wolf's allies is
within 5 feet of the creature and the ally doesn't have
the Incapacitated condition.

ACTIONS

Bite. Melee Attack Roll: +4, reach 5 ft. Hit: 5 (1d6 + 2)
Piercing damage, and the target has the Prone condi-
tion if it is Medium or smaller.

ZOMBIE
Medium Undead, Neutral Evil

Initiative -2 (8)

| HP 15 (2d8 + 6)

| Speed 20 ft.
MOD SAVE MOD SAVE MOD SAVE
| StTR 13 41 +1 Dex 6 -2 -2 CoN16 +3 +3
INT 3 -4 -4 Wis 6 -2 +0 CHA 5 -3 -3

Immunities Poison; Exhaustion, Poisoned

| Senses Darkvision 60 ft., Passive Perception 8

Languages Understands the languages it knew in life
but can't speak

| CR1/4 (XP 50; PB +2)

| TRAITS
Undead Fortitude. |f damage reduces the zombie to 0

Hit Points, it must make a Constitution saving throw
with a DC of 5 plus the damage taken unless the dam-
age is Radiant or from a Critical Hit. On a successful
save, the zombie drops to 1 Hit Point instead.

| ACTIONS

Bite. Melee Attack Roll: +5, reach 5 ft. Hit: 1 Piercing
damage.

| Bludgeoning damage.

Slam. Melee Attack Roll: +3, reach 5 ft. Hit: 4 (1d6 + 1)
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APPENDIX C

RULES GLOSSARY

GLOSSARY CONVENTIONS

The glossary uses the following conventions:

Tags in Brackets. Some entries have a tag in brack-
ets after the entry's name, as in “Attack [Action]."
A tag—Action, Area of Effect, Attitude, Condition,
or Hazard—indicates that a rule is part of a family
of rules. The tags also have glossary entries.

“You.” The game’s rules—in this glossary and else-
where—often talk about something happening to
you in the game world. That “you" refers to the
creature or object that the rule applies to in a par-
ticular moment of play. For example, the “you” in
the Prone condition is a creature that currently
has that condition.

“See Also.” Some glossary entries include a See also
section that points to other entries in the glossary,
to chapters in this book, or both.

No Obsolete Terms. The glossary contains defini-
tions of current rules terms only. If you're looking
for a term from an earlier version of the fifth edi-
tion rules, consult the index.

Abbreviations. The abbreviations listed below ap-
pear in this glossary and elsewhere in the rules.

AC  Armor Class M Material

G Concentration component
CE  Chaotic Evil N Neutral

CG  Chaotic Good NE  Neutral Evil
Cha. Charisma NG  Neutral Good
CN  Chaotic Neutral NPC Nonplayer

Con. Constitution character

CP  Copper Piece(s) PB Proficiency

CR  Challenge Rating Bon‘us -

DC  Difficulty Class PP Pl'atlnum Piece(s)

Dex. Dexterity : e :

DM  Dungeon Master } I
component

EP  Electrum Piece(s)
GP  Gold Piece(s)
HP  Hit Point(s)

SP  Silver Piece(s)
Str.  Strength

\4 Verbal
Int. Intelligence component
LE  Lawful Evil Wis. Wisdom
LG  Lawful Good XP  Experience
LN  Lawful Neutral Point(s)
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RULES DEFINITIONS

Here are definitions of various rules.

ABILITY CHECK

An ability check is a D20 Test that represents using
one of the six abilities—or a specific skill associated
with an ability—to overcome a challenge. See also
chapter 1 (“D20 Tests” and “Proficiency”).

ABILITY SCORE AND MODIFIER

A creature has six ability scores—Strength, Dexter-
ity, Constitution, Intelligence, Wisdom, and Cha-
risma—each of which has a corresponding modifier.
Add the modifier when you make a D20 Test with
the corresponding ability or when a rule asks you to
do so. See also chapter 1 (“The Six Abilities").

ACTION

On your turn, you can take one action. Choose
which action to take from those below or from the
special actions provided by your features. See also
chapter 1 (“Actions”). These actions are defined else-
where in this glossary:

Attack Dodge Influence  Search
Dash Help Magic Study
Disengage Hide Ready Utilize
ADVANTAGE

If you have Advantage on a D20 Test, roll two d20s,
and use the higher roll. A roll can't be affected by
more than one Advantage, and Advantage and Dis-
advantage on the same roll cancel each other. See
also chapter 1 (“D20 Tests").

ADVENTURE
An adventure is a series of encounters. A story
emerges through playing them. See also “Encounter.’

"

ALIGNMENT

A creature’s alignment broadly describes its ethical
attitudes and ideals. Alignment is a combination of
two factors: one identifies morality (good, evil, or
neutral), and the other describes attitudes toward



order (lawful, chaotic, or neutral). These factors al-
low for nine possible combinations, such as Lawful
Good and Neutral Evil. See also chapter 2 (“Create
Your Character™).

ALLY

A creature is your ally if it is a member of your
adventuring party, your friend, on your side in
combat, or a creature that the rules or the DM des-
ignates as your ally.

AREA OF EFFECT

The descriptions of many spells and other features
specify that they have an area of effect, which typi-
cally has one of six shapes. These shapes are defined
elsewhere in this glossary:

Cone Cylinder Line
Cube Emanation Sphere

An area of effect has a point of origin, a location
from which the effect’s energy erupts. The rules for
each shape specify how to position its point of ori-
gin. If all straight lines extending from the point of
origin to a location in the area of effect are blocked,
that location isn’t included in the area of effect.

To block a line, an obstruction must provide Total
Cover. See also “Cover."

If the creator of an area of effect places it at an
unseen point and an obstruction—such as a wall—is
between the creator and that point, the point of
origin comes into being on the near side of the
obstruction.

ARMOR CLASS

An Armor Class (AC) is the target number for an
attack roll. AC represents how difficult it is to hit a
target.

Your base AC calculation is 10 plus your Dexterity
modifier. If a rule gives you another base AC cal-
culation, you choose which calculation to use; you
can't use more than one. See also “Attack Roll.”

ARMOR TRAINING

Armor training allows you to use armor of a cer-
tain category without the following drawbacks. If
you wear Light, Medium, or Heavy armor and lack
training with it, you have Disadvantage on any D20
Test that involves Strength or Dexterity, and you
can't cast spells. If you use a Shield and lack training
with it, you don't gain its AC bonus. See also “Disad-
vantage” and chapter 6 (“Armor”).

AtTACK [ACTION]
When you take the Attack action, you can make one
attack roll with a weapon or an Unarmed Strike.

Equipping and Unequipping Weapons. You can ei-
ther equip or unequip one weapon when you make
an attack as part of this action. You do so either
before or after the attack. If you equip a weapon
before an attack, you don't need to use it for that at-
tack. Equipping a weapon includes drawing it from
a sheath or picking it up. Unequipping a weapon
includes sheathing, stowing, or dropping it.

Moving between Attacks. If you move on your turn
and have a feature, such as Extra Attack, that gives
you more than one attack as part of the Attack ac-
tion, you can use some or all of that movement to
move between those attacks.

ATTACK ROLL

An attack roll is a D20 Test that represents making
an attack with a weapon, an Unarmed Strike, or a
spell. See also chapter 1 (“D20 Tests").

ATTITUDE

A monster has a starting attitude toward a player
character: Friendly, Hostile, or Indifferent. See also
“Friendly,” “Hostile,” “Indifferent,” and “Influence.”

ATTUNEMENT

Some magic items require a creature to form a
bond—called Attunement—with them before the
creature can use an item's magical properties. A
creature can have Attunement with no more than
three magic items at a time. See also chapter 6
(“Magic Items”).

BLINDED [CONDITION]
While you have the Blinded condition, you experi-
ence the following effects.

Can’t See. You can't see and automatically fail any
ability check that requires sight.

Attacks Affected. Attack rolls against you
have Advantage, and your attack rolls have
Disadvantage.

BLINDSIGHT

If you have Blindsight, you can see within a specific
range without relying on physical sight. Within that
range, you can see anything that isn't behind Total
Cover even if you have the Blinded condition or are
in Darkness. Moreover, in that range, you can see
something that has the Invisible condition.
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BLOODIED
A creature is Bloodied while it has half its Hit Points
or fewer remaining.

BoNus ACTION

A Bonus Action is a special action that you can take
on the same turn that you take an action. You can't
take more than one Bonus Action on a turn, and
you have a Bonus Action to take only if a rule ex-
plicitly says so. See also chapter 1 (“Actions”).

BREAKING OBJECTS

Objects can be harmed by attacks and by some

spells, using the rules below. If an object is exceed-

ingly fragile, the DM may allow a creature to break

it automatically with the Attack or Utilize action.
Armor Class. The Object Armor Class table sug-

gests ACs for various substances.

OBJECT ARMOR CLASS

AC Substance AC Substance
11 Cloth, paper, rope 19 lIron, steel
13 Crystal, glass, ice 21 Mithral

15 Wood 23 Adamantine
17 Stone

Hit Points. An object is destroyed when it has O
Hit Points. The Object Hit Points table suggests Hit
Points for fragile and resilient objects that are Large
or smaller. To track Hit Points for a Huge or Gar-
gantuan object, divide it into Large or smaller sec-
tions, and track each section’s Hit Points separately.
The DM determines whether destroying part of an
object causes the whole thing to collapse.

OBJecT HiT POINTS

Size Fragile  Resilient
Tiny (bottle, lock) 2 (1d4) 5 (2d4)

Small (chest, lute) 3 (1d6) 10 (3de6)
Medium (barrel, chandelier) 4 (1d8) 18 (4d8)

Large (cart, dining table) 5(1d10) 27 (5d10)

Damage Types and Objects. Objects have Immu-
nity to Poison and Psychic damage. The DM might
decide that some damage types are more or less
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effective against an object. For example, Bludgeon-
ing damage works well for smashing things but not
for cutting. Paper or cloth objects might have Vul-

nerability to Fire damage.

Damage Threshold. Big objects, such as castle
walls, often have extra resilience represented by a
damage threshold. See also “Damage Threshold.”

No Ability Scores. An object lacks ability scores
unless a rule assigns scores to the object. Without
ability scores, an object can't make ability checks,
and it fails all saving throws.

BRIGHT LIGHT
Bright Light is normal illumination. See also chapter
1 (“Exploration”).

BurNING [HAZARD]

A burning creature or object takes 1d4 Fire damage
at the start of each of its turns. As an action, you
can extinguish fire on yourself by giving yourself
the Prone condition and rolling on the ground.

The fire also goes out if it is doused, submerged, or
suffocated.

BURROW SPEED

A creature that has a Burrow Speed can use that
speed to move through sand, earth, mud, or ice. The
creature can't burrow through solid rock unless the

creature has a trait that allows it to do so. See also
"Speed."

CAMPAIGN
A campaign is a series of adventures. See also
“Adventure.”

CANTRIP
A cantrip is a level O spell, which is cast without a
spell slot. See also chapter 7.

CARRYING CAPACITY

Your size and Strength score determine the maxi-
mum weight in pounds that you can carry, as shown
in the Carrying Capacity table. The table also shows
the maximum weight you can drag, lift, or push.



While dragging, lifting, or pushing weight in ex-
cess of the maximum weight you can carry, your
Speed can be no more than 5 feet.

CARRYING CAPACITY

Creature Size Carry Drag/Lift/Push
Tiny Str. x 7.5 Ib. Str. x 15 Ib.
Small/Medium  Str. x 15 Ib. Str. x 30 Ib.
Large Str. x 30 Ib. Str. x 60 Ib.
Huge Str. x 60 Ib. Str. x 120 Ib.
Gargantuan Str.x 120 1b.  Str. x 240 Ib.

CHALLENGE RATING

Challenge Rating (CR) summarizes the threat a
monster poses to a group of four player characters.
Compare a monster's CR to the characters' level.

If the CR is higher, the monster is likely a danger.
If the CR is lower, the monster likely poses little
threat. But circumstances and the number of player
characters can significantly alter how threatening
a monster is in actual play. The Dungeon Master's
Guide provides guidance to the DM on using CR
while planning potential combat encounters. See
also “Stat Block."

CHARACTER SHEET

A character sheet is a paper or digital record that
you use to track your character’s information. See
also chapter 2.

CHARMED [CONDITION]
While you have the Charmed condition, you experi-
ence the following effects.

Can’t Harm the Charmer. You can't attack the
charmer or target the charmer with damaging abili-
ties or magical effects.

Social Advantage. The charmer has Advantage on
any ability check to interact with you socially.

CLIMBING

While you're climbing, each foot of movement costs
1 extra foot (2 extra feet in Difficult Terrain). You
ignore this extra cost if you have a Climb Speed and
use it to climb.

At the DM'’s option, climbing a slippery surface or
one with few handholds might require a successful
DC 15 Strength (Athletics) check.

CLIMB SPEED

A Climb Speed can be used in place of Speed to tra-
verse a vertical surface without expending the extra
movement normally associated with climbing. See
also “Climbing" and “Speed.”

CONCENTRATION
Some spells and other effects require Concentration
to remain active, as specified in their descriptions.
If the effect’s creator loses Concentration, the effect
ends. If the effect has a maximum duration, the ef-
fect’s description specifies how long the creator can
concentrate on it: up to 1 minute, 1 hour, or some
other duration. The creator can end Concentration
at any time (no action required). The following fac-
tors break Concentration.

Another Concentration Effect. You lose Concen-
tration on an effect the moment you start casting
a spell that requires Concentration or activate an-
other effect that requires Concentration.

Damage. If you take damage, you must succeed on
a Constitution saving throw to maintain Concen-
tration. The DC equals 10 or half the damage taken
(round down), whichever number is higher, up to a
maximum DC of 30.

Incapacitated or Dead. Your Concentration ends if
you have the Incapacitated condition or you die.

CONDITION

A condition is a temporary game state. The defini-
tion of a condition says how it affects its recipient,
and various rules define how to end a condition.
This glossary defines these conditions:

Blinded Grappled Poisoned
Charmed Incapacitated Prone
Deafened Invisible Restrained
Exhaustion Paralyzed Stunned
Frightened Petrified Unconscious

A condition doesn't stack with itself; a recipient ei-
ther has a condition or doesn't. The Exhaustion con-
dition is an exception to that rule. See also chapter 1
(“Conditions”).

APPENDIX C | RULES GLOSSARY

363



364

CoNE [AREA OF EFFeCT]
A Cone is an area of effect that extends in straight
lines from a point of origin in a direction its cre-
ator chooses. A Cone's width at any point along
its length is equal to that point’s distance from the
point of origin. For example, a Cone is 15 feet wide
at a point along its length that is 15 feet from the
point of origin. The effect that creates a Cone speci-
fies its maximum length.

