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FEATURES & TRAITS

<-eeeeea--BONUS ActiONns---
Cackle. At 2nd level, you can use your bonus action to cackle. The duration of a hex on which you are concentrating extends by 1 round. If the hex has one or more target, a target must be within 60 feet of you for the hex's duration to extend for it.

Not all witches laugh maniacally when they cackle, but all cackles require a verbal component, as if casting a spell. These range from mundane curses and insults, to the of dead and speaking

- -Actions-- -
Ram. You can use your head and horns to make unarmed strikes. When you hit with them, the strike deals 1d6 + your Strength modifier bludgeoning damage, instead of the bludgeoning damage normal for an unarmed strike.

--Other Traits- -
re Type. You are a Fey

Creatul

Dying Curse. Beginning at 9th level, when a creature reduces you to 0 hit points but doesn't kill you outright, you can lay a nefarious curse upon it. The creature is cursed for up to 24 hours. While cursed, the creature has disadvantage on attack rolls, ability checks, and saving throws. If you regain consciousness or the
creature is targeted by the remove curse spell, the curse ends at the end of the creature's next turn

Once you use this feature, you can't use it again until you finish a long rest.
Fanmilliar. At 2nd level, you learn the find familiar spell and can cast it s a ritual without using material components. This spell doesn't count against your number of spells known. The spell is improved in the following ways:

Your familiar takes its turn immediately before or after your turn each round (your choice).

Once on each of your turns as an action or a bonus action, you can mentally command your familiar to use its reaction to make one attack.

You can use the find familiar spell to deliver spells that have ranges other than touch through your familiar

When you cast the spell, you can choose one of the normal forms for your familiar or one of the following special forms: death snail, flying book, homunculus, mock, moon jelly, pet rock, pseudodragon, rag doll, sprite, tin soldier, winter wolf pup, and yam golem.

Witch Familiar

As a witch, familiars you summon are imbued with your insidious magic, granting them the following benefits

Your familiar can use your spell attack bonus for its attack rolls

Your familiar adds your proficiency bonus to its Armor Class, saving throws, and damage rolls.

You add twice your witch level to your familiar's it point maximum

Feature: Feywild Connection. Your mannerisms and knowledge of fey customs are recognized by natives of the Feywild, who see you as one of their own. Because of this, friendly Fey creatures are inclined to come to your aid if you are lost or need help in the Feywild.

Fey Ancestry. Advantage on saving throws against being charmed, and magic cannot put you to sleep.

Fey Mark. You have the a tail of a peacock.
Feytouched. Your exposure to the Feywild's magic has changed you, granting you the following benefits:
Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.

You learn the Misty Step spell and one 1st-level spell of your choice. The 1st-level spell must be from the Divination or Enchantment school of magic. You can cast each of these spells without expending a spell slot. Once you cast either of these spells in this way, you can't cast that spell in this way again until you finish a
long rest. You can also cast these spells using spell slots you have of the appropriate level. The spells' spellcasting ability is the abilty increased by this feat

Feywild Visitor. Whenever you're sound asleep o in a deep trance during a long rest, a spirit of the Feywild might pay you a visit, if the DM wishes it. Determine the spirits form by rolling on the Feywild Visitor table. No harm ever comes to you as a result of such visits, which can last for minutes or hours, and you
remember each visit when you wake up. Conversations that occur with a visitor can contain any number of things, from messages and insights to nonsense and red herrings, at the DM's discretion. Such conversations are always conducted in a language you can understand, even if the Feywild visitor can't speak that
language normally.

Feywild Visitor

a8 Visitor

1 Awakened creature (a Beast or an ordinary plant that has had the awaken spell cast on it)
2 Centaur

3 Dryad

4 Faerie dragon

5 Pixie

6 Satyr

7 Sprite

8 Unicomn.

Hex: Elder Tongue. Starting when you choose this craft at 3rd level, you know the speech of the forest. As a bonus action, you can attune yourself to the forest, granting you the ability to speak with beasts and plants in a limited manner until the end of your next turn. Most beasts and plants lack the intelligence to convey
or understand sophisticated concepts, but could relay what they have seen or heard in the recent past. While you can speak with them, you have advantage on all Charisma checks you make to influence beasts and plants.

