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Some scholars believe that true magic 
springs only from the ley lines and other 
invisible magical reservoirs surrounding the 

world, and that only those who can access those areas 
of magic can control it. Others think the only true 
magic comes from deep inside an individual creature, 
such as a dragon or a demon, and those possessing 
bloodlines from such terrible creatures can tap their 
own personal magical stores. Still others speculate 
magic comes only from other planes of existence, 
such as the land of Fey or from the gods themselves.
 The truth is that magic comes from all of those 
sources, and powerful beings can utilize any 
wellspring of magic to craft spells and fuel seemingly 

miraculous effects. One of the first creatures to master 
all types of magic was the majestic and terrible dragon. 
While their very essences were capable of controlling the 
elements and radiating powerful fear, they also mastered 
more subtle magic. They weaved a tapestry of magic 
into their homes, giving their lairs innate defenses. 
They taught their servants, from humans to kobolds to 
elves, how to make use of the magic that permeated the 
atmosphere. And they also passed on to their kin—both 
true dragons and lesser creatures—the kind of magic 
that roiled in blood and bone.

Dragon Magic

13



4

Arcane Tradition: 
Dragon Mage
Wizards practice the subtle magic of pulling power 
from thin air and shaping it to fit their needs. 
Sorcerers tame the chaotic power within themselves, 
releasing it in barely controlled gouts of magical 
energy. Mages who walk the path between these two 
sources of magic are called dragon magi, and they 
meld the order of dweomery with the chaos of sorcery 
to grant themselves power that either tradition could 
never muster alone.

Dragon magi manifest their magic in many styles 
as diverse as the draconic species and the types of 
magic that populate the worlds. Kobolds serving as 
councilors to great wyrms are taught by their masters 
to harness their innate draconic natures through the 
use of more traditional spells. A wild-eyed human, 
oozing sorcerous magic from an ancient draconic 
ancestor, might find a kindly wizard to help her focus 
her power. Special legions of dragonborn troops train 
with a master dragon mage, learning all there is to 
know to better defend their homeland from invaders.

INVOKE DRAGON MASK
Starting at 2nd level, you can invoke a magical 
dragon mask. The dragon mask is translucent 
magical force in the form of a dragon’s head that 
sits atop your shoulders and surrounds your head. 
Your face is still visible beneath the mask, which 
does not hinder your vision. To create the mask, 

you take a bonus action and expend a spell slot. The 
mask’s duration = (3 rounds × the level of the spell 
slot expended). The dragon mask remains until its 
duration ends, you become incapacitated, or you use 
a bonus action to dismiss it or replace it with another 
dragon aspect. 

While you wear your dragon mask, you gain the 
following benefits and drawbacks.
• You gain a bonus to your AC equal to your 

Intelligence modifier (minimum of +1).
• You gain a bite attack. As an action, make a melee 

spell attack against an adjacent target. On a hit, 
the target takes (1d8 + your Int modifier) piercing 
damage. This counts as a magical attack for 
purposes of overcoming a target’s immunity or 
resistance to piercing damage.

• You have advantage on Wisdom (Perception) checks 
and on Charisma (Intimidation) checks.

• You make ranged and melee spell attacks with 
disadvantage, and your targets have advantage on 
their saving throws against your spells.

• As a bonus action, you can expend an additional 
spell slot to augment your dragon mask. Your next 
bite attack is made with advantage and does an 
additional 1d8 piercing damage per level of the spell 
slot expended.

INVOKE DRAGON HEART
Starting at 6th level, you can invoke a magical dragon 
heart—a translucent magical force in the form of a 
beating heart that covers your chest. To create the 

The Rules Behind the Dragon Mage: Dragon Aspects
The dragon mage arcane tradition takes a new look 
at the traditional wizard class, using the spell slot 
system as a basis for powering magical abilities 
rather than discrete spells. This arcane tradition 
sacrifices some of the traditional wizard’s flexibility 
for a more clearly defined set of powers and 
abilities that are useful in both close-quarters and 
long-range combat.

As dragon mages increase in level, they learn 
to invoke “dragon aspects.” At low levels, the 
dragon mage is able to create only one dragon 
aspect: the dragon mask. As he or she gains power 
and experience, the mage learns eventually to 
manifest up to four different dragon aspects. These 
aspects appear as a translucent draconic feature 
superimposed on the wizard’s form. For example, 
the dragon mask appears as a colorful dragon’s 
head of wavering energy rising above the wizard’s 

shoulders, but the mage’s face can still be seen 
through it. Similarly, the dragon wings aspect 
manifests as a semi-solid pair of wings sprouting 
from the dragon mage’s back.