A Cone’s point of origin isn't included in the area
of effect unless its creator decides otherwise.

CoOVER

Cover provides a degree of protection to a target
behind it. There are three degrees of cover, each

of which provides a different benefit to a target:
Half Cover (+2 bonus to AC and Dexterity saving
throws), Three-Quarters Cover (+5 bonus to AC and
Dexterity saving throws), and Total Cover (can't be
targeted directly). If behind more than one degree
of cover, a target benefits only from the most pro-
tective degree. See also chapter 1 (“Combat”).

CRAWLING

While you're crawling, each foot of movement costs
1 extra foot (2 extra feet in Difficult Terrain). See
also “Speed.”

CREATURE
Any being in the game, including a player's charac-
ter, is a creature. See also “Creature Type."

CREATURE TYPE

Every creature, including every player character,
has a tag in the rules that identifies the type of crea-
ture it is. Most player characters are of the Human-
oid type. These are the game's creature types:

Aberration Elemental Monstrosity
Beast Fey Ooze
Celestial Fiend Plant
Construct Giant Undead
Dragon Humanoid

The types don't have rules themselves, but some
rules in the game affect creatures of certain types
in different ways.

CrrITICAL HIT

If you roll a 20 on the d20 for an attack roll, you
score a Critical Hit, and the attack hits regardless of
any modifiers or the target's AC. A Critical Hit lets
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you roll extra dice for the attack’s damage against
the target. Roll all of the attack’s damage dice twice
and add them together. Then add any relevant mod-
ifiers. See also chapter 1 (“Damage and Healing").

CUBE [AREA OF EFFECT]

A Cube is an area of effect that extends in straight

lines from a point of origin located anywhere on

a face of the Cube. The effect that creates a Cube

specifies its size, which is the length of each side.
A Cube’s point of origin isn't included in the area

of effect unless its creator decides otherwise.

CURSES

Some game effects curse a creature or an object.
The effect that confers a curse defines what the
curse does. Curses can be removed by the Remove
Curse and Greater Restoration spells or other magic
that explicitly ends curses.

CYLINDER [AREA OF EFFECT]
A Cylinder is an area of effect that extends in
straight lines from a point of origin located at the
center of the circular top or bottom of the Cylinder.
The effect that creates a Cylinder specifies the ra-
dius of the Cylinder’s base and the Cylinder’s height.
A Cylinder's point of origin is included in the area
of effect.

D20 TesT

D20 Tests encompass the three main d20 rolls of
the game: ability checks, attack rolls, and saving
throws. If something in the game affects D20 Tests,
it affects all three of these rolls. The DM determines
whether a D20 Test is warranted in a given circum-
stance. See also chapter 1 (“D20 Tests").

DAMAGE
Damage represents harm that causes a creature or
an object to lose Hit Points.

DAMAGE RoLL

A damage roll is a die roll, adjusted by any applica-
ble modifiers, that deals damage to a target. See also
chapter 1 (“Damage and Healing”).

DAMAGE THRESHOLD

A creature or an object that has a damage thresh-
old has Immunity to all damage unless it takes an
amount of damage from a single attack or effect
equal to or greater than its damage threshold, in



which case it takes that entire instance of dam-
age. Any damage that fails to meet or exceed the
damage threshold is superficial and doesn't reduce
Hit Points. For example, if an object has a damage
threshold of 10, the object takes no damage if 9
damage is dealt to it, since that damage fails to
exceed the threshold. If the same object is dealt 11
damage, it takes all of that damage.

DAMAGE TYPES

Attacks and other harmful effects deal different
types of damage. Damage types have no rules of
their own, but other rules, such as Resistance, rely
on the types. The Damage Types table offers exam-
ples to help a DM assign a type to a new effect.

DAMAGE TYPES

Type Examples

Acid Corrosive liquids, digestive enzymes
Bludgeoning Blunt objects, constriction, falling
Cold Freezing water, icy blasts

Fire Flames, unbearable heat

Force Pure magical energy

Lightning Electricity

Necrotic Life-draining energy

Piercing Fangs, puncturing objects

Poison Toxic gas, venom

Psychic Mind-rending energy

Radiant Holy energy, searing radiation
Slashing Claws, cutting objects

Thunder Concussive sound
DARKNESS

An area of Darkness is Heavily Obscured. See also
“Heavily Obscured” and chapter 1 (“Exploration”).

DARKVISION

If you have Darkvision, you can see in Dim Light
within a specified range as if it were Bright Light
and in Darkness within that range as if it were Dim
Light. You discern colors in that Darkness only as
shades of gray. See also chapter 1 (“Exploration”).

DasH [AcTION]

When you take the Dash action, you gain extra
movement for the current turn. The increase equals
your Speed after applying any modifiers. With a
Speed of 30 feet, for example, you can move up to
60 feet on your turn if you Dash. If your Speed of

30 feet is reduced to 15 feet, you can move up to 30
feet this turn if you Dash.

If you have a special speed, such as a Fly Speed or
Swim Speed, you can use that speed instead of your
Speed when you take this action. You choose which
speed to use each time you take it. See also “Speed.”

DEAD

A dead creature has no Hit Points and can't regain
them unless it is first revived by magic such as the
Raise Dead or Revivify spell. When such a spell is
cast, the spirit knows who is casting it and can re-
fuse. The spirit of a dead creature has left the body
and departed for the Outer Planes, and reviving the
creature requires calling the spirit back.

If the creature returns to life, the revival effect
determines the creature's current Hit Points. Unless
otherwise stated, the creature returns to life with
any conditions, magical contagions, or curses that
were affecting it at death if the durations of those
effects are still ongoing. If the creature died with
any Exhaustion levels, it returns with 1 fewer level.
If the creature had Attunement to one or more
magic items, it is no longer attuned to them.

DEAFENED [CONDITION]
While you have the Deafened condition, you experi-
ence the following effect.

Can’t Hear. You can't hear and automatically fail
any ability check that requires hearing.

DEATH SAVING THROW

A player character must make a Death Saving
Throw (also called a Death Save) if they start their
turn with O Hit Points. See also chapter 1 (“Damage
and Healing").

DEHYDRATION [HAZARD]

A creature requires an amount of water per day
based on its size, as shown in the Water Needs per
Day table. A creature that drinks less than half the
required water for a day gains 1 Exhaustion level
at the day’s end. Exhaustion caused by dehydra-
tion can't be removed until the creature drinks the
full amount of water required for a day. See also
“Exhaustion.”

WATER NEEDS PER DAY

Size Water Size Water
Tiny 1/4 gallon Large 4 gallons
Small 1 gallon Huge 16 gallons
Medium 1 gallon Gargantuan 64 gallons
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DrrricUuLT TERRAIN
If a space is Difficult Terrain, every foot of move-
ment in that space costs 1 extra foot. For example,
moving 5 feet through Difficult Terrain costs 10 feet
of movement. Difficult Terrain isn't cumulative; ei-
ther a space is Difficult Terrain or it isn’t.

A space is Difficult Terrain if the space contains
any of the following or something similar:

+ A creature that isn't Tiny or your ally

» Furniture that is sized for creatures of your size or
larger

« Heavy snow, ice, rubble, or undergrowth

« Liquid that's between shin- and waist-deep

« A narrow opening sized for a creature one size
smaller than you

» A slope of 20 degrees or more

DirricuLTy CLASS

A Difficulty Class (DC) is the target number for an
ability check or a saving throw. See also chapter 1
("D20 Tests").

DiM LIGHT
An area with Dim Light is Lightly Obscured. See also
“Lightly Obscured” and chapter 1 (“Exploration”).

DISADVANTAGE

If you have Disadvantage on a D20 Test, roll two
d20s and use the lower roll. A roll can't be affected
by more than one Disadvantage, and Advantage and
Disadvantage on the same roll cancel each other. See
also chapter 1 (“D20 Tests").

DISENGAGE [ACTION]

If you take the Disengage action, your movement
doesn’t provoke Opportunity Attacks for the rest of
the current turn.

Dobck [AcTION]

If you take the Dodge action, you gain the following
benefits: until the start of your next turn, any attack
roll made against you has Disadvantage if you can
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see the attacker, and you make Dexterity saving
throws with Advantage.

You lose these benefits if you have the Incapaci-
tated condition or if your Speed is O.

EMANATION [AREA OF EFFECT]

An Emanation is an area of effect that extends in
straight lines from a creature or an object in all
directions. The effect that creates an Emanation
specifies the distance it extends.

An Emanation moves with the creature or object
that is its origin unless it is an instantaneous or a
stationary effect.

An Emanation's origin (creature or object) isn't in-
cluded in the area of effect unless its creator decides
otherwise.

ENCOUNTER

An encounter is a scene in an adventure that is part
of at least one of the game's three pillars: social in-
teraction, exploration, or combat. See also chapter 1
(“Social Interaction,” “Exploration,” and “Combat”).

ENEMY

A creature is your enemy if it fights against you in
combat, actively works to harm you, or is desig-
nated as your enemy by the rules or DM.

ExHAUsTION [CONDITION]
While you have the Exhaustion condition, you
experience the following effects.

Exhaustion Levels. This condition is cumulative.
Each time you receive it, you gain 1 Exhaustion
level. You die if your Exhaustion level is 6.

D20 Tests Affected. When you make a D20 Test,
the roll is reduced by 2 times your Exhaustion level.
Speed Reduced. Your Speed is reduced by a num-

ber of feet equal to 5 times your Exhaustion level.

Removing Exhaustion Levels. Finishing a Long
Rest removes 1 of your Exhaustion levels. When
your Exhaustion level reaches 0, the condition ends.

EXPERIENCE POINTS
As they overcome challenges and complete ad-
ventures, characters earn Experience Points (XP),



which are awarded by the Dungeon Master. When
a character’s XP total crosses certain thresholds,
the character’s level increases. The Dungeon Master's
Guide provides guidance on awarding XP. See also
chapter 2 (“Level Advancement”).

EXPERTISE

Expertise is a feature that enhances your use of a
skill proficiency. When you make an ability check
with a skill proficiency in which you have Expertise,
your Proficiency Bonus is doubled for that check
unless the bonus is doubled by another feature.

If you gain Expertise, you gain it in one skill in
which you have proficiency. You can't have Exper-
tise in the same skill proficiency more than once.

See also chapter 1 (“Proficiency”).

FALLING [HAZARD]

A creature that falls takes 1d6 Bludgeoning dam-
age at the end of the fall for every 10 feet it fell, to
a maximum of 20d6. When the creature lands, it
has the Prone condition unless it avoids taking any
damage from the fall.

A creature that falls into water or another liquid
can use its Reaction to make a DC 15 Strength (Ath-
letics) or Dexterity (Acrobatics) check to hit the
surface head or feet first. On a successful check, any
damage resulting from the fall is halved.

FLYING

A variety of effects allow a creature to fly. While
flying, you fall if you have the Incapacitated or
Prone condition or your Fly Speed is reduced to O.
You can stay aloft in those circumstances if you can
hover. See also “Falling” and “Fly Speed.”

FLy SPEED

A Fly Speed can be used to travel through the air.
While you have a Fly Speed, you can stay aloft until
you land, fall, or die. See also “Flying” and “Speed.”

FRIENDLY [ATTITUDE]

A Friendly creature views you favorably. You
have Advantage on an ability check to influence a
Friendly creature. See also “Influence.”

FRIGHTENED [CONDITION]
While you have the Frightened condition, you expe-
rience the following effects.

Ability Checks and Attacks Affected. You have Dis-
advantage on ability checks and attack rolls while
the source of fear is within line of sight.

Can’t Approach. You can't willingly move closer to
the source of fear.

GRAPPLED [CONDITION]
While you have the Grappled condition, you experi-
ence the following effects.
Speed 0. Your Speed is O and can't increase.
Attacks Affected. You have Disadvantage on attack
rolls against any target other than the grappler.
Movable. The grappler can drag or carry you
when it moves, but every foot of movement costs it 1
extra foot unless you are Tiny or two or more sizes
smaller than it.

GRAPPLING

A creature can grapple another creature. Charac-
ters typically grapple by using an Unarmed Strike.
Many monsters have special attacks that allow
them to quickly grapple prey. However a grapple is
initiated, it follows these rules. See also “Unarmed
Strike” and “Grappled.”

Grappled Condition. Successfully grappling a crea-
ture gives it the Grappled condition.

One Grapple per Hand. A creature must have a
hand free to grapple another creature. Some stat
blocks and game effects allow a creature to grap-
ple using a tentacle, a maw, or another body part.
Whatever part a grappler uses, it can grapple only
one creature at a time with that part, and the grap-
pler can't use that part to target another creature
unless it ends the grapple.

Escaping a Grapple. A Grappled creature can use
its action to make a Strength (Athletics) or Dexter-
ity (Acrobatics) check against the grapple’s escape
DC, ending the condition on itself on a success. The
condition also ends if the grappler has the Incapaci-
tated condition or if the distance between the Grap-
pled target and the grappler exceeds the grapple’s
range.
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HAzARrD

A hazard is an environmental danger. See also
“Burning,” “Dehydration,” “Falling,” “Malnutrition,”
and “Suffocation.”

HEALING
Healing is how you regain Hit Points. See also chap-
ter 1 (*“Damage and Healing”).

HEeAviLYy OBSCURED

You have the Blinded condition while trying to see
something in a Heavily Obscured space. See also
“Blinded,” “Darkness,"” and chapter 1 (“Exploration”).

HEeLp [AcTION]
When you take the Help action, you do one of the
following.
Assist an Ability Check. Choose one of your
skill or tool proficiencies and one ally who is near
enough for you to assist verbally or physically when
they make an ability check. That ally has Advantage
on the next ability check they make with the chosen
skill or tool. This benefit expires if the ally doesn't
use it before the start of your next turn. The DM
has final say on whether your assistance is possible.
Assist an Attack Roll. You momentarily distract
an enemy within 5 feet of you, giving Advantage to
the next attack roll by one of your allies against that
enemy. This benefit expires at the start of your next
turn.

HEeRrOIC INSPIRATION
If you (a player character) have Heroic Inspiration,
you can expend it to reroll any die immediately after
rolling it, and you must use the new roll.

If you gain Heroic Inspiration but already have it,
it's lost unless you give it to a player character who
lacks it.

Hipe [AcTION]

With the Hide action, you try to conceal yourself.
To do so, you must succeed on a DC 15 Dexterity
(Stealth) check while you're Heavily Obscured or
behind Three-Quarters Cover or Total Cover, and
you must be out of any enemy'’s line of sight; if you
can see a creature, you can discern whether it can
see you.

