
NEW MEMORY SPELLS 

SrrrMEMORY 
7th-level enchantment (Bard, Wizard) 

Casting Time: 1 minute 
Range: Touch 
Components: V, S, M (a blank journal or long scroll) 
Duration: Concentration, up to 1 hour 

You touch one incapacitated creature and attempt to enter 
its mind to view its memories. The target must make a 
Charisma saving throw, with advantage if it is conscious. On 
a failed saving throw, the target becomes unconscious until 
the spell ends. On a successful saving throw, the spell ends 
immediately and the target wakes if already unconscious. 

Until the spell ends, entries and images fill the journal or 
scroll you used as a material component, allowing you to 
peruse the target's mind like a library. So long as you are 
within 5 feet of the target and the target is still unconscious, 
you can touch an image or entry on the material component 
to experience the memory it represents. 

Choose two of the following three options to determine 
what memories appear in the pages or parchment: 

• Life Story. You perceive the most important, pivotaL and 
personal memories of the target's entire life, ordered 
chronologically. Long periods of time are seen as blurred 
stretches of similar memories stitched together like a 
montage, but singular events are experienced with all the 
detail and vividness that the target can recall 

• The Past Day. You perceive all the target's memories 
from the past 24 hours, even to the most minute details, 
ordered chronologically. This includes any dreams or 
hallucinations the target experienced during that time. 

• Worldly Knowledge. You perceive all of the worldly 
information that the target remembers strongly. This 
typically includes things such as the capitaL name, and 
history of its homeland, the routes and landmarks it has 
often recalled and remembers welL and the general 
information about people it knows and remembers from 
the world, like its family and friends or a favorite celebrity. 
However, this may also reveal more specific knowledge. 
For example, if the target is a well-studied wizard, this 
might reveal details of the books they often reference for 
their magical studies. 

In addition, you can search for the answers to up to three 
simple questions of your choice. Each question should be in 
the form of either a "yes/no" question or a simple question 
asking one of "who/what/when/where/how," such as "Who 
does the target view as the worst enemy she's ever faced," or 
"How did the target break into the duke's enchanted 
bedroom?" For each question, if the answer exists in the 
target's memory, you find a memory within the results that" 
shows you the answer. For example if you asked "Did the 
target really intend to betray his allies?", you might find 
among the memories the target's strong recollection of 
watching his allies turn their back on him, and how he made 
the bitter decision to betray them in that moment. 

This spell may reveal memories to you that the target has 
repressed Repressed memories are not obscured in any way, 
so long as the target truly remembers them on some mental 
level Knowledge of things (including time) that you gain from 
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this spell is subjective. For example, if the target thought it 
fought until midnight but actually stopped fighting one hour 
earlier, you would perceive the memory the way the target 
does: with the fighting lasting until midnight. You can also 
choose to ignore any memories you find unimportant without 
wasting time on them. 

The process of sifting through the target's memory leaves 
the target drained and addled The target gains one level of 
exhaustion, and it will take at least 1 hour after casting to 
regain consciousness, regardless of its hit points or other 
conditions. In addition, the target's head carries a faint 
magical aura for the next 24 hours which can be perceived 
with detect magic or other similar effects, and whenever the 
target fails a saving throw against detect thoughts or a similar 
effect before the aura vanishes, the mind-reader becomes 
aware that someone else has sifted through the target's 
memory in the past 24 hours. 

Finally, if the spell ends and the target is still unconscious, 
you may choose to have the target forget the last 1 minute of 
time before it became unconscious. 



AMNESIA 
9th-level enchantment (Bard, Warlock, Wizard) 

Casting Time: 1 action 
Range: Touch 
Components: V, S , M (an unmarked slate) 
Duration: Concentration, up to 1 minute 

You attempt to wipe the memories from the mind of one 
creature that you touch. The target must make an 
Intelligence saving throw. On a failed saving throw, the target 
takes 12d6 psychic damage and the target's mind is sent 
reeling as it attempts to hold onto its memories. On a 
successful saving throw, the target takes half damage and 
can't take reactions until the start of its next tum, but is 
otherwise not affected by the spell and the spell ends. 

Creatures whose minds are reeling from this spell are 
stunned A creature reeling from this spell must also make 
another Intelligence saving throw at the end of each of its 
turns. On a failed saving throw, it takes 6d6 psychic damage. 
If it saves against this spell three times, the spell ends. If it 
fails saves three times, it becomes unconscious until the spell 
ends and it stops making these saving throws. The successes 
and failures don't need to be consecutive; keep track of both 
until the target collects three of a kind 

You can choose to have the protect the target's mind from 
the worst of the spell's ravages when you cast it. If you do, the 
spell's damage cannot reduce the target to below 1 hit point. 

If you maintain your concentration on this spell for the 
entire possible duration, the target loses all of its memories 
and the spell ends. It gains one level of exhaustion, and if it 
isn't unconscious, it becomes unconscious. It stays 
unconscious for at least 1 hour after losing its memories, 
regardless of its hit points. 

A creature who has lost its memories knows nothing about 
themselves or their past, but it remembers most general 
ideas about the way the world is arranged and how things 
work. It retains its inclinations, likes, dislikes, and fears 
(towards food, ideas, people, etc.} but it will not know of 
these feelings until it encounters them, and these feelings are 
much more malleable and easier to change than a creature 
who has memories to ground its feelings in. It retains all its 
skills and abilities, including spellcasting, though it will not 
initially remember that it has most skills or abilities. 

Once a creature has lost its memories due to this spell it 
will develop a new (perhaps similar) identity and begin 
forming new memories without any issue, but it will not 
naturally regain the memories it lost. Once a year it must 
make an Intelligence saving throw with disadvantage. It may 
also make this saving throw on rare occasions where it 
encounters something that might spark its memory, at your 
DM's discretion. On a successful saving throw, it recovers all 
its lost memories, which causes it to become stunned until 
the end of its next tum. 

The spell can also be ended by greater restoration, heal, or 
wish cast as an 8th-level or higher spell 
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