Each dragon aspect can be manifested by 
expending a spell slot. Once manifested, the 
dragon aspect provides benefits to the dragon 
mage. In addition, additional spell slots can be 
expended to gain additional benefits. 

No concentration is required to maintain an 
aspect, but it can be dispelled the same as a normal 
spell cast with the same level of spell slot. The 
dragon mage can end an aspect, or switch from 
one to another, as a bonus action. Switching 
requires expending another spell slot to power the 
new aspect, even if there’s time remaining on the 
old one.
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dragon heart, you take a bonus action and expend 
a spell slot. The dragon heart’s duration = (3 rounds 
× the level of the spell slot expended). The dragon 
heart remains until its duration ends, you become 
incapacitated, or you use a bonus action to dismiss it 
or replace it with another dragon aspect. 

While you wear your dragon heart, you gain the 
following benefits.
• You gain a bonus to Wisdom and Charisma 

saving throws equal to your Intelligence modifier 
(minimum of +1).

• You gain temporary hit points equal to twice your 
wizard level. Any remaining temporary hit points 
are lost when your dragon heart aspect ends.

• You gain a breath attack. As an action, you can 
exhale a line of energy 30 feet long and 5 feet wide. 
Each creature in the line must make a successful 
Dexterity saving throw or take 3d6 damage. The 
damage type can be acid, cold, fire, or lightning. You 
choose the damage type the first time you make a 
breath attack with this dragon heart, and it can’t be 
changed until you manifest a new dragon heart. 

• As a bonus action, you can spend an additional 
spell slot to augment your dragon heart. For each 
level of the expended spell slot, your next breath 
weapon attack becomes 10 feet longer and does an 
additional 2d6 damage.

INVOKE DRAGON WINGS
Starting at 10th level, you can invoke magical dragon 
wings of translucent magical force. To create the 
wings, you take a bonus action and expend a spell slot. 
The dragon wings’ duration = (2 rounds × the level of 
the spell slot expended). The dragon wings remain 
until their duration ends, you become incapacitated, 
or you use a bonus action to dismiss them or replace 
them with another dragon aspect. 

While you wear your dragon wings, you gain the 
following benefits.
• Your speed increases by 10 feet, and you gain a fly 

speed equal to your walking speed.
• You gain resistance to nonmagical bludgeoning, 

piercing, and slashing damage.
• You have advantage on melee and ranged spell 

attack rolls.
• As a bonus action, you can spend an additional spell 

slot to augment your dragon wings. Until the start 
of your next turn, your fly speed increases by (5 feet 
× the level of the spell slot expended). Additionally, 
you can choose one creature per level of the 
expended spell slot; until the start of your next turn, 
ranged attacks against selected creatures are made 
with disadvantage, if the target is within 10 feet of 
you.

INVOKE DRAGON TAIL
Starting at 14th level, you can invoke a magical dragon 
tail. You use a bonus action and spend a spell slot to 
invoke the dragon tail, which lasts for 1 round per level 
of the spent spell slot. The dragon tail remains as long 
as you are not incapacitated, until the duration ends, 
or until it is dismissed or replaced with a bonus action. 
The dragon tail is a translucent magical force, in the 
form of a 15-foot-long appendage capable of striking 
with incredible force.

While you wear your dragon tail, you gain the 
following benefits:
• You are immune to the grappled condition.
• You have proficiency on Strength and Dexterity 

saving throws, and on Strength checks. In addition, 
you can opt to use your Intelligence modifier 
instead of your Strength or Dexterity modifier on 
those saving throws and skill checks.



• You gain a tail attack. As an action, make a separate 
melee spell attack against each target within 15 feet 
of you. Each target that’s hit takes (3d10 + your Int 
modifier) bludgeoning damage and is pushed 10 
feet away from you; it must also make a successful 
Strength saving throw against your spell save DC or 
be knocked prone. This attack is considered magical 
for purposes of overcoming a target’s immunity or 
resistance to bludgeoning damage.

• As a reaction, you can make a tail attack against a 
creature that approaches to within 15 feet of you.