On a successful check, you have the Invisible con-
dition. Make note of your check'’s total, which is the
DC for a creature to find you with a Wisdom (Per-
ception) check.
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The condition ends on you immediately after any
of the following occurs: you make a sound louder
than a whisper, an enemy finds you, you make
an attack roll, or you cast a spell with a Verbal
component.

HicH Jump

When you make a High Jump, you leap into the

air a number of feet equal to 3 plus your Strength
modifier (minimum of O feet) if you move at least
10 feet on foot immediately before the jump. When
you make a standing High Jump, you can jump only
half that distance. Either way, each foot of the jump
costs a foot of movement.

You can extend your arms half your height above
yourself during the jump. Thus, you can reach a dis-
tance equal to the height of the jump plus 1% times
your height.

Hit PoINT DICE

Hit Point Dice, or Hit Dice for short, help deter-
mine a player character’s Hit Point maximum, as
explained in chapter 2. Most monsters also have Hit
Dice. A creature can spend Hit Dice during a Short
Rest to regain Hit Points. See also “Short Rest.”

HiT POINTS

Hit Points (HP) are a measure of how difficult it is
to kill or destroy a creature or an object. Damage
reduces Hit Points, and healing restores them. You
can’t have more Hit Points than your Hit Point
maximum, and you can't have less than 0. See also
“Breaking Objects" and chapter 1 (“Damage and
Healing”).

HoSTILE [ATTITUDE]

A Hostile creature views you unfavorably. You have
Disadvantage on an ability check to influence a Hos-
tile creature. See also “Influence.”

HoVER

Some creatures can hover, as noted in their stat
blocks, and some spells and other effects grant the
ability to hover. Hovering while flying prevents
you from falling in certain circumstances. See also
“Flying."



ILLUSIONS

Spells and other effects sometimes create magical il-
lusions. Such an effect defines what the illusion does
and which senses or mental faculties it deceives.

If an illusion manifests in space, the illusion is
insubstantial and weightless, yet it seems to be af-
fected by the environment as if the illusion were
real unless the effect that created it specifies oth-
erwise. For example, a visual illusion of a creature
casts shadows and reflections, and wind appears
to affect the illusory creature. Similarly, an audible
illusion echoes in an echoey space.

IMMUNITY
If you have Immunity to a damage type or a condi-
tion, it doesn’t affect you in any way.

IMPROVISED WEAPONS
An improvised weapon is an object wielded as a
makeshift weapon, such as broken glass, a table leg,
or a frying pan. A Simple or Martial weapon also
counts as an improvised weapon if it’s wielded in
a way contrary to its design; if you use a Ranged
weapon to make a melee attack or throw a Me-
lee weapon that lacks the Thrown property, the
weapon counts as an improvised weapon. An impro-
vised weapon follows the rules below.
Proficiency. Don't add your Proficiency Bonus to
attack rolls with an improvised weapon.
Damage. On a hit, the weapon deals 1d4 damage of
a type the DM thinks is appropriate for the object.
Range. If you throw the weapon, it has a normal
range of 20 feet and a long range of 60 feet.
Weapon Equivalents. If an improvised weapon
resembles a Simple or Martial weapon, the DM may
say it functions as that weapon and uses that weap-
on's rules. For example, the DM could treat a table
leg as a Club.

INCAPACITATED [CONDITION]
While you have the Incapacitated condition, you
experience the following effects.

Inactive. You can't take any action, Bonus Action,
or Reaction.

No Concentration. Your Concentration is broken.

Speechless. You can't speak.

Surprised. If you're Incapacitated when you roll
Initiative, you have Disadvantage on the roll.

INDIFFERENT [A.TTITUDE]

An Indifferent creature has no desire to help or
hinder you. Indifferent is the default attitude of a
monster. See also “Influence.”

INFLUENCE [ACTION]

With the Influence action, you urge a monster to

do something. Describe or roleplay how you're
communicating with the monster. Are you trying
to deceive, intimidate, amuse, or gently persuade?
The DM then determines whether the monster feels
willing, unwilling, or hesitant due to your interac-
tion; this determination establishes whether an abil-
ity check is necessary, as explained below.

Willing. If your urging aligns with the monster’s
desires, no ability check is necessary; the monster
fulfills your request in a way it prefers.

Unwilling. If your urging is repugnant to the mon-
ster or counter to its alignment, no ability check is
necessary; it doesn't comply.

Hesitant. If you urge the monster to do something
that it is hesitant to do, you must make an ability
check, which is affected by the monster’s attitude:
Indifferent, Friendly, or Hostile, each of which is
defined in this glossary. The Influence Checks ta-
ble suggests which ability check to make based on
how you're interacting with the monster. The DM
chooses the check, which has a default DC equal to
15 or the monster's Intelligence score, whichever is
higher. On a successful check, the monster does as
urged. On a failed check, you must wait 24 hours
(or a duration set by the DM) before urging it in the
same way again.

INFLUENCE CHECKS
Ability Check
Charisma (Deception)

Interaction

Deceiving a monster
that understands you

Charisma (Intimidation) Intimidating a monster

Charisma (Performance) Amusing a monster

Charisma (Persuasion) Persuading a monster

that understands you

Wisdom (Animal Handling) Gently coaxing a Beast
or Monstrosity

INITIATIVE
Initiative determines the order of turns during com-
bat. The combat rules in chapter 1 explain how to
roll Initiative.

Sometimes a DM might have combatants use
their Initiative scores instead of rolling Initiative.
Your Initiative score equals 10 plus your Dexterity
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modifier. If you have Advantage on Initiative rolls,
increase your Initiative score by 5. If you have Dis-
advantage on those rolls, decrease that score by 5.
See also chapter 1 (“Combat”).

INvIsIBLE [CONDITION]
While you have the Invisible condition, you experi-
ence the following effects.

Surprise. If you're Invisible when you roll Initia-
tive, you have Advantage on the roll.

Concealed. You aren't affected by any effect that
requires its target to be seen unless the effect’s cre-
ator can somehow see you. Any equipment you are
wearing or carrying is also concealed.

Attacks Affected. Attack rolls against you have
Disadvantage, and your attack rolls have Advan-
tage. If a creature can somehow see you, you don't
gain this benefit against that creature.

JuMmPING

When you jump, you make either a Long Jump (hor-
izontal) or a High Jump (vertical). See also “Long
Jump” and “High Jump.”

KNOCKING OUT A CREATURE

When you would reduce a creature to O Hit Points
with a melee attack, you can instead reduce the
creature to 1 Hit Point. The creature then has the
Unconscious condition and starts a Short Rest.

The creature remains Unconscious until it regains
any Hit Points or until someone uses an action to
administer first aid to it, which requires a successful
DC 10 Wisdom (Medicine) check.

LicHTLY OBSCURED

You have Disadvantage on Wisdom (Percep-
tion) checks to see something in a Lightly Ob-
scured space. See also “Dim Light” and chapter 1
(“Exploration”).

LiINE [AREA OF EFFECT]

A Line is an area of effect that extends from a point
of origin in a straight path along its length and cov-
ers an area defined by its width. The effect that cre-
ates a Line specifies its length and width.
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A Line's point of origin isn't included in the area
of effect unless its creator decides otherwise.

LoNG Jump

When you make a Long Jump, you leap horizontally
a number of feet up to your Strength score if you
move at least 10 feet immediately before the jump.
When you make a standing Long Jump, you can leap
only half that distance. Either way, each foot you
jump costs a foot of movement.

If you land in Difficult Terrain, you must succeed
on a DC 10 Dexterity (Acrobatics) check or have the
Prone condition.

This Long Jump rule assumes that the height of
the jump doesn't matter, such as a jump across a
stream or chasm. At your DM’s option, you must
succeed on a DC 10 Strength (Athletics) check to
clear a low obstacle (no taller than a quarter of the
jump’s distance), such as a hedge or low wall. Other-
wise, you hit the obstacle.

LONG REST

A Long Rest is a period of extended downtime—at
least 8 hours—available to any creature. During a
Long Rest, you sleep for at least 6 hours and per-
form no more than 2 hours of light activity, such as
reading, talking, eating, or standing watch.

During sleep, you have the Unconscious condition.
After you finish a Long Rest, you must wait at least
16 hours before starting another one.

Benefits of the Rest. To start a Long Rest, you must
have at least 1 Hit Point. When you finish the rest,
you gain the following benefits:

Regain All HP. You regain all lost Hit Points and all
spent Hit Point Dice. If your Hit Point maximum
was reduced, it returns to normal.

Ability Scores Restored. If any of your ability
scores were reduced, they return to normal.

Exhaustion Reduced. If you have the Exhaustion
condition, its level decreases by 1.

Special Feature. Some features are recharged by a
Long Rest. If you have such a feature, it recharges
in the way specified in its description.

Interrupting the Rest. A Long Rest is stopped by
the following interruptions:
- Rolling Initiative
- Casting a spell other than a cantrip
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+ Taking any damage
+ 1 hour of walking or other physical exertion

If you rested at least 1 hour before the interruption,
you gain the benefits of a Short Rest. See also “Short
Rest.”

You can resume a Long Rest immediately after an
interruption. If you do so, the rest requires 1 addi-
tional hour per interruption to finish.

Magcic [AcTION]

When you take the Magic action, you cast a spell
that has a casting time of an action or use a feature
or magic item that requires a Magic action to be
activated.

If you cast a spell that has a casting time of 1 min-
ute or longer, you must take the Magic action on
each turn of that casting, and you must maintain
Concentration while you do so. If your Concentra-
tion is broken, the spell fails, but you don’t expend a
spell slot. See also “Concentration.”

MAGICAL EFFECT
An effect is magical if it is created by a spell, a magic
item, or a phenomenon that a rule labels as magical.

MALNUTRITION [HAZARD]
A creature needs an amount of food per day based
on its size, as shown in the Food Needs per Day ta-
ble. A creature that eats but consumes less than half
the required food for a day must succeed on a DC
10 Constitution saving throw or gain 1 Exhaustion
level at the day's end. A creature that eats nothing
for 5 days automatically gains 1 Exhaustion level at
the end of the fifth day as well as an additional level
at the end of each subsequent day without food.
Exhaustion caused by malnutrition can't be re-
moved until the creature eats the full amount of
food required for a day. See also “Exhaustion.”

Foop NEeps PErR Day

Size Food Size Food

Tiny 1/4 pound Large 4 pounds
Small 1 pound Huge 16 pounds
Medium 1 pound Gargantuan 64 pounds

MONSTER
A monster is a creature controlled by the DM, even

if the creature is benevolent. See also “Creature” and
“NPC.

NONPLAYER CHARACTER

A nonplayer character (NPC) is a monster that has
a personal name and a distinct personality. See also
“Monster.”

OBJECT

An object is a nonliving, distinct thing. Composite
things, like buildings, comprise more than one ob-
ject. See also “Breaking Objects.”

OCCUPIED SPACE
A space is occupied if a creature is in it or if it is
completely filled by objects.

OPPORTUNITY ATTACKS

You can make an Opportunity Attack when a crea-
ture that you can see leaves your reach using its
action, its Bonus Action, its Reaction, or one of its
speeds. To make the Opportunity Attack, take a Re-
action to make one melee attack with a weapon or
an Unarmed Strike against the provoking creature.
The attack occurs right before the creature leaves
your reach. See also chapter 1 (“Combat”).

PARALYZED [CONDITION]
While you have the Paralyzed condition, you expe-
rience the following effects.

Incapacitated. You have the Incapacitated
condition.

Speed 0. Your Speed is O and can't increase.

Saving Throws Affected. You automatically fail
Strength and Dexterity saving throws.

Attacks Affected. Attack rolls against you have
Advantage.

Automatic Critical Hits. Any attack roll that hits
you is a Critical Hit if the attacker is within 5 feet of
you.
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PASSIVE PERCEPTION

Passive Perception is a score that reflects a crea-
ture’s general awareness of its surroundings. The
DM uses this score when determining whether a
creature notices something without consciously
making a Wisdom (Perception) check.

A creature's Passive Perception equals 10 plus the
creature's Wisdom (Perception) check bonus. If the
creature has Advantage on such checks, increase
the score by 5. If the creature has Disadvantage on
them, decrease the score by 5. For example, a level
1 character with a Wisdom of 15 and proficiency
in Perception has a Passive Perception of 14 (10 +
2 + 2). If that character has Advantage on Wisdom
(Perception) checks, the score becomes 19.

PER DAY

If a rule says you can use something a certain num-
ber of times per day, that means you must finish a
Long Rest to use it again after you run out of uses.

PETRIFIED [CONDITION]
While you have the Petrified condition, you experi-
ence the following effects.

Turned to Inanimate Substance. You are trans-
formed, along with any nonmagical objects you are
wearing and carrying, into a solid inanimate sub-
stance (usually stone). Your weight increases by a
factor of ten, and you cease aging.

Incapacitated. You have the Incapacitated
condition.

Speed 0. Your Speed is 0 and can’t increase.

Attacks Affected. Attack rolls against you have
Advantage.

Saving Throws Affected. You automatically fail
Strength and Dexterity saving throws.

Resist Damage. You have Resistance to all damage.

Poison Immunity. You have Immunity to the Poi-
soned condition.

PLAYER CHARACTER
A player character is a character controlled by a
player. See also chapter 2.

Poi1soNED [CONDITION]
While you have the Poisoned condition, you experi-
ence the following effect.

Ability Checks and Attacks Affected. You have Dis-
advantage on attack rolls and ability checks.
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POSSESSION

Some effects cause a creature to be possessed by an-
other creature or entity. A possessing effect defines

how the possession operates. Possession can be pre-
vented by the Protection from Evil and Good spell and
ended by the Dispel Evil and Good spell.

PROFICIENCY

If you have proficiency with something, you can add
your Proficiency Bonus to any D20 Test you make
using that thing. A creature might have proficiency
in a skill or saving throw or with a weapon or tool.
See also chapter 1 (“Proficiency”).

PrONE [CONDITION]
While you have the Prone condition, you experi-
ence the following effects.

Restricted Movement. Your only movement op-
tions are to crawl or to spend an amount of move-
ment equal to half your Speed (round down) to
right yourself and thereby end the condition. If your
Speed is 0, you can’t right yourself.

Attacks Affected. You have Disadvantage on attack
rolls. An attack roll against you has Advantage if
the attacker is within 5 feet of you. Otherwise, that
attack roll has Disadvantage.