Hexes. You can learn a number of powerful incantations, known as hexes, derived from the same insidious magic that cursed you.

At st level, you gain two hexes of your choice. Your hex options are detailed on this page. When you reach certain levels in this class, you gain additional hexes of your choice, as shown in the Hexes Known column of the Witch table. Additionally, when you gain a level in this class, you can choose one of the hexes you
know and replace it with another hex

Unless otherwise stated, if a hex requires an attack roll or saving throw, it uses your spell attack bonus and spell save DC. All hexes require either verbal or somatic components (your choice at the time of casting the hex)
Unless otherwise noted, if a hex lasts for a duration, you concentrate on it as you would a spell. You lose your concentration on a hex if you cast another hex; however, you can concentrate on a hex and a spell at the same time, making only one Constitution saving throw to maintain your concentration on both.
Improved Familiar. At 7th level, your familiar's attacks count as magical for the purpose of overcoming damage resistance and immunity to nonmagical attacks and damage. Additionally, you can choose the following forms for your familiar: brass dragon wyrmling (can't use its breath weapon), fright, grep, imp, or quasit.
Insidious Spell. Starting at 5th level, when you cast a witch spell that affects a creature that is under the effect of your hex, that creature has disadvantage on its first saving throw against the spel. This feature only applies to a hostile creature that is the sole target of your hex.

Languages. You know Common and Elvish

Level 1: Witch's Curse. You are wracked by a terrible curse, which infects your body and soul. At 1st level, choose the form that this curse takes from the options below.

Burned. Aimost all of your body has been scorched by arcane flames, leaving you with striking black scars and embers of magic that burn under the skin. As a result, you have resistance to fire damage, and you know the produce flame cantrip, which doesn't count against your number of cantrips known.
Drowned. Water fills your lungs, and yet you do not die. You can breathe air and water. Additionally, you have a swimming speed equal to your walking speed.

Feral. Through your curse, you have forgotten the manners and customs of civilized men and gone to live among beasts in the wild. You have proficiency in the Survival skill. Additionally, while you are wearing no armor and not wielding a shield, your AC equals 12 + your Dexterity modifier.

Hideous. Your appearance is ghastly to behold. You have proficiency in the Intimidation skill. When you roll initiative, you can choose one humanoid you can see to scare. That creature must make a Wisdom saving throw against your spell save DC or be frightened of you until the end of your next tum.
Hollow. Your soul has been divorced from your body, trapping you in a limbo between life and death. When you or your familiar reduces a hostile creature to O hit points, you drain some of its life force, gaining temporary hit points equal to your Charisma modifier + your witch level (minimum of 1),
Infested. You are constantly followed by vermin, like insects and rats, which crawl on your skin and swarm in your wake. As a result, you are immune to disease.

Additionally, you can command these pests as your own. Starting at 2nd level, you can choose the form of a swarm of rats for your familiar. Starting at 7th level, you can choose a swarm of insects.

Loveless. You are cursed to never find true love. Jaded and disaffected, not even magic can tur your heart; as a result, you are immune to being charmed.

Possessed. Your soul is occupied by a foreign spirit that sometimes tries to wrest away your consciousness. However, while you sleep, the spirit whispers magical secrets to you. You learn an additional witch spell at a level for which you have spell slots at st level, and again at 4th level, 8th level, and 12th level. These
spells don't count against your total number of spells known.

Starving. No matter how much you eat, food turns to ash in your mouth. Your curse nourishes you, but only at the edge of starvation, and you are constantly wracked by pangs of hunger. You don't need to eat or drink, but can still imbibe and benefit from potions. Additionally, you are immune to being poisoned.
Visions. You are cursed to have terrible visions of the future, presaging the death of your friends, family, and yourself. Though many of these visions are cruel deceptions, they are sometimes grimly accurate. You can give yourself a bonus to your initiative rolls equal to your Charisma modifier.