• As a bonus action, you can expend an additional 
spell slot to augment your dragon tail. Until the 
start of your next turn, your dragon tail attack 
does additional damage = (1d10 × the level of the 
spell slot expended). In addition, you regain hit 
points = (3 × the level of the spell slot expended).

Feats
The depth and breadth of dragon magic gives 
its practitioners unique talents and capabilities 
unavailable to other wizards or sorcerers. Anyone 
might be touched by dragon magic, however, and 
these gifts are represented by the following feats. 

CAREFUL DRAGON MASK
Prerequisite: The ability to invoke a dragon mask
You’ve mastered the ability to cast spells while 
wearing your dragon mask. With this feat, you no 
longer have disadvantage on attack rolls with spells 
and cantrips, and the targets of your spells don’t have 
advantage on saving throws, while you’re under the 
effect of your dragon mask.

DUAL DRAGON ASPECT
Prerequisite: The ability to invoke dragon wings
You’ve mastered the difficult ability to wear two 
different dragon aspects at the same time. When you 
switch from one aspect to another, the aspect you 
remove lingers for 1 round, provided its maximum 
duration hasn’t expired. During this 1 round of 
overlap, both aspects are visible and you have full 
access to the benefits and drawbacks of both aspects 
simultaneously.

FEARSOME DRAGON MASK
Prerequisite: The ability to invoke a dragon mask
You can manipulate the visage of your dragon mask 
to be a terrifying sight to your foes. Any target struck 
by your mask’s bite attack must make a successful 
Wisdom saving throw against your spell save DC or 
be frightened of you until the end of your next turn. 
If you augmented the attack with a spell slot, the 
frightened condition lasts an additional number of 
rounds = the level of the expended spell slot.

RADIANT DRAGON HEART
Prerequisite: The ability to invoke a dragon heart
You can link radiant power to your dragon heart. In 
addition to the damage type done by your dragon 
heart’s breath attack, the damage is also considered 
radiant. In addition, a creature that fails its saving 
throw against the breath weapon is also blinded until 
the end of your next turn.

FIND THE TITAN’S WEAKNESS
You can spot the weaknesses in a foe’s defenses. You 
gain the following benefits.
• Increase your Wisdom score by 1, to a maximum  

of 20.
• As an action, you analyze the defenses of one Large 

or larger creature you can see. Your next attack 
against that creature is made with advantage, and 
the attack scores a critical hit on a natural roll of 18, 
19, or 20.

FORTIFYING HEALER 
Prerequisite: The ability to cast at least one spell
Your healing magic is augmented by the fortifying 
magic of resolute bravery. If you target one or more 
allies with a spell that allows them to regain hit points, 
those allies are immune to being frightened for a 
number of rounds = the level of the healing spell. In 
addition, one ally who healed hit points (your choice) 
gains inspiration. You must complete a short or long 
rest before you can grant inspiration again.

DRAGONSMITH
You have studied the craft of turning components 
from a dragon’s body into weapons and armor. 
Working in conjunction with a master weaponsmith 
or armorsmith, you can create weapons and armor 
from the teeth, bones, scales, hide, or other parts of 
a dragon. The cost to create these items is ten times 
the normal cost of the item. The number and type of 
items that can be made from a particular dragon’s 
corpse is up to the GM, but considering how much 
violence must be inflicted on a dragon to bring it 
down, the amount of salvageable raw matieral is low; 
dragons don’t die from superficial damage.

Any type of melee weapon or bow can be made. The 
resulting weapon, in the hands of a proficient wielder, 
does an additional 1d6 damage of a type appropriate 
to the dragon whose body was used to create the 
weapon. For example, a blue dragon dagger does 1d4 
piercing damage plus 1d6 lightning damage.

Any type of armor can be made except padded or 
chain (shirt or mail). The resulting armor or shield, in 
the panoply of a proficient user, provides resistance 
to the damage type appropriate to the source dragon. 
For example, black dragon scale mail gives its wearer 
resistance to acid damage.
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DRAGONRIDER
Prerequisite: Strength or Dexterity 15 or higher 
You have trained to climb atop an opponent much 
larger than yourself, giving you an advantage 
in combat against enormous foes. You gain the 
following benefits.
• During your movement, you can try to enter the 

space of a creature at least two size categories larger 
than you. To do so, conduct a contest between 
your Strength (Athletics) or Dexterity (Acrobatics) 
opposed by the creature’s Dexterity (Acrobatics). 
If you win, you enter the creature’s space and are 
considered to be riding it. If you lose, you don’t 
enter the creature’s space and your movement ends.