REACTION

A Reaction is a special action taken in response to

a trigger defined in the Reaction's description. You
can take a Reaction on another creature’s turn, and
if you take it on your turn, you can do so even if you
also take an action, a Bonus Action, or both. Once
you take a Reaction, you can't take another one un-
til the start of your next turn. The Opportunity At-
tack is a Reaction available to all creatures. See also
“Opportunity Attacks” and chapter 1 (“Actions”).

READY [AcTION]

You take the Ready action to wait for a particular
circumstance before you act. To do so, you take this
action on your turn, which lets you act by taking a
Reaction before the start of your next turn.

First, you decide what perceivable circumstance
will trigger your Reaction. Then, you choose the
action you will take in response to that trigger, or
you choose to move up to your Speed in response
to it. Examples include “If the cultist steps on the
trapdoor, I'll pull the lever that opens it,” and “If the
zombie steps next to me, | move away.”



When the trigger occurs, you can either take your
Reaction right after the trigger finishes or ignore
the trigger.

When you Ready a spell, you cast it as normal (ex-
pending any resources used to cast it) but hold its
energy, which you release with your Reaction when
the trigger occurs. To be readied, a spell must have
a casting time of an action, and holding on to the
spell’'s magic requires Concentration, which you can
maintain up to the start of your next turn. If your
Concentration is broken, the spell dissipates with-
out taking effect.

RESISTANCE

If you have Resistance to a damage type, damage of
that type is halved against you (round down). Resis-
tance is applied only once to an instance of damage.
See also chapter 1 (“Damage and Healing”).

RESTRAINED [CONDITION]
While you have the Restrained condition, you expe-
rience the following effects.
Speed 0. Your Speed is O and can't increase.
Attacks Affected. Attack rolls against you
have Advantage, and your attack rolls have
Disadvantage.
Saving Throws Affected. You have Disadvantage
on Dexterity saving throws.

RITUAL

If you have a spell prepared that has the Ritual tag,
you can cast that spell as a Ritual. The Ritual ver-
sion of a spell takes 10 minutes longer to cast than
normal. It also doesn't expend a spell slot, which
means the ritual version of a spell can’t be cast at a
higher level. See also chapter 7.

Rounp Down

Whenever you divide or multiply a number in the
game, round down if you end up with a fraction,
even if the fraction is one-half or greater. Some
rules make an exception and tell you to round up.

SAVE
Save is another name for a saving throw. See also
“Saving Throw.”

SAVING THROW

A saving throw—also called a save—represents an
attempt to avoid or resist a threat. You normally
make a saving throw only when a rule requires you
to do so, but you can decide to fail the save without

rolling. The result of a save is detailed in the effect
that allowed it. If a target is forced to make a save
and lacks the ability score used by it, the target au-
tomatically fails. See also chapter 1 (*D20 Tests”).

SEARCH [AcTION]

When you take the Search action, you make a Wis-
dom check to discern something that isn't obvious.
The Search table suggests which skills are applica-
ble when you take this action, depending on what
you're trying to detect.

SEARCH
skill Thing to Detect
Insight Creature's state of mind
Medicine Creature’s ailment or cause of death
Perception Concealed creature or object
Survival Tracks or food

SHAPE-SHIFTING

If an effect, such as Wild Shape or the Polymorph
spell, lets you shape-shift, its description specifies
what happens to you. Unless that description says
otherwise, any ongoing effects on you—conditions,
spells, curses, and the like—carry over from one
form to the other. You revert to your true form if
you die.

SHORT REST

A Short Rest is a I-hour period of downtime, during

which a creature does nothing more strenuous than

reading, talking, eating, or standing watch. To start

a Short Rest, you must have at least 1 Hit Point.
Benefits of the Rest. When you finish the rest, you

gain the following benefits:

Spend Hit Point Dice. You can spend one or more
of your Hit Point Dice to regain Hit Points. For
each Hit Point Die you spend in this way, roll the
die and add your Constitution modifier to it. You
regain Hit Points equal to the total (minimum of 1
Hit Point). You can decide to spend an additional
Hit Point Die after each roll.

Special Feature. Some features are recharged by a
Short Rest. If you have such a feature, it recharges
in the way specified in its description.

Interrupting the Rest. A Short Rest is stopped by
the following interruptions:

- Rolling Initiative
» Casting a spell other than a cantrip
- Taking any damage

An interrupted Short Rest confers no benefits.
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SIMULTANEOUS EFFECTS

If two or more things happen at the same time on a
turn, the person at the game table—player or DM—
whose turn it is decides the order in which those
things happen. For example, if two effects occur at
the start of a player character’s turn, the player de-
cides which of the effects happens first.

SizE

A creature or an object belongs to a size category:
Tiny, Small, Medium, Large, Huge, or Gargantuan.
A creature’s size determines how much space the
creature occupies in combat. An object’s size affects
its Hit Points. See also “Breaking Objects” and chap-
ter 1 (“Combat”).

SKILL

A skill is an area of specialization associated with
an ability check. If you have proficiency in a skill,
you can add your Proficiency Bonus when you make
an ability check associated with that skill. See also
chapter 1 (“Proficiency”).

SPEED

A creature has a Speed, which is the distance in feet
the creature can cover when it moves on its turn.
See also “Climbing,” “Crawling,” “Flying,” “Jumping,”
“Swimming” and chapter 1 (“Combat”).

Special Speeds. Some creatures have special
speeds, such as a Burrow Speed, Climb Speed, Fly
Speed, or Swim Speed, each of which is defined
in this glossary. If you have more than one speed,
choose which one to use when you move; you can
switch between the speeds during your move.
Whenever you switch, subtract the distance already
moved from the new speed. The result determines
how much farther you can move. If the result is O or
less, you can't use the new speed during the current
move. For example, if you have a Speed of 30 and a
Fly Speed of 40, you could fly 10 feet, walk 10 feet,
and leap into the air to fly 20 feet more.

Changes to Your Speeds. If an effect increases or
decreases your Speed for a time, any special speed
you have increases or decreases by an equal amount
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for the same duration. For example, if your Speed
is reduced to O and you have a Climb Speed, your
Climb Speed is also reduced to 0. Similarly, if your
Speed is halved and you have a Fly Speed, your Fly
Speed is also halved.

SPELL
A spell is a magical effect that has the characteris-
tics described in chapter 7.

SPELL ATTACK

A spell attack is an attack roll made as part of a spell
or another magical effect. See also chapter 7 (“Cast-
ing Spells”).

SPELLCASTING Focus

A Spellcasting Focus is an object that certain crea-
tures can use in place of a spell's Material compo-
nents if those materials aren't consumed by the spell
and don’t have a cost specified. Some classes allow
its members to use certain types of Spellcasting Fo-
cuses. See also chapter 7 (“Casting Spells”).

SPHERE [AREA OF EFFECT]
A Sphere is an area of effect that extends in straight
lines from a point of origin outward in all direc-
tions. The effect that creates a Sphere specifies the
distance it extends as the radius of the Sphere.

A Sphere's point of origin is included in the
Sphere's area of effect.

STABLE

A creature is Stable if it has O Hit Points but isn't
required to make Death Saving Throws. See also
chapter 1 (“Damage and Healing”).

StAaT BLOCK
A stat block contains the game statistics of a mon-
ster, Each stat block includes the following informa-
tion presented after the monster’s name.

Size. A monster is Tiny, Small, Medium, Large,
Huge, or Gargantuan. See also “Size."



Creature Type. This entry notes the family of be-
ings a monster belongs to, along with any descrip-
tive tags. See also “Creature Type.”

Alignment. An alignment is suggested for the
monster, with the DM determining its actual align-
ment. See also “Alignment.”

AC, Initiative, and HP. These entries give the mon-
ster’s Armor Class, Initiative, and Hit Points, which
are detailed in chapter 1. In parentheses after the
Hit Points, the monster’s Hit Point Dice are pro-
vided, along with the contribution of its Constitu-
tion, if any, to its Hit Points. Following the Initiative
modifier is an Initiative score. Some creatures that
are created by magic lack Hit Dice and Initiative
information.

Speed. Here the monster’s Speed is provided, along
with any special speeds. See also “Burrow Speed,”
“Climb Speed,” “Fly Speed,” and “Swim Speed.”

Ability Scores. A table provides the monster's abil-
ity scores, modifiers, and saving throw modifiers, all
of which are detailed in chapter 1.

Skills. This entry lists the monster’s skill proficien-
cies, if any. See also chapter 1 (“Proficiency”).

Resistances and Vulnerabilities. These entries list
the monster’s Resistances and Vulnerabilities, if any.
See also “Resistance” and “Vulnerability.”

Immunities. This section lists the monster's
damage and condition Immunities, if any. See also
“Immunity.”

Gear. If the monster has any equipment that can
be given away or retrieved, it’s listed in this entry.

Senses. This entry lists the monster’s special
senses, such as Darkvision, and its Passive Percep-
tion. See also “Passive Perception.”

Languages. This entry lists any languages the
monster knows.

CR. Challenge Rating summarizes the threat a
monster poses and is detailed in the Monster Manual.
The Experience Points characters receive for de-
feating a monster and its Proficiency Bonus follow.
Some creatures that are created by magic have no
CR. See also “Challenge Rating” and “Experience
Points.”

Traits. The monster’s traits, if any, are features
that are active at all times or in certain situations.

Actions. The monster can take these actions in
addition to those detailed in this glossary. See also
chapter 1 (“Actions”).

Bonus Actions. If the monster has Bonus Action
options, they are listed in this section.

Reactions. If the monster can take special Reac-
tions, those are listed in this section.

Attack Notation. The entry for a monster’s attack
starts by identifying whether the attack is a melee
or a ranged attack and then provides the attack
roll’s bonus, its reach or range, and what happens
on a hit. An attack is against one target unless its
entry says otherwise.

Saving Throw Effect Notation. If an effect forces a
saving throw, the effect’s entry starts by identifying
the kind of saving throw required and then pro-
vides the save’s DC, a description of which creatures
must make the save, and what happens on a failed
or a successful save.

Damage Notation. A stat block usually provides
both a static number and a die expression for each
instance of damage. For example, an attack might
deal 4 (1d4 + 2) damage on a hit. The DM deter-
mines whether you use the static number or the die
expression in parentheses; you don't use both.

StuDY [ACTION]
When you take the Study action, you make an Intel-
ligence check to study your memory, a book, a clue,
or another source of knowledge and call to mind an
important piece of information about it.

The Areas of Knowledge table suggests which
skills are applicable to various areas of knowledge.

AREAS OF KNOWLEDGE

Skill Areas

Spells, magic items, eldritch symbols,
magical traditions, planes of exis-
tence, and certain creatures (Aberra-
tions, Constructs, Elementals, Fey,
and Monstrosities)

Arcana

Historic events and people, ancient
civilizations, wars, and certain crea-
tures (Giants and Humanoids)

History

Investigation Traps, ciphers, riddles, and gadgetry

Nature Terrain, flora, weather, and certain
creatures (Beasts, Dragons, Oozes,
and Plants)

Religion Deities, religious hierarchies and rites,

holy symbols, cults, and certain crea-
tures (Celestials, Fiends, and Undead)
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STUNNED [CONDITION]
While you have the Stunned condition, you experi-
ence the following effects.

Incapacitated. You have the Incapacitated
condition.

Saving Throws Affected. You automatically fail
Strength and Dexterity saving throws.

Attacks Affected. Attack rolls against you have
Advantage.

SUFFOCATION [HAZARD]

A creature can hold its breath for a number of
minutes equal to 1 plus its Constitution modifier
(minimum of 30 seconds) before suffocation begins.
When a creature runs out of breath or is chok-

ing, it gains 1 Exhaustion level at the end of each

of its turns. When a creature can breathe again,

it removes all levels of Exhaustion it gained from
suffocating.

SURPRISE

If a creature is caught unawares by the start of
combat, that creature is surprised, which causes it
to have Disadvantage on its Initiative roll. See also
chapter 1 (“Combat”).

SWIMMING

While you're swimming, each foot of movement
costs 1 extra foot (2 extra feet in Difficult Terrain).
You ignore this extra cost if you have a Swim Speed
and use it to swim. At the DM’s option, moving any
distance in rough water might require a successful
DC 15 Strength (Athletics) check.

SWIM SPEED

A Swim Speed can be used to swim without expend-
ing the extra movement normally associated with
swimming. See also “Swimming” and “Speed.”

TARGET

A target is the creature or object targeted by an
attack roll, forced to make a saving throw by an
effect, or selected to receive the effects of a spell or
another phenomenon.
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TELEPATHY

Telepathy is a magical ability that allows a creature
to communicate mentally with another creature
within a specified range. Unless a rule states other-
wise, the contacted creature doesn't need to share a
language with the telepath to understand this com-
munication, but the contacted creature must be able
to understand at least one language or be telepathic
itself to understand.

A telepath doesn’t need to see a contacted crea-
ture, and the telepath can start or end the telepathic
contact at any time (no action required). Telepathic
contact can't be initiated and is immediately broken
if either the telepath or the other creature has the
Incapacitated condition. Telepathic contact is also
broken if the contacted creature is no longer within
the telepathy's range or if the telepath contacts a
different creature within range.

A creature without telepathy can receive tele-
pathic messages but can't initiate a telepathic con-
versation. Once a telepathic conversation starts,
the non-telepath can communicate mentally to the
telepath until the telepathic connection ends.

TELEPORTATION

Teleportation is a special kind of magical transpor-
tation. If you teleport, you disappear and reappear
elsewhere instantly, without moving through the in-
tervening space. This transportation doesn't expend
movement unless a rule tells you otherwise, and
teleportation never provokes Opportunity Attacks.

When you teleport, all the equipment you're
wearing and carrying teleports with you. If you're
touching another creature when you teleport, that
creature doesn't teleport with you unless the tele-
portation effect says otherwise.

If the destination space of your teleportation is
occupied by another creature or blocked by a solid
obstacle, you instead appear in the nearest unoccu-
pied space of your choice.

The description of a teleportation effect tells you
if you must see the teleportation’s destination.

TEMPORARY HIT POINTS

Temporary Hit Points are granted by certain effects
and act as a buffer against losing real Hit Points. See
also chapter 1 (“Damage and Healing").



TREMORSENSE
A creature with Tremorsense can pinpoint the
location of creatures and moving objects within
a specific range, provided that the creature with
Tremorsense and anything it is detecting are both in
contact with the same surface (such as the ground,
a wall, or a ceiling) or the same liquid.

Tremorsense can't detect creatures or objects in
the air, and it doesn’t count as a form of sight.

TRUESIGHT

If you have Truesight, your vision is enhanced
within a specified range. Within that range, your
vision pierces through the following:

Darkness. You can see in normal and magical
Darkness.

Invisibility. You see creatures and objects that have
the Invisible condition.