Whispers. Unseen voices murmur in your ears at all times. As such, you can telepathically speak to any creature you can see within 30 feet of you. You don't need to share a language with the creature for it to understand your telepathy, but the creature must be able to understand at least one language.

Magic Resistance. You have advantage on saving throws against spells.

Mirthful Leaps. Whenever you make a long jump or a high jump, you can roll a d8 and add the number rolled to the number of feet you cover, even when making a standing jump. This extra distance costs movement as usual.

Primal Ally. Also at 3rd level, whenever you summon your familiar, you conjure one that is hardier than normal. Add three times your witch level, instead of twice your witch level, to your familiar's hit point maximum.

Reveller. As an embodiment of revelry, you have profi in the and ion skills, and you have proficiency with one musical instrument of your choice. (Flute).
Spellcasting. You have learned to mold and reshape the magic that curses you into spells.

Cantrips
‘You know four cantrips of your choice from the witch spell list. You learn additional witch cantrips of your choice at higher levels, as shown in the Cantrips Known column of the Witch table

Spell Slots
The Witch table shows how many spell slots you have to cast your witch spells of st level and higher. To cast one of these spells, you must expend a slot of the spell's level or higher. You regain all expended spell slots when you finish a long rest.

For example, if you know the 1st-level spell bane and have a 1st-level and a 2nd-level spell slot available, you can cast bane using either slot.

Spells Known of 1st Level and Higher
You know two 1st-level spells of your choice from the witch spell list. The Spells Known column of the Witch table shows when you learn more witch spells of your choice.

Each of these spells must be of a level for which you have spell slots, as shown on the table. For instance, when you reach 3rd level in this class, you can learn one new spell of 1st or 2nd level
Additionally, when you gain a level in this class, you can choose one of the witch spells you know and replace it with another spell from the witch spell list, which also must be of a level for which you have spell slots.
Spellcasting Ability

Charisma is your spellcasting ability for your witch spells. Your magic originates deep within yourself, where your insidious curse stirs restlessly. You use your Charisma whenever a spell refers to your spellcasting abilty. In addition, you use your Charisma modifier when setting the saving throw DC for a witch spell you
cast and when making an attack roll with one.

Spell save DC = 8 + Charisma modifier + Proficiency Bonus

Spell attack modifier = Charisma modifier + Proficiency Bonus

Ritual Casting

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

Spellcasting Focus
You can use an arcane focus as a spellcasting focus for your witch spells.

Twin Familiar. By 6th level, when you summon your familiar, you can divide its spirit into two bodies. When summoned in this way, your familiar is two identical creatures that share a single pool of hit points. Your twin familiars act on subsequent turns. You can use your bonus action to command one twin to attack and
your action to command the other to attack. A spell or feature that targets or dismisses your familiar affects both twins.

Vital Nourishment. By 10th level, you exude an aura of Green Magic that restores and reinvigorates life around you. When you finish a long rest, plant lfe within 120 feet of where you finished your long rest grows as if a month had passed with abundant food, water, and other necessities. If the plants would produce fruts,
berries, or vegetables, the plants grow enough food to feed six creatures for one day.

Additionally, choose up to six creatures you can see at the end of the rest. Those creatures each gain temporary hit points equal to half your witch level + your Charisma modifier. You can also end one disease affecting each creature, or end one of the following conditions: blinded, deafened, paralyzed, or poisoned
Witch's Craft. Your skillin magic has culminated in learing a craft, an innate variety of magic that exists apart from the schools of magic. When you reach 3rd level, choose one Witch's Craft. Your choice grants you features at 3rd level, and again at 6th, 10th, and 14th level.
If your craft grants you a hex at any level, it doesn't count against your total number of hexes known.