• While you’re riding the creature, if it moves, you 
move with it. You also have advantage on your first 
melee attack against the creature on each of your 
turns.

• The creature’s attacks against a rider are made with 
disadvantage. 

• The creature can dislodge you by using an action 
to conduct a contest between its Dexterity 
(Acrobatics) and your Dexterity (Acrobatics) or 
Strength (Athletics), whichever you prefer. If it wins 

the contest, you are flung off the creature and land 
on your feet, unharmed, in an adjacent space of 
your choice.

UNTHREATENING
Prerequisite: Charisma 13 or higher
You’re adept at making yourself seem to be less of a 
threat than you actually are. You gain the following 
benefits.
• Increase your Charisma score by 1, to a maximum 

of 20.
• When a creature two or more size categories larger 

than you targets you with a melee weapon attack, 
you can use your reaction to make yourself seem 
pathetic and unthreatening. The creature must 
redirect its attack against a different target; if no 
alternative target is within the attacker’s reach or 
range, it can still attack you. Until the end of your 
next turn, your next melee or ranged attack against 
that creature is made with advantage. You must 
complete a short or long rest before using this 
ability again.
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Dragon Magic Spells being slammed to the ground. If the target was flying 
or levitating, it takes an additional 1d6 bludgeoning 
damage per 10 feet it falls. If the target makes a 
successful Strength saving throw, damage is halved, it 
doesn’t fall, and it isn’t knocked prone.
At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage done by 
the attack increases by 1d8 and the range increases by 
10 feet for each slot level above 5th.

CONVERSE WITH DRAGON
1st-level divination (bard, cleric, ranger, sorcerer, wizard)
Casting Time: 1 action 
Range: Self 
Components: V 
Duration: Concentration, up to 10 minutes 
You gain limited telepathy, allowing you to 
communicate with any creature within 120 feet of you 
that has the dragon type, regardless of the creature’s 
languages. A dragon can choose to make a Charisma 
saving throw to prevent telepathic contact with itself. 

This spell doesn’t change a dragon’s disposition 
toward you or your allies, it only opens a channel of 
communication. In some cases, unwanted telepathic 
contact can worsen the dragon’s attitude toward you.

DEADLY STING
8th-level transmutation (sorcerer, wizard)
Casting Time: 1 action 
Range: Self 
Components: V, S, M (a thorn)
Duration: Concentration, up to 1 minute 
You grow a 10-foot-long tail as supple as a whip, 
tipped with a horrible stinger. During the spell’s 
duration, you can use the stinger to make a melee 
spell attack with a reach of 10 feet. On a hit, the target 
takes 1d4 piercing damage plus 4d10 poison damage, 
and a creature must make a successful Constitution 
saving throw or become vulnerable to poison damage 
for the duration of the spell.

DETECT DRAGONS
2nd-level divination (bard, druid, sorcerer, wizard)
Casting Time: 1 action 
Range: Self 
Components: V, S
Duration: Concentration, up to 10 minutes 
You can detect the presence of dragons and other 
draconic creatures within your line of sight and 120 
feet, regardless of disguises, illusions, and alteration 
magic such as polymorph. The information you uncover 
depends on the number of consecutive rounds you 
spend an action studying a subject or area. On the 
first round of examination, you detect whether any 

CANTRIP
Dragon Roar

1ST LEVEL 
Converse with Dragon
Draconic Smite
Kobold’s Fury

2ND LEVEL
Detect Dragons
Enhance Greed
Lair Sense
Shade

3RD LEVEL
Catch the Breath
Phantom Dragon

4TH LEVEL
Raid the Lair
Scale Rot

5TH LEVEL
Claws of the Earth Dragon
Dragon Breath

7TH LEVEL
Legend Killer

8TH LEVEL
Deadly Sting

CATCH THE BREATH
3rd-level transmutation (bard, cleric, warlock, wizard)
Casting Time: 1 reaction 
Range: Self
Components: V 
Duration: Instantaneous 
You can cast this spell as a reaction when you’re 
targeted by a breath weapon. Doing so gives you 
advantage on your saving throw against the breath 
weapon. If your saving throw succeeds, you take 
no damage from the attack even if a successful save 
normally only halves the damage.