Visual Illusions. Visual illusions appear transpar-
ent to you, and you automatically succeed on sav-
ing throws against them.

Transformations. You discern the true form of any
creature or object you see that has been trans-
formed by magic.

Ethereal Plane. You see into the Ethereal Plane. See
also appendix A (“Transitive Planes”).

UNARMED STRIKE

Instead of using a weapon to make a melee attack,
you can use a punch, kick, head-butt, or similar
forceful blow. In game terms, this is an Unarmed
Strike—a melee attack that involves you using your
body to damage, grapple, or shove a target within 5
feet of you.

Whenever you use your Unarmed Strike, choose
one of the following options for its effect.

Damage. You make an attack roll against the tar-
get. Your bonus to the roll equals your Strength
modifier plus your Proficiency Bonus. On a hit, the
target takes Bludgeoning damage equal to 1 plus
your Strength modifier.

Grapple. The target must succeed on a Strength
or Dexterity saving throw (it chooses which), or it
has the Grappled condition. The DC for the saving
throw and any escape attempts equals 8 plus your
Strength modifier and Proficiency Bonus. This
grapple is possible only if the target is no more than
one size larger than you and if you have a hand free
to grab it. See also “Grappling.”

Shove. The target must succeed on a Strength
or Dexterity saving throw (it chooses which), or
you either push it 5 feet away or cause it to have
the Prone condition. The DC for the saving throw
equals 8 plus your Strength modifier and Profi-
ciency Bonus. This shove is possible only if the tar-
get is no more than one size larger than you.

Unconscrous [CONDITION]
While you have the Unconscious condition, you ex-
perience the following effects.

Inert. You have the Incapacitated and Prone
conditions, and you drop whatever you're holding.
When this condition ends, you remain Prone.

Speed 0. Your Speed is O and can't increase.

Attacks Affected. Attack rolls against you have
Advantage.

Saving Throws Affected. You automatically fail
Strength and Dexterity saving throws.

Automatic Critical Hits. Any attack roll that hits
you is a Critical Hit if the attacker is within 5 feet of
you.

Unaware. You're unaware of your surroundings.

UNOCCUPIED SPACE
A space is unoccupied if no creatures are in it and it
isn't completely filled by objects.

UtiLize [AcTiON]

You normally interact with an object while doing
something else, such as when you draw a sword as
part of the Attack action. When an object requires
an action for its use, you take the Utilize action.

VULNERABILITY

If you have Vulnerability to a damage type, damage
of that type is doubled against you. Vulnerability is
applied only once to an instance of damage. See also
chapter 1 (“Damage and Healing”).

WEAPON

A weapon is an object that is in the Simple or
Martial weapon category. See also chapter 6
(“Weapons”).

WEAPON ATTACK
A weapon attack is an attack roll made with a
weapon. See also “Weapon.”
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Aasimar, 186

A Balanced Party sidebar,
36

A Bard's Repertoire
sidebar, 61

abbreviations, 360

Aberrant Sorcery
subclass, 145

Aberrant Spirit stat block,
322

Aberration creature type,
364

ability, 10
check, 10, 360

Ability Check Examples
table, 11

Ability Descriptions table,
10

ability modifier, 10, 360
determination, 38
Ability Modifiers table, 10
ability score, 10, 360
adjustment, 38
and modifier, 360
assignment, 38
generation, 38
Ability Score
Improvement class
feature, 53, 61, 71, 81,
92,103, 111, 120, 130,
141, 155, 167
Ability Score
Improvement feat, 202
Ability Score Point Costs
table, 38
Ability Scores and
Backgrounds table, 36
Ability Scores and
Modifiers table, 38
Ability Scores table, 10
Abjure Foes class feature,
1M1
Abjurer subclass, 172
Abyss, 344
Abyssal language, 37
Abyssal Tiefling, 196
Acheron, 344
Acid, 222
Acid damage, 365
Acid Splash spell, 239
Acolyte background, 178
Acrobatic Movement
class feature, 103
Acrobatics skill, 14
action, 15, 360
Attack, 361
Dash, 365
Disengage, 366
Dodge, 366
Help, 368
Hide, 368
Influence, 369
Magic, 371
Ready, 372
Search, 373
Study, 375
Utilize, 377
Action, Bonus, 362

INDEX

Actions table, 15

Action Surge class
feature, 91

Actor feat, 202

adjust ability scores, 38

advancement, level, 41

Advantage, 12, 360

adventure, 8, 360

adventuring gear, 222

Adventuring Gear table,
223

Agonizing Blast
invocation, 155

Aid spell, 239

Air, Elemental Plane of,
344

Airborne and Waterborne
Vehicles table, 230

Airship, 230

Alarm spell, 239

Alchemist’s Fire, 222

Alchemist's Supplies, 220

Alert feat, 200

alignment, 39, 360

ally, 361

Alter Self spell, 239

always-prepared spells,
235

Ambusher’s Leap, 125

ammunition, 222

Ammunition property,
213

Ammunition table, 222

Animal Friendship spell,
239

Animal Handling skill, 14

Animal Messenger spell,
240

Animal Shapes spell, 240

Animate Dead spell, 240

Animated Object stat
block, 241

Animate Objects spell,
240

Antilife Shell spell, 241

Antimagic Field spell, 241

Antipathy/Sympathy spell,
242

Antitoxin, 222

Ape stat block, 346

appearance, character, 38

Aquan language dialect,
37

Arborea, 344

Arcadia, 344

Arcana skill, 14

Arcane Apotheosis class
feature, 141

Arcane Eye spell, 242

Arcane Focus, 224

Arcane Focuses table,
224

Arcane Gate spell, 242

Arcane Lock spell, 242

Arcane Recovery class
feature, 166

Arcane Trickster
Spellcasting table, 133

INDEX

Arcane Trickster subclass,
132
Arcane Vigor spell, 242
Archdruid class feature,
82
Archery feat, 209
Archfey Patron subclass,
159
Archfey Spells table, 159
area of effect, 361
Cone, 364
Cube, 364
Cylinder, 364
Emanation, 366
Line, 370
Sphere, 374
Areas of Knowledge table,
375
Arid Land circle spells
table, 84
aristocratic lifestyle, 231
armor, 219
Armor Class (AC), 12,
41, 361
base, 12
calculating, 12
Armor of Agathys spell,
243
Armor of Shadows
invocation, 155
Armor table, 219
armor training, 219, 361
Arms of Hadar spell, 243
Arrow, 222
Artisan background, 178
Artisan's Tools, 220
Ascendant Step
invocation, 155
Ash, Para-elemental
Plane of, 344
Assassin subclass, 134
assign ability scores, 38
Astral Plane, 344
Astral Projection spell, 243
Athlete feat, 202
Athletics skill, 14
attack, 15, 361
action, 15, 361
making an, 25
melee, 26
Opportunity, 26, 371
ranged, 26
ranged, in close
combat, 26
spell, 238
weapon, 377
attack roll, 12, 361
Attack Roll Abilities table,
12
attitude, 361
Friendly, 367
Hostile, 368
Indifferent, 369
Attunement, 232, 361
Augury spell, 244
Aura Expansion class
feature, 111

Auran language dialect,
37
Aura of Courage class
feature, 111
Aura of Life spell, 244
Aura of Protection class
feature, 111
Aura of Purity spell, 244
Aura of Vitality spell, 244
avoiding Opportunity
Attacks, 26
Awaken spell, 244
axes, 215
background, character,
177
Backgrounds and Species
from Older Books
sidebar, 38
Backpack, 224
Badger, Giant, stat block,
350
Badger stat block, 346
bagpipes, 221
Balanced Party, A
sidebar, 36
Ball Bearings, 224
Bane spell, 245
Banishing Smite spell, 245
Banishment spell, 245
Barbarian class, 49, 51
Barbarian Features
table, 52
Core Barbarian Traits
table, 51
subclasses, 54
Bard class, 49, 59
Bard Features table, 60
Core Bard Traits table,
59
spell list, 62
subclasses, 64
Bardic Inspiration class
feature, 59
Bardic Inspiration die, 59
barding, 229
Bard's Repertoire, A,
sidebar, 61
Barkskin spell, 245
Barrel, 224
base AC, 12
Basic Poison, 227
Basket, 224
Bat stat block, 346
Battleaxe, 215
Battle Master subclass,
93
Beacon of Hope spell, 245
Bear, Black, stat block,
346
Bear, Brown, stat block,
347
Beast creature type, 364
Beastlands, 344
Beast Master subclass,
122
Beast of the Land stat
block, 123

Beast of the Sea stat
block, 124

Beast of the Sky stat
block, 124

Beast Sense spell, 245

Beast Shapes table, 81

Beast Spells class feature,
81

Bedroll, 224

Befuddlement spell, 245

being a player, 7

being the Dungeon
Master, 7

Bell, 224

Bestial Spirit stat block,
323

Bestow Curse spell, 246

Bigby's Hand spell, 246

Black Bear stat block, 346

Blade Barrier spell, 247

Blade Ward spell, 247

Blanket, 224

Bless spell, 247

Blessed Strikes class
feature, 71

Blight spell, 247

Blinded condition, 361

Blind Fighting feat, 209

Blinding Smite spell, 247

Blindness/Deafness spell,
248

Blindsight, 361

Blink spell, 248

Block and Tackle, 224

Bloodied, 362

Blowgun, 215

blowgun needle. See
Needle, 222

Bludgeoning damage,
365

Blur spell, 248

Boar stat block, 347

boats, 230

Body and Mind class
feature, 103

Bolt, 222

Bolt Case, Crossbow, 224

Bonus, Proficiency, 11, 13

Bonus Action, 15, 362

Bonus Feats at Level 20
sidebar, 43

Book, 224

Book of Shadows. See Pact
of the Tome, 157

Boon of Combat Prowess
feat, 210

Boon of Dimensional
Travel feat, 210

Boon of Energy
Resistance feat, 210

Boon of Fate feat, 210

Boon of Fortitude feat,
210

Boon of Irresistible
Offense feat, 211

Boon of Recovery feat,
21



Boon of Skill feat, 211

Boon of Speed feat, 211

Boon of Spell Recall feat,
211

Boon of the Night Spirit
feat, 211

Boon of Truesight feat,
FAR|

Bottle, Glass, 224

bows, 215

Branding Smite spell. See
Shining Smite, 316

breaking objects, 20, 362

Breaking Your Oath
sidebar, 111

Breastplate, 219

Brewer's Supplies, 220

brewing healing potions,
233

brewing Potions of
Healing, 233

Bright Light, 19, 362

Brown Bear stat block,
347

Brutal Strike class
feature, 53

Bucket, 224

Bullets, 222

Bullseye Lantern, 226

Burglar's Pack, 224

Burning Hands spell, 248

burning hazard, 362

Burrow Speed, 362

Bytopia, 344

calculating AC, 12

Calligrapher's Supplies,
220

Call Lightning spell, 248

Calm Emotions spell, 249

Caltrops, 224

Camel stat block, 347

campaign, 8, 362

Candle, 224

cantrip, 362

capacity, carrying, 362

Carceri, 344

cards, playing, 221

Careful Spell metamagic,
141

cargo, and mount, 229

Carpenter's Tools, 220

Carriage, 230

carrying capacity, 362

Carrying Capacity table,
363

carrying objects, 20

Cart, 230

Cartographer’s Tools, 220

Case, Crossbow Bolt, 224

Case, Map or Scroll, 224

Cast a Spell action. See
Magic, 15, 371

Casting in Armor sidebar,
235

casting spells, 235

casting time, 236

casting without slots, 235

Cat stat block, 347

Celestial creature type,
364

Celestial language, 37

Celestial Patron subclass,
160

Celestial Spells table, 160

Celestial Spirit stat block,
323

Chain, 224

Chain Lightning spell, 249

Chain Mail, 219

Chain Shirt, 219

Challenge Rating (CR),
363

Champion subclass, 96
Channel Divinity class
feature, 70, 110
Chaos, Elemental, 344
Chaotic Evil (CE), 39
Chaotic Good (CG), 39
Chaotic Neutral (CN), 39
character, 7
appearance, 38
background, 177
classes, 49
create a, 33
death/demise, 28
gaining a level, 42
origin, 177
personality, 38
player, 372
species, 177
stabilizing a, 29
Character Advancement
table, 41
character creation, 33
ability scores, 38
alignment, 39
class, 33
origin, 36
starting at higher
levels, 43
character sheet, 33-35,
363
Charger feat, 202
Chariot, 230
Charisma, 10
Charlatan background,
179
Charmed condition, 363
Charm Monster spell, 249
Charm Person spell, 249
Chef feat, 202
Chest, 225
Chill Touch spell, 249
choose a class, 33
choose an alignment, 39
Chromatic Orb spell, 249
Chthonic Tiefling, 196
Cirele of Death spell, 250
Circle of Power spell, 250
Circle of the Land
subclass, 84
Circle of the Moon Spells
table, 86
Circle of the Moon
subclass, 86
Circle of the Sea Spells
table, 87
Circle of the Sea
subclass, 87
Circle of the Stars
subclass, 88
Clairvoyance spell, 250
class, choose a, 33
classes, character, 49
Class Overview table, 33
class spell lists, 236
Cleansing Touch class
feature. See Restoring
Touch, 111
Cleave mastery property,
214
Cleric class, 49, 69

Cleric Features table,
70
Core Cleric Traits table,
69
spell list, 71
subclasses, 73
Climber's Kit, 225
climbing, 363
Climb Speed, 363
Clockwork Sorcery
subclass, 146
Clockwork Spells table,
146
Clone spell, 251
Clothes, Fine, 225
Clothes, Traveler's, 225
Cloudkill spell, 251
Cloud of Daggers spell,
251
Club, 215
Cobbler's Tools, 220
coins, 213
Coin Values table, 213
Cold damage, 365
College of Dance
subclass, 64
College of Glamour
subclass, 65
College of Lore subclass,
66
College of Valor subclass,
67
Color Spray spell, 251
combat, 23
mounted, 26
order of, 23
step by step, 23
underwater, 27
impeded weapons,
27
comfortable lifestyle, 231
Command spell, 251
Common language, 37
Common Sign Language,
37
Commune spell, 252
Commune with Nature
spell, 252
Compelled Duel spell, 252
component, 236
Material (M), 237
Somatic (S), 236
Verbal (V), 236
Component Pouch, 225
Comprehend Languages
spell, 252
Compulsion spell, 252
Concentration, 363
condition, 29, 363
Blinded, 361
Charmed, 363
Deafened, 365
Exhaustion, 366
Frightened, 367
Grappled, 367
Immunity, 369
Incapacitated, 369
Invisible, 370
Paralyzed, 371
Petrified, 372
Poisoned, 372
Prone, 372
Restrained, 373
Stunned, 376
Unconscious, 377
Cone, area of effect, 364