Craft Spells
Each craft is associated with a branch of arcana, represented by a number of spells that you lear. The levels of these spells are noted in the craft description. These spells count as witch spells for you but don't count against your number of spells known.
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Entangle
Witch Level 1 Conjuration DC 17 Spell Mod +9
1Act. 901t VS Canc, 1 min

Grasping weeds and vines sprout from the
ground in a 20-foot square starting from a
point within range. For the duration, these
plants turn the ground in the area into
difficult terrain. A creature in the area when
you cast the spell must succeed on a Strength
saving throw or be restrained by the
entangling plants until the spell ends. A
creature restrained by the plants can use its
action to make a Strength check against your
spell save DC. On a success, it frees itself.
When the spell ends, the conjured plants wilt
away.

Locate Animals or Plants (ritual) (3@
O

Witch Level 2z Divination DC 17 Spell Mod +9

1Act.  Self VSM  Inst
A bit of fur from a bloodhound

Describe or name a specific kind of beast or
plant. Concentrating on the voice of nature in
your surroundings, you learn the direction
and distance to the closest creature or plant of
that kind within 5 miles, if any are present.

Conjure Woodland Beings
Witch Level 4 Conjuration DC 17 Spell Mod +9

1'Agct. 60 ft V/SM caonc, 1 hr
One holly berry per creature summoned

You summon fey creatures that appear in
unoccupied spaces that you can see within
range. Choose one of the following options for
what appears: - One fey creature of challenge
rating 2 or lower - Two fey creatures of
challenge rating 1 or lower « Four fey creatures
of challenge rating 1/2 or lower - Eight fey
creatures of challenge rating 1/4 or lower A
summoned creature disappears when it drops
to o hit points or when the spell ends. The
summoned creatures are friendly to you and
your companions. Roll initiative for the
summoned creatures as a group, which have
their own turns. They obey any verbal
commands that you issue to them (no action
required by you). If you don't issue any
commands to them, they defend themselves
from hostile creatures, but otherwise take no
actions. The GM has the creatures' statistics.

N

Goodberry

Witch Level 1 Transmutation DC 17 Spell Mod +9 =~
1'Act. Touch VSM Inst

Mistletoe sprig

Up to ten magic berries appear. A creature can
use its action to eat one berry. Eating a berry
restores I hit point and provides enough
nourishment to sustain a creature for a day.
The berries lose their magic if they haven't
been eaten within 24 hours.

Conjure Animals
Witch Level 3 Conjuration DC 17 Spell Mod +9 =~
1'Agct. 60 ft S caonc, 1 hr

You summon fey spirits that take the form of
beasts and appear in unoccupied spaces that
you can see within range. Choose one of the
following options for what appears: - One
beast of challenge rating 2 or lower - Two
beasts of challenge rating 1 or lower « Four
beasts of challenge rating 1/2 or lower « Eight
beasts of challenge rating 1/4 or lower Each
beast is also considered fey, and it disappears
when it drops to o hit points or when the spell
ends. The summoned creatures are friendly to
you and your companions. Roll initiative for
the summoned creatures as a group, which
has its own turns. They obey any verbal
commands that you issue to them (no action
required by you). If you don't issue any
commands to them, they defend themselves
from hostile creatures, but otherwise take no
actions. The GM has the creatures' statistics.

Polymorph

Witch Level 4 Transmutation DC 17 Spell Mod +9 =~

1Act. 60ft
A caterpillar cocoon

V/SM caonc, 1 hr

This spell transforms a creature that you can
see within range into a new form. An
unwilling creature must make a Wisdom
saving throw to avoid the effect. The spell has
no effect on a shapechanger or a creature with
o hit points. The transformation lasts for the
duration, or until the target drops to o hit
points or dies. The new form can be any beast
whose challenge rating is 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, including mental ability scores, are
replaced by the statistics of the chosen beast.
It retains its alignment and personality. The
target assumes the hit points of its new form.
When it reverts to its normal form, the
creature returns to the number of hit points it
had before it transformed. If it reverts as a
result of dropping to o hit points, any excess

Barkskin

Witch Level 2 Transmutation DC 17 Spell Mod +9 =~
1'Act. Touch V/SM caonc, 1 hr

A handful of oak bark

You touch a willing creature. Until the spell
ends, the target's skin has a rough, bark-like
appearance, and the target's AC can't be less
than 16, regardless of what kind of armor it is
wearing.