Whether your saving throw succeeded or failed, 
you absorb and store energy from the attack. On your 
next turn, you can make a ranged spell attack against 
a target within 60 feet. On a hit, the target takes 3d10 
force damage. If you opt not to make this attack, the 
stored energy dissipates harmlessly.
At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, the damage done by 
your attack increases by 1d10 for each slot level above 
3rd.

CLAWS OF THE EARTH DRAGON
5th-level evocation (bard, cleric, sorcerer, wizard)
Casting Time: 1 action 
Range: 60 feet 
Components: V 
Duration: Instantaneous 
You summon the power of the earth dragon and 
shoot a ray at one target within 60 feet. The target 
falls prone and takes 6d8 bludgeoning damage from 
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feet of the attack’s target must each make a successful 
Constitution saving throw or take 1d6 cold damage.
At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the extra cold damage 
and the cold damage done to the secondary creatures 
increases by 1d6 for each slot.

DRAGON BREATH
5th-level evocation (sorcerer, warlock, wizard)
Casting Time: 1 action
Range: Self (15-foot cone or 30-foot line)
Components: V, S, M (a piece of a dragon’s tooth)
Duration: Concentration, up to 1 minute
You summon draconic power to gain a breath weapon. 
When you cast dragon breath, you can immediately 
exhale a cone or line of elemental energy, depending 
on the type of dragon you select. While the spell 
remains active, roll a d6 at the start of your turn. On a 
roll of 5 or 6, you can take a bonus action that turn to 
use the breath weapon again.

When you cast the spell, choose one of the dragon 
types listed below. Your choice determines the 
range and damage of the breath attack for the spell’s 
duration.

Dragon 
Type

Breath Weapon 
Range

Breath Weapon 
Damage

Black 30-foot line,  
5 feet wide

6d6 acid damage

Blue 30-foot line,  
5 feet wide

6d6 lightning damage

Green 15-foot cone 6d6 poison damage
Red 15-foot cone 6d6 fire damage
White 15-foot cone 6d6 cold damage

At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases 
by 2d6 for each slot level above 5th.

DRAGON ROAR
Evocation cantrip (bard, sorcerer, wizard)
Casting Time: 1 action
Range: 30 feet
Components: V
Duration: Instantaneous
Your voice is amplified to assault the mind of one 
creature. The target must make a Charisma saving 
throw. If it fails, the target takes 1d4 psychic damage 
and is frightened of you until the start of your next 
turn. A target can be affected by your dragon roar only 
once per 24 hours.

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

draconic creatures are present, but not their number, 
location, identiy, or type. On the second round, you 
learn the number of such creatures as well as the 
general condition of the most powerful one. On the 
third and subsequent rounds, you make a DC 15 
Intelligence (Arcana) check; if it succeeds, you learn 
the age, type, and location of one draconic creature. 
Note that the spell provides no information on the 
turn it’s cast unless you have the means to take a 
second action that turn.

DRACONIC SMITE
1st-level evocation (paladin) 
Casting Time: 1 bonus action 
Range: Self
Components: V 
Duration: Concentration, up to 1 minute 
The next time you hit a creature with a melee weapon 
attack during the spell’s duration,  your weapon 
momentarily takes on the form of a silver dragon’s 
head. Your attack deals an extra 1d6 cold damage, and 
up to four other creatures of your choosing within 30 
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ENHANCE GREED
2nd-level divination (bard, cleric, sorcerer, warlock, wizard)
Casting Time: 1 action 
Range: Self 
Components: V, S
Duration: Concentration, up to 10 minutes 
You detect precious metals, gems, and jewelry within 
60 feet. You do not discern their exact location, only 
their presence and direction. Their exact location is 
revealed if you are within 10 feet of the spot.

Enhance greed penetrates barriers but is blocked by 1 
foot of stone, 1 inch of common metal, a thin sheet of 
lead, or 3 feet of dirt or wood.
At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the duration of the 
spell increases by 10 minutes and another 30 feet can 
be added to its range for each slot level above 2nd.

KOBOLD’S FURY
1st-level transmutation (bard, cleric, sorcerer, warlock, 

wizard)
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a kobold scale)
Duration: 1 round 
Your touch infuses the rage of a threatened kobold 
into the target. The target has advantage on melee 

weapon attacks until the end of its next turn. In 
addition, its next successful melee weapon attack 
against a creature larger than itself does an additional 
2d8 damage.