Cone of Cold spell, 253

Confusion spell, 253

Conjure Animals spell, 254

Conjure Barrage spell, 254

Conjure Celestial spell, 254

Conjure Elemental spell,
254

Conjure Fey spell, 255

Conjure Minor Elementals
spell, 255

Conjure Volley spell, 255

Conjure Woodland Beings
spell, 255

Constitution, 10

Constrictor Snake stat
block, 348

Construct creature type,
364

Construct Spirit stat
block, 324

Contact Other Plane spell,
255

Contact Patron class
feature, 155

Contagion spell, 256

Contingency spell, 256

Continual Flame spell,
256

controlling a mount, 26

Control Water spell, 256

Control Weather spell, 257

Cook's Utensils, 220

Copper Piece (CP), 213

Cordon of Arrows spell,
258

Core Barbarian Traits
table, 51

Core Bard Traits table, 59

Core Cleric Traits table,
69

Core Druid Traits table,
79

Core Fighter Traits table,
91

Core Monk Traits table,
101

Core Paladin Traits table,
109

Core Ranger Traits table,
19

Core Rogue Traits table,
129

Core Sorcerer Traits table,
139

Core Warlock Traits table,
153

Core Wizard Traits table,
165

Costume, 225

Countercharm class
feature, 61

Counterspell spell, 258

cover, 25, 364

Cover table, 26

Crab, Giant, stat block,
350

Crab stat block, 348

Crafter feat, 200

crafting equipment, 233

crafting nonmagical
items, 233

crawling, 364

create a character, 33

Create Food and Water
spell, 258

Create or Destroy Water
spell, 258

Create Undead spell, 258

Creating Spell Slots table,
141

Creating Verbal
Components sidebar,
237

Creation spell, 259

creature, 364

creature size, 25

Creature Size and Space
table, 25

creature stat blocks, 346

creature type, 364

crew, 230

Criminal background, 179

Critical Hit, 27, 364

Crocodile stat block, 348

crossbow bolt. See Bolt,
222

Crossbow Bolt Case, 224

Crossbow Expert feat, 203

crossbows, 215

Crowbar, 225

Crown of Madness spell,
259

Crusader's Mantle spell,
259

Crusher feat, 203

Cube area of effect, 364

Cunning Action class
feature, 130

Cunning Strike class
feature, 130

Cure Wounds spell, 259

currency, 213

curse, 364

Cylinder area of effect,
364

d3, 9

d4, 9

d6, 9

d8, 9

d10, 9

diz, 9

d20, 9

D20 Test, 9, 10, 364

d100, 9

Dagger, 215

damage, 9, 27, 364
against multiple

targets, 28

half, 28
healing, 28
Immunity, 369
massive, 28
order of application, 28
Resistance, 373
saving throws and, 28
types, 28, 365
Vulnerability, 377

damage roll, 27, 364

damage threshold, 364

Damage Types table, 365

Dancing Lights spell, 259

Danger Sense class
feature, 52

Darkness, 19, 365

Darkness spell, 260

Darkvision, 365

Darkvision spell, 260

Dart, 215

Dash action, 15, 365

Daylight spell, 260

Deafened condition, 365
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death, 365
character, 28
Hit Point maximum of
0,28
instant, 28
massive damage, 28
monster, 28
Death Saving Throw, 28,
365
Death Ward spell, 261
Deception skill, 14
Deep Speech language,
37
Defense feat, 209
Defensive Duelist feat,
203
Deflect Attacks class
feature, 102
Deflect Energy class
feature, 103
Deflect Missiles. See
Deflect Attacks, 102
Deft Explorer class
feature, 120
dehydration hazard, 365
Delayed Blast Fireball
spell, 261
Demiplane spell, 261
Destroy Undead class
feature. See Sear
Undead, 71
Destructive Wave spell,
261
Detect Evil and Good
spell, 261
Detect Magic spell, 262
Detect Poison and Disease
spell, 262
Detect Thoughts spell, 262
Devil's Sight invocation,
155
Devious Strikes class
feature, 131
Devouring Blade
invocation, 155
Dexterity, 10
dice, 9
Bardic Inspiration, 59
Martial Arts, 101
notation, 9
percentile, 9
Difficult Terrain, 24, 366
Difficulty Class (DC),
11, 366
Dimension Door spell, 262
Dim Light, 19, 366
Diplomat’s Pack, 225
Dire Wolf stat block, 348
Disadvantage, 12, 366
Disciplined Survivor class
feature, 103
Disengage action, 15, 366
Disguise Kit, 221
Disguise Self spell, 262
Disintegrate spell, 263
dismounting, 26
Dispel Evil and Good spell,
263
Dispel Magic spell, 264
Dissonant Whispers spell,
264
Distant Spell metamagic,
141
Divination spell, 264
Divine Favor spell, 265

INDEX

Divine Intervention class
feature, 71

Divine Order class
feature, 70

Diviner subclass, 173

Divine Smite spell, 265

Divine Word spell, 265

Dodge action, 15, 366

Domain Spells class
feature, 73, 74, 75, 77

Dominate Beast spell, 265

Dominate Monster spell,
265

Dominate Person spell,
266

Draconic Ancestors table,
187

Draconic language, 37

Draconic Sorcery
subclass, 148

Draconic Spells table, 148

Draconic Spirit stat block,
325

Draft Horse stat block,
349

Dragonborn, 187

dragonchess, 221

Dragon creature type, 364

Dragon’s Breath spell, 266

Drawmij’s Instant
Summons spell, 266

Dream spell, 266

drink, 231

dropping prone, 25

dropping to 0 Hit Points,
28

Drow, 189

Druid class, 49, 79
Core Druid Traits table,

79

Druid Features table, 80
spell list, 82
subclasses, 84

Druidcraft spell, 266

Druidic class feature, 80

Druidic Focus, 225

Druidic Focuses table,
225

Druidic language, 37

drum, 221

Dual Wielder feat, 203

Dueling feat, 209

dulcimer, 221

Dungeoneer's Pack, 225

Dungeon Master, 4, 7

Durable feat, 203

Dwarf, 188

Dwarvish language, 37

Earth, Elemental Plane
of, 344

Earthquake spell, 267

Eldritch Blast spell, 267

Eldritch Invocation
options, 155

Eldritch Invocations class
feature, 153

Eldritch Knight
Spellcasting table, 97

Eldritch Knight subclass,
96

Eldritch Master class
feature, 155

Eldritch Mind invocation,
155

Eldritch Smite invocation,
155

Eldritch Spear invocation,
155

Electrum Piece (EP), 213

Elemental Adept feat, 203

Elemental Chaos, 344

Elemental creature type,
364

Elemental Fury class
feature, 81

Elementalism spell, 267

Elemental Planes, 344

Elemental Spirit stat
block, 325

Elemental Weapon spell,
268

Elephant stat block, 349

EIf, 189

Elk stat block, 349

Elusive class feature, 131

Elven Lineages table, 190

Elvish language, 37

Elysium, 344

Emanation area of effect,
366

Empowered Spell
metamagic, 142

Empowered Strikes class
feature, 103

Empty Body class feature.

See Superior Defense,
103

encounter, 366

encumbrance. See
carrying capacity, 362

enemy, 366

Enhance Ability spell, 268

Enlarge/Reduce spell, 268

Ensnaring Strike spell, 268

Entangle spell, 268

Entertainer background,
180

Entertainer’s Pack, 225

Enthrall spell, 269

Epic Boon class feature,
53,61, 71, 81, 92, 103,
111,121, 131, 141,
155, 167

Epic Boon feats, 210

equipment, 213
crafting, 233
proficiency, 14

Etherealness spell, 269

Ethereal Plane, 344

Evard's Black Tentacles
spell, 270

Evasion class feature,
103,131

Evoker subclass, 174

Exceptions Supersede
General Rules
sidebar, 8

Exhaustion condition,
366

Expanding and Replacing
a Spellbook sidebar,
167

Expeditious Retreat spell,
270

expense, lifestyle, 230

Experience Points (XP),
366

Expertise, 367

Expertise class feature,
60,121, 129

exploration, 19

Explorer's Pack, 225

Extended Spell
metamagic, 142

Extra Attack class feature,
53,92, 103,111,120

Eyebite spell, 270

Fabricate spell, 271

Faerie Fire spell, 271

Faithful Steed class
feature, 111

falling hazard, 367

falling off a mount, 27

falling unconscious, 28

False Life spell, 271

Familiar. See Find
Familiar, 272

Farmer background, 180

Fast Crafting table, 201

Fast Movement class
feature, 53

Favored Enemy class
feature, 119

Fear spell, 271

feat, 199
Epic Boon, 210
Fighting Style, 209
General, 202
Origin, 200

Feather Fall spell, 271

Feat List table, 199

Feeblemind spell. See
Befuddlement, 245

Feign Death spell, 271

Feral Instinct class
feature, 53

Feral Senses class
feature, 121

Fey creature type, 364

Fey Spirit stat block, 326

Fey-Touched feat, 204

Fey Wanderer Spells
table, 124

Fey Wanderer subclass,
124

Feywild, 344

Feywild Gifts table, 124

Fiend creature type, 364

Fiendish Legacies table,
197

Fiendish Spirit stat block,
327

Fiendish Vigor
invocation, 155

Fiend Patron subclass,
161

Fiend Spells table, 161

Fighter class, 49, 91
Core Fighter Traits

table, 91
Fighter Features table,
92

subclasses, 93

Fighting Style class
feature, 91, 110, 120

Fighting Style feats, 209

Find Familiar spell, 272

finding hidden objects, 20

Find Steed spell, 272

Find the Path spell, 273

Find Traps spell, 273

Fine Clothes, 225

Finesse property, 213

Finger of Death spell, 273

Fire, Elemental Plane
of, 344

Firearm Bullet, 222

Fireball spell, 274

Fire Bolt spell, 274

Fire damage, 365

Fire Shield spell, 274

Fire Storm spell, 275

Fixed Hit Points by Class
table, 42

Flail, 215

Flame Blade spell, 275

Flame Strike spell, 275

Flaming Sphere spell, 275

Flask, 225

Flesh to Stone spell, 275

Flexible Casting. See Font
of Magic, 140

flute, 221

flying, 367

Fly Speed, 367

Fly spell, 276

Focus, Arcane, 224

Focus, Druidic, 225

Focus, Spellcasting, 374

Foe Slayer class feature,
121

Fog Cloud spell, 276

Font of Inspiration class
feature, 61

Font of Magic class
feature, 140

food, 231

Food, Drink, and Lodging
table, 231

Food Needs per Day
table, 371

Forbiddance spell, 276

Forcecage spell, 276

Force damage, 365

Foresight spell, 276

Forest Gnome, 191

Forgery Kit, 221

Fount of Moonlight spell,
277

Freedom of Movement
spell, 277

Friendly attitude, 367

Friends spell, 277

Frightened condition, 367

Frog stat block, 349

gaining a level, 42

gaining spells, 235

Galley, 230

Gaming Set, 221

Gargantuan, 25

Gaseous Form spell, 277

Gate spell, 277

Gaze of Two Minds
invocation, 156

gear, adventuring, 222

Geas spell, 278

Gehenna, 344

General feats, 202

generate ability scores, 38

Gentle Repose spell, 278

Giant Badger stat block,
350

Giant Crab stat block, 350

Giant creature type, 364

Giant Goat stat block,
350

Giant Insect spell, 279

Giant Insect stat block,
279

Giant language, 37

Giant Seahorse stat
block, 350

Giant Spider stat block,
351



Giant Weasel stat block,
351

Gift of the Depths
invocation, 156

Gift of the Protectors
invocation, 156

Glaive, 215

Glassblower's Tools, 220

Glass Bottle, 224

Glibness spell, 279

Globe of Invulnerability
spell, 279

Gloom Stalker Spells
table, 126

Cloom Stalker subclass,
125

glossary, rules, 360

Glyph of Warding spell,
279

Gnome, 191

Gnomish language, 37

Goat, Giant, stat block,
350

Goat stat block, 351

Goblin language, 37

Gold Piece (GP), 213

Goliath, 192

Goodberry spell, 280

Grappled condition, 367

Crappler feat, 204

grappling, 367

Grappling Hook, 225

Grasping Vine spell, 280

Graze mastery property,
214

Grease spell, 280

Greataxe, 215

Greatclub, 215

Greater Divine
Intervention class
feature, 71

Greater Invisibility spell,
281

Greater Restoration spell,
281

Great Old One Patron
subclass, 162

Great Old One Spells
table, 163

Greatsword, 215

Great Weapon Fighting
feat, 209

Creat Weapon Master
feat, 204

Guard background, 181

Guardian of Faith spell,
281

Guards and Wards spell,
282

Guidance spell, 282

Guide background, 181

Guiding Bolt spell, 282

Guild Artisan. See
Artisan, 178

Guild Merchant. See
Merchant, 182

Gust of Wind spell, 282

Hades, 344

Hail of Thorns spell, 283

Halberd, 215

Half Cover, 26

half damage, 28

Halfling, 193

Halfling language, 37

Half Plate Armor, 219

Hallow spell, 283

Hallucinatory Terrain
spell, 283

hammers, 215

Handaxe, 215

Hand Crossbow, 215

Harm spell, 283

Haste spell, 284

Hawk stat block, 352

hazard, 20, 368
burning, 362
dehydration, 365
falling, 367
malnutrition, 371
suffocation, 376