Plant Growth
Witch Level 3 Transmutation DC 17 Spell Mod +9 =~
1'Act. or 8505t S Inst

This spell channels vitality into plants within
a specific area. There are two possible uses for
the spell, granting either immediate or
long-term benefits. If you cast this spell using
I action, choose a point within range. All
normal plants in a 100-foot radius centered on
that point become thick and overgrown. A
creature moving through the area must spend
4 feet of movement for every I foot it moves.
You can exclude one or more areas of any size
within the spell's area from being affected. If
you cast this spell over 8 hours, you enrich the
land. All plants in a half-mile radius centered
on a point within range become enriched for 1
year. The plants yield twice the normal
amount of food when harvested.

Stoneskin
Witch Level 4 Abjuration DC 17 Spell Mod +9
1'Act. Touch V/SM caonc, 1 hr

Diamond dust worth 100 gp, which the spell
consumes

This spell turns the flesh of a willing creature
you touch as hard as stone. Until the spell

ends, the target has resistance to nonmagical
bludgeoning, piercing, and slashing damage.

N
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Conjure Animals (reverse)

At Higher Levels. When you cast this spell
using certain higher-level spell slots, you
choose one of the summoning options above,
and more creatures appear: twice as many
with a 5th-level slot, three times as many with
a 7th-level slot, and four times as many with a
oth-level slot.

Polymorph (reverse)

damage carries over to its normal form. As
long as the excess damage doesn't reduce the
creature's normal form to o hit points, itisn't
knocked unconscious. The creature is limited
in the actions it can perform by the nature of
its new form, and it can't speak, cast spells, or
take any other action that requires hands or
speech. The target's gear melds into the new
form. The creature can't activate, use, wield, or
otherwise benefit from any of its equipment.

Conjure Woodland Beings (reverse)
At Higher Levels. When you cast this spell
using certain higher-level spell slots, you
choose one of the summoning options above,
and more creatures appear: twice as many
with a 6th-level slot and three times as many
with an 8th-level slot.
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Awaken

Witch Level 5 Transmutation DC 17 Spell Mod +9 =~

8'his Touch V/SM Inst

An agate worth at least 1,000 gp, which the spell
consumes

After spending the casting time tracing
magical pathways within a precious
gemstone, you touch a Huge or smaller beast
or plant. The target must have either no
Intelligence score or an Intelligence of 3 or
less. The target gains an Intelligence of 10. The
target also gains the ability to speak one
language you know. If the target is a plant, it
gains the ability to move its limbs, roots,
vines, creepers, and so forth, and it gains
senses similar to a human's. Your GM chooses
statistics appropriate for the awakened plant,
such as the statistics for the awakened shrub
or the awakened tree. The awakened beast or
plant is charmed by you for 30 days or until
you or your companions do anything harmful
to it. When the charmed condition ends, the
awakened creature chooses whether to remain
friendly to you, based on how you treated it

Tree Stride
Witch Level 5 Conjuration DC 17 Spell Mod +9
1'Agt. Self S canc, 1 min

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 once per round for the
duration. You must end each turn outside a
tree.

N
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Awaken (reverse)
while it was charmed.
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	faction-name: 
	treasure: 
	character-name-2: Thyme Wilder
	age: 35 (technically 27)
	height: 5ft 7?
	weight: 135lb
	eyes: olive green
	skin: lol.
	hair: Dark
	backstory: 
	features-and-traits-2: 

----------Bonus Actions----------
Cackle. At 2nd level, you can use your bonus action to cackle. The duration of a hex on which you are concentrating extends by 1 round. If the hex has one or more target, a target must be within 60 feet of you for the hex's duration to extend for it.