LAIR SENSE
2nd-level divination (ritual) (wizard)
Casting Time: 1 minute 
Range: 120 feet 
Components: V, S, M (treasure worth at least 500 gp, 

which is not consumed in casting)
Duration: 24 hours
You set up a magical boundary around your lair. The 
boundary can’t exceed the dimensions of a 100-foot 
cube, but within that maximum, you can shape it as 
you like—to follow the walls of a building or cave, 
for example. While the spell lasts, you instantly 
become aware of any Tiny or larger creature that 
enters the enclosed area. You know the creature’s type 
but nothing else about it. You are also aware when 
creatures leave the area.

This awareness is enough to wake you from sleep, 
and you receive the knowledge as long as you’re on 
the same plane of existence as your lair.
At Higher Levels. When you cast this spell using 
a spell slot of 3rd level or higher, add 50 feet to the 
maximum dimensions of the cube and add 12 hours 
to the spell’s duration for each slot level above 2nd. 
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LEGEND KILLER

7th-level divination (sorcerer, wizard)
Casting Time: 1 action 
Range: 60 feet 
Components: V, S, M (a silver scroll describing the 

spell’s target worth at least 1,000 gp, which the spell 
consumes)

Duration: Concentration, up to 1 minute
You tap into the life force of a creature that is capable 
of performing legendary actions. When you cast the 
spell, the target creature must make a successful 
Constitution saving throw or lose the ability to take 
legendary actions for the spell’s duration. A creature 
can’t use legendary resistance to automatically 
succeed on the saving throw against this spell. An 
affected creature repeats the saving throw at the end 
of its turn, regaining 1 legendary action on a success. 
It continues repeating the saving throw until the spell 
ends or it regains all its legendary actions.

PHANTOM DRAGON
3rd-level illusion (druid, sorcerer, wizard)
Casting Time: 1 action 
Range: Touch 
Components: V, S, M (a piece of dragon egg shell)
Duration: Concentration, up to 1 hour
You tap your dragon magic to make an ally appear as a 
draconic beast. The target of the spell appears to be a 
dragon of size Large or smaller. Upon first seeing this 
illusion, observers make a Wisdom saving throw to 
see through it. 

You can use an action to make the illusionary 
dragon seem ferocious. Choose one creature within 
30 feet of the illusionary dragon to make a Wisdom 
saving throw. If it fails, the creature is frightened of 
the “dragon.” The creature remains frightened until 
is uses an action to make a successful Wisdom saving 
throw or the spell’s duration expires.
At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, increase the number 
of targets the illusion can frighten by 1 per slot level 
above 3rd.

RAID THE LAIR
4th-level abjuration (bard, ranger, wizard)
Casting Time: 10 minutes
Range: Self 
Components: V, S, M (a piece of the dragon whose 

lair you are raiding)
Duration: Concentration, up to 1 hour
You create an invisible circle of protective energy 
centered on yourself with a radius of 10 feet. This 
field moves with you. The caster and all allies within 

the energy field are protected against dragons’ lair 
actions.
• Attack rolls resulting directly from lair actions are 

made with disadvantage.
• Saving throws resulting directly from lair actions 

are made with advantage, and damage done by these 
lair actions is halved.

• Lair actions occur on an initiative count 10 lower 
than normal.
The caster has advantage on Constitution saving 

throws to maintain concentration on this spell.

SCALE ROT
4th-level necromancy (bard, cleric, ranger, sorcerer, warlock, 

wizard)
Casting Time: 1 action 
Range: 30 feet 
Components: V, S, M (a piece of rotten meat)
Duration: Concentration, up to 1 minute
You summon death and decay to plague your enemies. 
One creature of your choosing within 30 feet of you 
that has natural armor must make a Constitution 
saving throw. If it fails, attacks against that creature’s 
Armor Class are made with advantage, and the 
creature can’t regain hit points through any means. 
An effected creature can end the effect by using an 
action to make a successful Constitution saving 
throw. A successful saving throw ends the effect on 
that creature and makes the creature immune to 
further castings of scale rot for 24 hours.
At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the number of affected 
targets increases by 1 per slot level above 4th.