Healer feat, 201

Healer's Kit, 225

healing, 28, 368
damage and, 27
stabilizing a character,

29

Healing, Potion of, 228

Healing Word spell, 284

Heal spell, 284

Heat Metal spell, 284

Heavily Armored feat, 204

Heavily Obscured, 19, 368

Heavy, 213

Heavy armor, 219

Heavy Armor Master
feat, 204

Heavy Crossbow, 215

Heavy property, 213

Heightened Focus class
feature, 103

Heightened Spell
metamagic, 142

Hellish Rebuke spell, 284

Help action, 15, 368

Herbalism Kit, 221

Hermit background, 182

Heroes' Feast spell, 284

Heroic Inspiration, 13,
368

Heroic Inspiration
sidebar, 13

Heroism spell, 285

Hex spell, 285

Hide action, 15, 368

Hide Armor, 219

hiding, 19

High EIf, 189

High Jump, 368

hireling, 232

Hirelings table, 232

History skill, 14

Hit, Critical, 27

Hit Dice, 41, 368

Hit Point Dice, 41, 368

Hit Point maximum of
0,28

Hit Points, 27, 368
dropping to 0, 28
Temporary, 29, 376

Hold Monster spell, 285

Hold Person spell, 286

Holy Aura spell, 286

Holy Symbol, 226

Holy Symbols table, 226

Holy Water, 226

Hooded Lantern, 226

Hook, Grappling, 225

horn, 221

Horse, Draft, stat block,
349

Horse, Riding, stat block,
356

Hostile attitude, 368

hover, 368

Huge, 25

Human, 194

Humanoid creature type,
364

Hunger of Hadar spell,
286

Hunter's Mark spell, 287

Hunter subclass, 127

Hunting Trap, 226

Hypnotic Pattern spell,
287

Ice, Para-elemental Plane
of, 344

Ice Knife spell, 287

Ice Storm spell, 287

identifying a magic item,
232

Identifying an Ongoing
Spell sidebar, 238

Identify spell, 287

Ignan language dialect,
37

Illusion, 369

Illusionist subclass, 175

Illusory Script spell, 288

Immunity, 28, 369

impeded weapons,
underwater combat, 27

Imprisonment spell, 288

Improved Blessed Strikes
class feature, 71

Improved Brutal Strike
class feature, 53

Improved Cunning Strike
class feature, 131

Improved Divine Smite.
See Radiant Strikes,
1M

Improved Elemental Fury
class feature, 81

improvised weapon, 369

Improvised Weapons
sidebar, 214

Imp stat block, 352

Incapacitated condition,
369

Incendiary Cloud spell,
288

Indifferent attitude, 369

Indomitable class feature,
92

Indomitable Might class
feature, 53

Infernal language, 37

Infernal Tiefling, 196

Inflict Wounds spell, 288

Influence action, 15, 369

Influence Checks table,
369

Initiative, 23, 369

Initiative order, 23

Ink, 226

Ink Pen, 226

Innate Sorcery class
feature, 139

Inner Planes, 344

Insect Plague spell, 289

Insight skill, 14

Inspiration. See Heroic
Inspiration, 368

Inspiring Leader feat, 204

instant death, 28

Instinctive Pounce class
feature, 53

Instrument, Musical, 221

Intelligence, 10

interacting with objects,
19

interaction, social, 16

Interception feat, 209

Interpreting Die Rolls in
the Story sidebar, 9

Intimidation skill, 14

Investigation skill, 14

Investment of the Chain
Master invocation, 156

Invisible condition, 370

Invisibility spell, 289

Iron Pot, 228

Iron Spikes, 228

items, 233
crafting nonmagical,

233

wearing, 233
wielding, 233

Jack of All Trades class
feature, 60

Jallarzi’s Storm of
Radiance spell, 289

Javelin, 215

Jeweler's Tools, 220

Jug, 226

Jump, High, 369

Jump, Long, 370

jumping, 370

Jump spell, 290

Keelboat, 230

Keen Mind feat, 205

Ki class feature. See
Monk's Focus, 101

Ki-Empowered Strikes
class feature. See
Empowered Strikes,
103

ki points. See Monk’s
Focus, 101

knocking out a creature,
29,370

Knocking Out a Creature
sidebar, 28

Knock spell, 290

Ladder, 226

Lamp, 226

Lance, 215

language, 37

lanterns, 226

Large, 25

Lawful Evil (LE), 39

Lawful Good (LG), 39

Lawful Neutral (LN), 39

Lay On Hands class
feature, 109

Leather Armor, 219

Leatherworker's Tools,
220

Legend Lore spell, 290

Leomund'’s Secret Chest
spell, 290

Leomund’s Tiny Hut spell,
291

Lesser Restoration spell,
291

Lessons of the First Ones
invocation, 156

level advancement, 41

Level 1 Hit Points by
Class table, 40

Levitate spell, 291

Life Domain Spells table,
73

Life Domain subclass, 73
Lifedrinker invocation, 156
lifestyle expense, 230
aristocratic, 231
comfortable, 231
modest, 231
poor, 231
squalid, 231
wealthy, 231
wretched, 230
Light, 19
Bright, 19, 362
Dim, 19, 366
Light armor, 219
Light Crossbow, 215
Light Domain Spells
table, 74
Light Domain subclass,
74
Light Hammer, 215
Lightly Armored feat, 205
Lightly Obscured, 19, 370
Lightning Arrow spell, 292
Lightning Bolt spell, 292
Lightning damage, 365
Light property, 213
Light spell, 292
Limbo, 344
Line area of effect, 370
Lion stat block, 352
Lizard stat block, 353
Loading property, 214
Locate Animals or Plants
spell, 292
Locate Creature spell, 292
Locate Object spell, 293
Lock, 226
lodging, 231
Longbow, 215
Long Jump, 370
Long Rest, 370
Longship, 230
Longstrider spell, 293
Longsword, 215
Lucky feat, 201
lute, 221
lyre, 221
Mace, 215
Mage Armor spell, 293
Mage Hand spell, 293
Mage Slayer feat, 205
Magic action, 15, 371
Magical Cunning class
feature, 154
magical effect, 371
Magical Secrets class
feature, 61
Magic Circle spell, 293
Magic Initiate feat, 201
magic item, 232
identifying a, 232
Magic Jar spell, 294
Magic Missile spell, 295
Magic Mouth spell, 295
Magic Weapon spell, 295
Magma, Para-elemental
Plane of, 344
Magnifying Glass, 226
Mail, Chain, 219
Mail, Ring, 219
Mail, Scale, 219
Major Image spell, 295
making an attack, 25
making an Opportunity
Attack, 26
malnutrition hazard, 371

INDEX



282

Manacles, 226

Manifestations of Order
table, 146

Map, 227

Map Case, 224

Marching Order sidebar,
20

Martial Archetype class
feature. See Fighter
Subclass, 92

Martial Arts class feature,
101

Martial Melee weapon,
213

Martial Ranged weapon,
213

Martial Weapon Training
feat, 205

Mask of Many Faces
invocation, 156

Mason's Tools, 221

Mass Cure Wounds spell,
296

Mass Healing Word spell,
296

Mass Heal spell, 296

massive damage, 28

Mass Suggestion spell, 296

Master of Myriad Forms
invocation, 156

mastery property, 214

Mastiff stat block, 353

Material component (M),
237

Material Plane, 344

Maul, 215

Maze spell, 296

Mechanus, 344

Medicine skill, 14

Medium, 25

Medium armor, 219

Medium Armor Master
feat, 205

Meld into Stone spell, 296

melee attack, 26

melee attack bonus, 41

Melee weapon, 213

Melf's Acid Arrow spell,
297

Memorize Spell class
feature, 167

Mending spell, 297

Merchant background,
182

Message spell, 298

Metamagic class feature,
141

metamagic options, 141

Meteor Swarm spell, 298

Mind Blank spell, 298

Mind Sliver spell, 298

Mind Spike spell, 298

Minor lllusion spell, 298

Mirage Arcane spell, 299

Mirror, 227

Mirror Image spell, 299

Mislead spell, 299

Misty Step spell, 299

Misty Visions invocation,
156

Moderately Armored feat,
205

modest lifestyle, 231

modifier, ability, 10, 360

Modify Memory spell, 299

INDEX

Menastic Tradition class
feature. See Monk
Subclass, 103
Monk class, 49, 101
Core Monk Traits table,
101

Monk Features table,
102

subclasses, 104

Monk's Focus class
feature, 101

Monk weapon, 101

monster, 371

monster death, 28

Monstrosity creature
type, 364

Moonbeam spell, 300

Mordenkainen’s Faithful
Hound spell, 300

Mordenkainen's
Magnificent Mansion
spell, 300

Mordenkainen’s Private
Sanctum spell, 301

Mordenkainen's Sword
spell, 302

Morningstar, 215

mount, 26, 229
and cargo, 229
controlling a, 26
falling off a, 27
mounting a, 26
travel on a, 20

Mount Celestia, 344

mounted combat, 26

Mounted Combatant
feat, 205

Mounts and Other
Animals table, 229

Move Earth spell, 302

movement, 24

around other creatures,

25
breaking up your, 26
through Difficult
Terrain, 25
Mule stat block, 353
multiclassing, 44
Multiclass Spellcaster:
Spell Slots per Spell
Level table, 45
multiverse, 344
Musical Instrument, 221
Musician feat, 201
Musket, 215
Mystic Arcanum class
feature, 155
Natural Explorer class
feature. See Deft
Explorer, 120
natural 1, 12
natural 20, 12
Nature skill, 14
Nature's Veil class
feature, 121
Nature's Ward table, 85
Navigator's Tools, 221
Necrotic damage, 365
MNeedle, 222
Net, 227
Neutral (N), 39
Neutral Evil (NE), 39
Neutral Good (NG), 39
Nick mastery property,
214
Nine Hells, 344

Noble background, 183

Nondetection spell, 302

nonplayer character
(NPC), 371

Nystul's Magic Aura spell,
302

Oath of Devotion Spells
table, 113

Oath of Devotion
subclass, 113

Oath of Glory Spells
table, 115

Oath of Glory subclass,
114

Oath of the Ancients
Spells table, 115

Qath of the Ancients
subclass, 115

Oath of Vengeance Spells
table, 117

Oath of Vengeance
subclass, 116

object, 20, 371
breaking, 20, 362
carrying, 20
finding hidden, 20
interacting with, 19

time-limited, 20

Object Armor Class table,
362

Object Hit Points table,
362

Obscured, Heavily, 19,
368

Obscured, Lightly, 19, 370

obscured area, 19

Observant feat, 205

occupied space, 371

Octopus stat block, 353

Qil, 227

One with Shadows
invocation, 156

Ooze, Para-elemental
Plane of, 344

Qoze creature type, 364

Opportunity Attack, 26,
n
avoiding an, 26
making an, 26

Ore, 195

Orc language, 37

order of combat, 23

origin, character, 177

origin, determine, 36

Origin feats, 200

Otherworldly Leap
invocation, 156

Otherworldly Patron class
feature, See Warlock
Subclass, 154

Otherworldly Steed stat
block, 273

Otiluke’s Freezing Sphere
spell, 302

Otiluke’s Resilient Sphere
spell, 303

Otto's Irresistible Dance
spell, 303

Outer Planes, 344

Quter Planes table, 344

Outlands, 344

Owl stat block, 354

pace, travel, 20

Pact Magic class feature,
153

Pact of the Blade
invocation, 156

Pact of the Chain
invocation, 157

Pact of the Tome
invocation, 157

Padded Armor, 219

Painter's Supplies, 221

Paladin class, 49, 109
Core Paladin Traits

table, 109
Paladin Features table,
110

spell list, 112
subclasses, 113

Paladin’s Smite class
feature, 110

Pandemonium, 344

pan flute, 221

Panther stat block, 354

Paper, 227

Para-elemental Planes,
344

Paralyzed condition, 371

Parchment, 227

passenger, 230-231

Passive Perception, 40,
372

Passwall spell, 303

Pass without Trace spell,
303

Path of the Berserker
subclass, 54

Path of the Totem Warrior
subclass. See Path of
the Wild Heart, 55

Path of the Wild Heart
subclass, 55

Path of the World Tree
subclass, 56

Path of the Zealot
subclass, 57

Pen, Ink, 226

percentage chances, 9

percentile dice, 9

Perception, Passive, 40,
372

Perception skill, 14

per day, 372

Perfect Focus class
feature, 103

Performance skill, 14

Perfume, 227

Persistent Rage class
feature, 53

personality, character, 38

Personality Traits by
Alignment table, 40

Persuasion skill, 14

Petrified condition, 372

Phantasmal Force spell,
304

Phantasmal Killer spell,
304

Phantom Steed spell, 304

Pick, War, 215

pick locks. See Thieves'
Tools, 221

Piercer feat, 206

Piercing damage, 365

Pike, 215

Pistol, 215

Planar Ally spell, 304

Planar Binding spell, 305

Plane, Astral, 344

Plane, Ethereal, 344

Plane, Material, 344
Plane Shift spell, 305
Plant creature type, 364
Plant Growth spell, 305
Plate Armor, 219
Platinum Piece (PP), 213
play, rhythm of, 8
player, being a, 7
player character, 372
playing cards, 221
Playing on a Grid sidebar,
25
point cost ability score
generation, 38
Poison, Basic, 227
Poison damage, 365
Poisoned condition, 372
Poisoner feat, 206
Poisoner's Kit, 221
Poison Spray spell, 306
Polar Land circle spells
table, 84
Pole, 228
Polearm Master feat, 206
Polymorph spell, 306
Pony stat block, 354
poor lifestyle, 231
Portable Ram, 228
position, 24
possession, 372
Pot, lron, 228
Potion of Healing, 228
Potter's Tools, 221
Pouch, 228
Pouch, Component, 225
Power Word Fortify spell,
306
Power Word Heal spell,
306
Power Word Kill spell, 306
Power Word Stun spell,
306
Prayer of Healing spell,
307
Precise Hunter class
feature, 121
preparing spells, 235
Prestidigitation spell, 307
Priest's Pack, 228
Primal Champion class
feature, 53
Primal Knowledge class
feature, 52
Primal Order class
feature, 80
Primal Path class
feature. See Barbarian
Subclass, 52
Primordial language, 37
Prismatic Spray spell, 307
Prismatic Wall spell, 308
Produce Flame spell, 308
proficiency, 13, 372
equipment, 14
saving throw, 14
skill, 13
tool, 220
weapon, 213
Proficiency Bonus, 13
Proficiency Bonus table,
13
Programmed lllusion spell,
309
Project Image spell, 309
prone, dropping, 25
Prone condition, 372