SHADE
2nd-level abjuration (bard, cleric, sorcerer, warlock, wizard)
Casting Time: 1 action 
Range: Self 
Components: V, S
Duration: Concentration, up to 10 minutes 
You create a magical screen across your eyes. While 
the screen remains, you are immune to blindness 
caused by visible effects, such as color spray. The spell 
doesn’t alleviate blindness that’s already been inflicted 
on you. If you normally suffer penalties on attacks or 
ability checks while in sunlight (such as those caused 
by sunlight sensitivity), those penalties don’t apply 
while you’re under the effect of this spell.
At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the duration of the spell 
increases by 10 minutes for each slot level above 2nd.
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The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). 
All Rights Reserved. 
 1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted material 
including derivative works and translations (including into 
other computer languages), potation, modification, correction, 
addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may 
be recast, transformed or adapted; (c) “Distribute” means 
to reproduce, license, rent, lease, sell, broadcast, publicly 
display, transmit or otherwise distribute; (d)”Open Game 
Content” means the game mechanic and includes the 
methods, procedures, processes and routines to the extent 
such content does not embody the Product Identity and 
is an enhancement over the prior art and any additional 
content clearly identified as Open Game Content by the 
Contributor, and means any work covered by this License, 
including translations and derivative works under copyright 
law, but specifically excludes Product Identity. (e) “Product 
Identity” means product and product line names, logos 
and identifying marks including trade dress; artifacts; 
creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, 
designs, depictions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and other visual or audio 
representations; names and descriptions of characters, spells, 
enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, 
equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity 
by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” means 
the logos, names, mark, sign, motto, designs that are used 
by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License 
by the Contributor (g) “Use”, “Used” or “Using” means to use, 
Distribute, copy, edit, format, modify, translate and otherwise 
create Derivative Material of Open Game Content. (h) “You” or 
“Your” means the licensee in terms of this agreement. 
 2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content 
that you Use. No terms may be added to or subtracted from 
this License except as described by the License itself. No 
other terms or conditions may be applied to any Open Game 
Content distributed using this License. 
 3. Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing 
to use this License, the Contributors grant You a perpetual, 
worldwide, royalty-free, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content. 
 5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/ or You have sufficient rights to grant the rights conveyed 
by this License. 

 6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 
exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright 
holder’s name to the COPYRIGHT NOTICE of any original Open 
Game Content you Distribute. 
 7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except 
as expressly licensed in another, independent Agreement 
with the owner of each element of that Product Identity. You 
agree not to indicate compatibility or co-adaptability with 
any Trademark or Registered Trademark in conjunction with 
a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner 
of such Trademark or Registered Trademark. The use of any 
Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. 
The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that 
Product Identity. 
 8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content. 
 9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use 
any authorized version of this License to copy, modify and 
distribute any Open Game Content originally distributed under 
any version of this License. 
 10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You 
Distribute. 
 11. Use of Contributor Credits: You may not market or 
advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the 
Contributor to do so. 
 12. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open 
Game Material so affected. 
 13. Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License. 
 14. Reformation: If any provision of this License is held to 
be unenforceable, such provision shall be reformed only to 
the extent necessary to make it enforceable. 
 15. COPYRIGHT NOTICE 
 Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, Inc.
 System Reference Document 5.0 Copyright 2016, Wizards 
of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, 
Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, 
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve 
Townshend, based on original material by E. Gary Gygax and 
Dave Arneson. 
 Deep Magic: Dragon Magic © 2017 Open Design; Author: 
Shawn Merwin.
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AN ADVENTURE 
ON EVERY PAGE

Tome of Beasts brings more than 400 new foes  
to 5th Edition, from vicious dungeon vermin  
to earth-shaking personifications of evil!
Every entry comes with full-color art by  
some of the top talent in the industry.  
Here, Game Masters will find:

• Clockwork creatures
• Drakes and dragons
• Devils and arch-devils
• Dangerous flavors of the fey

...and much more! These monsters are ready to  
wreak havoc in any fantasy setting, from  
fan-favorite realms to worlds of your own creation.
Flip to any page in the Tome of Beasts and you’ll  
find an encounter that players won’t soon forget...
Available now from www.KoboldPress.com  
and better game stores everywhere!

©2016 Open Design. Kobold Press logo is a trademark 
of Open Design. 5E bullet is used by kind permission 
of Sasquatch Game Studio.
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