property, weapon, 213

Protection feat, 209

Protection from Energy
spell, 309

Protection from Evil and
Good spell, 309

Protection from Poison
spell, 310

Pseudodragon stat block,
354

Psionic Power class
feature, 98

Psionic Spells table, 145

Psi Warrior Energy Dice
table, 98

Psi Warrior subclass, 98

Psychic damage, 365

punching. See Unarmed
Strike, 377

Purify Food and Drink
spell, 310

Push mastery property,
214

Quarterstaff, 215

Quasit stat block, 355

Quickened Spell
metamagic, 142

Quiver, 228

race. See character
species, 177

Radiant damage, 365

Radiant Strikes class
feature, 111

Rage class feature, 51

Raise Dead spell, 310

Ram, Portable, 228

random generation,
ability score, 38

random tables, 9

range, 26
spell, 236

ranged attack, 26
in close combat, 26

ranged attack bonus, 41

Ranged weapon, 213

Range property, 214

Ranger class, 49, 119
Core Ranger Traits

table, 119
Ranger Features table,
120

spell list, 121
subclasses, 122

Rapier, 215

Rare Languages table, 37

Rary's Telepathic Bond
spell, 311

Rations, 228

Rat stat block, 355

Raven stat block, 355

Ray of Enfeeblement spell,
n

Ray of Frost spell, 311

Ray of Sickness spell, 311

reach, 26

Reach property, 214

Reaction, 15, 372

Ready action, 15, 372

Reckless Attack class
feature, 52

recovering ammunition.
See ammunition, 213

Reef Shark stat block, 356

refitting plate armor. See
equipment sizes, 219

Regenerate spell, 311

Reincarnate spell, 311

Relentless Hunter class
feature, 121

Relentless Rage class
feature, 53

Reliable Talent class
feature, 131

Religion skill, 14

Remove Curse spell, 312

Repelling Blast
invocation, 157

Resilient feat, 206

Resistance, 28, 373

Resistance spell, 312

Rest, Long, 370

Rest, Short, 373

Resting sidebar, 27

Restoring Touch class
feature, 111

Restrained condition, 373

Resurrection spell, 312

Reverse Gravity spell, 312

Revivification, 57

Revivify spell, 312

rhythm of play, 8

Riding Horse stat block,
356

Ring Mail, 219

Ritual, 373

Ritual Adept class
feature, 166

Ritual Caster feat, 206

Robe, 228

Rock Gnome, 191

Rogue class, 49, 129
Core Rogue Traits

table, 129
Rogue Features table,
130

subclasses, 132

roleplaying, 16

Rope, 228

Rope Trick spell, 312

round down, 373

Round Down sidebar, 8

Roving class feature, 121

Rowboat, 230

rules glossary, 360

Sack, 228

Sacred Flame spell, 313

Sacred Oath class
feature. See Paladin
Subclass, 111

Sacred Weapon class
feature, 113

saddles, 229-230

Sage background, 183

Sailing Ship, 230

Sailor background, 184

Sanctuary spell, 313

Sap mastery property, 214

Savage Attacker feat, 201

save, 373

saving throw, 11, 373
and damage, 28
proficiency, 14
spell, 238

Saving Throw, Death, 29

Saving Throw Examples
table, 12

Scale Mail, 219

Scholar class feature, 166

Scholar's Pack, 228

Schools of Magic table,
236

Scimitar, 215

Scorching Ray spell, 313

Scorpion stat block, 356

Scribe background, 184

scribing Spell Scrolls, 233

Scroll, Spell, 228

Scroll Case, 224

Serying spell, 313

Seahorse, Giant, stat
block, 350

Search action, 15, 373

Search table, 373

Searing Smite spell, 314

Sear Undead class
feature, 71

Second Wind class
feature, 91

See Invisibility spell, 314

Seeking Spell metamagic,
142

Seeming spell, 314

Self-Restoration class
feature, 103

Selling Equipment
sidebar, 213

Sending spell, 314

senses, special, 19

Sentinel feat, 207

Sequester spell, 315

services, 230

Session Zero sidebar, 33

Shadowfell, 344

Shadow-Touched feat,
207

Shapechange spell, 315

shape-shifting, 373

Shark, Reef, stat block,
356

Sharpshooter feat, 207

Shatter spell, 316

shawm, 221

Shield, 219

Shield Master feat, 207

Shield of Faith spell, 316

Shield spell, 316

Shillelagh spell, 316

Shining Smite spell, 316

ships, 230

Shocking Grasp spell, 316

Shortbow, 215

Short Rest, 373

Shortsword, 215

Shovel, 228

shoving. See Unarmed
Strike, 377

Sickle, 215

Sigil, 344

Signal Whistle, 228

Signature Spells class
feature, 167

Silence spell, 316

Silent Image spell, 317

Silver Piece (SP), 213

Simple Melee weapon,
213

Simple Ranged weapon,
213

Simulacrum spell, 317

simultaneous effects, 374

size, 25, 374

Skeleton stat block, 356

skill, 374
proficiency, 13

Skilled feat, 201

Skill Expert feat, 207

Skills table, 14

Skills with Different
Abilities sidebar, 14
Skulker feat, 208
Slaad Tadpole stat block,
357
Slasher feat, 208
Slashing damage, 365
Sled, 230
Sleep spell, 317
Sleet Storm spell, 317
Sleight of Hand skill, 14
Sling, 215
Sling Bullet, 222
Slippery Mind class
feature, 131
Slow spell, 318
Slow Fall class feature,
103
Slow mastery property,
214
Small, 25
Smith's Tools, 221
Snake, Constrictor, stat
block, 348
Snake, Venomous, stat
block, 358
Sneak Attack class
feature, 129
social interaction, 16
Soldier background, 185
Somatic component (S),
236
Sorcerer class, 49, 139
Core Sorcerer Traits
table, 139
Sorcerer Features
table, 140
spell list, 142
subclasses, 145
Sorcerous Burst spell, 318
Sorcerous Restoration
class feature, 141
Sorcery Incarnate class
feature, 141
Sorcery Points, 141
Soulknife Energy Dice
table, 135
Soulknife subclass, 135
space, occupied, 371
space, unoccupied, 377
Spare the Dying spell, 318
Speak with Animals spell,
318
Speak with Dead spell,
318
Speak with Plants spell,
319
Spear, 215
special senses, 19
species, character, 177
Speed, 374
Burrow, 362
Climb, 363
Fly, 367
Swim, 376
Speedy feat, 208
spell, 374
always-prepared, 235
attack, 374
attack modifier, 238
casting, 235
casting time, 236
casting without slots,
235
components, 236
Material (M), 237

Somatic (S), 236
Verbal (V), 236
descriptions, 239
duration, 237
effects, 237
gaining, 235
level, 235
preparing, 235
range, 236
save DC, 238
saving throw, 238
slots, 235
using a higher-level
spell slot, 236

Spellcasting class feature,

59, 69, 79, 109, 119,
139, 165
Spellcasting Focus, 374
Spellcasting Services
table, 232
spell list, Bard, 62
spell list, Cleric, 71
spell list, Druid, 82
spell list, Paladin, 112
spell list, Ranger, 121
spell list, Sorcerer, 142
spell list, Warlock, 157
spell list, Wizard, 168
spell lists, class, 236
Spell Mastery class
feature, 167

Spell Preparation by Class

table, 235

spells, 235

Spell Scroll, 228

Spell Scroll, scribing, 233

Spell Scroll Costs table,
233

Spell Sniper feat, 208

Sphere area of effect, 374

Sphinx of Wonder stat
block, 357

Spider Climb spell, 319

Spider, Giant, stat block,
351

Spider stat block, 357

Spike Growth spell, 319

Spikes, Iron, 228

Spirit Guardians spell, 319

Spiritual Weapon spell, 319

Splint Armor, 219

Sprite stat block, 358

Spyglass, 229

squalid lifestyle, 231

squeezing. See Difficult
Terrain, 24, 366

stabilizing a character, 29

Stable, 374

Staggering Smite spell,
320

standard array, ability
score generation, 38

Standard Array by Class
table, 38

Standard Languages
table, 37

Star Map table, 88

Starry Wisp spell, 320

starting at higher levels,
43

Starting Equipment at
Higher Levels table, 43

starvation. See
malnutrition, 371

stat block, 374

stat blocks, creature, 346

INDEX
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Tremorsense, 377
Trickery Domain Spells

Steady Aim class feature, Telekinetic feat, 208
130 Telepathic feat, 208

vision and light, 19
Visions of Distant Realms

wielding items, 233
Wild Companion class

Stealth skill, 14 telepathy, 376 table, 75 invocation, 157 feature, 81

Steel Wind Strike spell, Telepathy spell, 331 Trickery Domain Vitriolic Sphere spell, 337 Wild Magic Sorcery
320 teleportation, 376 subclass, 75 Vulnerability, 377 subclass, 149

Stillness of Mind class Teleportation Circle spell, Trident, 215 damage, 28 Wild Magic Surge table,
feature. See Self- 332 trinkets, 46 Wagon, 230 150

Trinkets table, 46

Tropical Land circle spells
table, 85

True Polymorph spell, 335

Restoration, 103 Wild Resurgence class
Stinking Cloud spell, 321
Stone Shape spell, 321

Stoneskin spell, 321

Teleport spell, 331

Temperate Land circle
spells table, 85

Temporary Hit Points,

Wall of Fire spell, 338
Wall of Force spell, 338 feature, 81

Wall of Ice spell, 339 Wild Shape class feature,
Wall of Stone spell, 339 80

Storm of Vengeance spell, 29, 376 True Resurrection spell, Wall of Thorns spell, 339 Wind Walk spell, 341
321 Tenser’s Floating Disk 336 War Caster feat, 209 Wind Wall spell, 341
Strength, 10 spell, 332 True Seeing spell, 336 Warding Bond spell, 340 Wisdom, 10
String, 229 Tent, 229 Truesight, 377 War Domain Spells table, ~ Wish spell, 341
Stroke of Luck class Terran language dialect, True Strike spell, 336 77 Witch Bolt spell, 343
feature, 131 37 Tsunami spell, 336 War Domain subclass, 76 Witch Sight invocation,
Studded Leather Armor, Thaumaturgy spell, 333 Turn Undead. See Warhammer, 215 157
219 Thief subclass, 137 Channel Divinity, 70 Warhorse stat block, 359 Wizard class, 49, 165
Studied Attacks class Thieves’ Cant class Twinned Spell Warlock class, 49, 153 Core Wizard Traits
feature, 92 feature, 129 metamagic, 142 Core Warlock Traits table, 165
Study action, 15, 375 Thieves' Cant language, Two Extra Attacks class table, 153 spell list, 168
Stunned condition, 376 37 feature, 92 spell list, 157 subclasses, 172
Stunning Strike class Thieves' Tools, 221 Two-Handed property, subclasses, 159 Wizard Features table,
feature, 103 Thirsting Blade 214 Warlock Features table, 166
Subtle Spell metamagic, invocation, 157 Two-Weapon Fighting 154 Wolf, Dire, stat block, 348
142 Thorn Whip spell, 333 feat, 210 War Pick, 215 Wolf stat block, 359
suffocation hazard, 376 three-dragon ante, 221 Typical Difficulty Classes Warrior of Mercy Woodcarver's Tools, 221
Suggestion spell, 321 Three Extra Attacks class table, 11 subclass, 104 Wood EIf, 189
Summon Aberration spell, feature, 92 Unaligned Creatures Warrior of Shadow Word of Radiance spell,
322 Three-Quarters Cover, 26 sidebar, 39 subclass, 105 343

Warrior of the Elements
subclass, 106

Summon Beast spell, 322 Thrown property, 214 Unarmed Fighting feat, Word of Recall spell, 343

Words of Creation class

384

Summon Celestial spell,
323

Summon Construct spell,
324

Summon Dragon spell,
324

Summon Elemental spell,
325

Summon Fey spell, 326

Summon Fiend spell, 326

Summon Undead spell,
328

Sunbeam spell, 329

Sunburst spell, 329

Superior Defense class
feature, 103

Superior Inspiration class
feature, 61

surprise, 23, 376

Survival skill, 14

Swift Quiver spell, 329

swimming, 376

Swim Speed, 376

swords, 215

Sylvan language, 37

Symbol spell, 329

Synaptic Static spell, 330

tables, random, 9

Tack, Harness, and
Drawn Vehicles table,
230

Tactical Master class
feature, 92

Tactical Mind class
feature, 91

Tactical Shift class
feature, 92

target, 376

Tasha's Bubbling Cauldron
spell, 330

Tasha's Hideous Laughter
spell, 331

Tavern Brawler feat, 202

Telekinesis spell, 331

INDEX

Thrown Weapon Fighting 210

feat, 210

Thunderclap spell, 333

Thunder damage, 365

Thunderous Smite spell,
334

Thunderwave spell, 334

Tiefling, 196

tiers of play, 43

Tiger stat block, 358

Timeless Body class
feature. See Self-
Restoration, 103

time-limited object
interaction, 20

Time Stop spell, 334

Tinderbox, 229

Tinker's Tools, 221

Tiny, 25

Tireless class feature, 121

Toll the Dead spell, 334

Tongues spell, 334

tool proficiency, 220

tools, 220

Topple mastery property,
214

Torch, 229

Total Cover, 26

Tough feat, 202

transitive planes, 344

Transmuted Spell
metamagic, 142

Transport via Plants spell,
334

Trap, Hunting, 226

traps, finding, removing,
disabling. See Thieves'
Tools, 221

travel, 20, 231

Traveler's Clothes, 225

travel pace, 20

Travel Pace table, 20

Travel table, 231

Tree Stride spell, 335

Unarmed Strike, 377

Unarmored Defense class
feature, 51, 101

Unarmored Movement
class feature, 102

Uncanny Dodge class
feature, 131

Uncanny Metabolism
class feature, 102

unconscious, falling, 28

Unconscious condition,
377

Undead creature type,
364

Undead Spirit stat block,
328

Undercommon language,
37

underwater combat, 27

unoccupied space, 377

Unseen Attackers and
Targets sidebar, 26

Unseen Servant spell, 336

Use an Object. See
Utilize, 15, 377

using a higher-level spell
slot, 236

Utilize action, 15, 377

Vampiric Touch spell, 337

Vanish class feature. See
Mature's Veil, 121

Variant: Equipment Sizes
sidebar, 219

vehicle, 20, 229

Venomous Snake stat
block, 358

Verbal component (V),
236

Versatile property, 214

Vex mastery property, 214

Vial, 229

Vicious Mockery spell, 337

viol, 221

Warrior of the Open
Hand subclass, 107

Warship, 230

Water, Elemental Plane
of, 344

Water, Holy, 226

Water Breathing spell, 340

Water Needs per Day
table, 365

Waterskin, 229

Water Walk spell, 340

Wayfarer background, 185

wealthy lifestyle, 231

weapon, 213, 377
attack, 377
improvised, 369
Martial, 213
mastery property, 214
Melee, 213
Monk, 101
proficiency, 213
property, 213
Ranged, 213
Simple, 213

Weapon Master feat, 209

Weapon Mastery class
feature, 52, 91, 110,
120,129

Weapons table, 215

wearing items, 233

Weasel, Giant, stat block,
351

Weasel stat block, 359

Weaver's Tools, 221

Web spell, 340

Weird spell, 341

What Would Your
Character Do? sidebar,
15

Whip, 215

Whispers of the Grave
invocation, 157

Whistle, Signal, 228

Wrathful Smite spell, 343
wretched lifestyle, 230
Yolande’s Regal Presence

0 Hit Points, dropping

Zombie stat block, 359
Zone of Truth spell, 343
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