Not all witches laugh maniacally when they cackle, but all cackles require a verbal component, as if casting a spell. These range from mundane curses and insults, to the murmuring of dead languages and speaking backwards.

---------------Actions--------------
Ram. You can use your head and horns to make unarmed strikes. When you hit with them, the strike deals 1d6 + your Strength modifier bludgeoning damage, instead of the bludgeoning damage normal for an unarmed strike.

-----------Other Traits------------
Creature Type. You are a Fey.

Dying Curse. Beginning at 9th level, when a creature reduces you to 0 hit points but doesn't kill you outright, you can lay a nefarious curse upon it. The creature is cursed for up to 24 hours. While cursed, the creature has disadvantage on attack rolls, ability checks, and saving throws. If you regain consciousness or the creature is targeted by the remove curse spell, the curse ends at the end of the creature's next turn.

Once you use this feature, you can't use it again until you finish a long rest.

Familliar. At 2nd level, you learn the find familiar spell and can cast it as a ritual without using material components. This spell doesn't count against your number of spells known. The spell is improved in the following ways:

Your familiar takes its turn immediately before or after your turn each round (your choice).
Once on each of your turns as an action or a bonus action, you can mentally command your familiar to use its reaction to make one attack.
You can use the find familiar spell to deliver spells that have ranges other than touch through your familiar.
When you cast the spell, you can choose one of the normal forms for your familiar or one of the following special forms: death snail, flying book, homunculus, mock, moon jelly, pet rock, pseudodragon, rag doll, sprite, tin soldier, winter wolf pup, and yarn golem.
Witch Familiar
As a witch, familiars you summon are imbued with your insidious magic, granting them the following benefits:

Your familiar can use your spell attack bonus for its attack rolls.
Your familiar adds your proficiency bonus to its Armor Class, saving throws, and damage rolls.
You add twice your witch level to your familiar's hit point maximum.

Feature: Feywild Connection. Your mannerisms and knowledge of fey customs are recognized by natives of the Feywild, who see you as one of their own. Because of this, friendly Fey creatures are inclined to come to your aid if you are lost or need help in the Feywild.

Fey Ancestry. Advantage on saving throws against being charmed, and magic cannot put you to sleep.
.

Fey Mark. You have the a tail of a peacock.

Feytouched. Your exposure to the Feywild's magic has changed you, granting you the following benefits:

Increase your Intelligence, Wisdom, or Charisma score by 1, to a maximum of 20.
You learn the Misty Step spell and one 1st-level spell of your choice. The 1st-level spell must be from the Divination or Enchantment school of magic. You can cast each of these spells without expending a spell slot. Once you cast either of these spells in this way, you can't cast that spell in this way again until you finish a long rest. You can also cast these spells using spell slots you have of the appropriate level. The spells' spellcasting ability is the ability increased by this feat.

Feywild Visitor. Whenever you're sound asleep or in a deep trance during a long rest, a spirit of the Feywild might pay you a visit, if the DM wishes it. Determine the spirit's form by rolling on the Feywild Visitor table. No harm ever comes to you as a result of such visits, which can last for minutes or hours, and you remember each visit when you wake up. Conversations that occur with a visitor can contain any number of things, from messages and insights to nonsense and red herrings, at the DM's discretion. Such conversations are always conducted in a language you can understand, even if the Feywild visitor can't speak that language normally.

Feywild Visitor
d8	Visitor
1	Awakened creature (a Beast or an ordinary plant that has had the awaken spell cast on it)
2	Centaur
3	Dryad
4	Faerie dragon
5	Pixie
6	Satyr
7	Sprite
8	Unicorn.

Hex: Elder Tongue. Starting when you choose this craft at 3rd level, you know the speech of the forest. As a bonus action, you can attune yourself to the forest, granting you the ability to speak with beasts and plants in a limited manner until the end of your next turn. Most beasts and plants lack the intelligence to convey or understand sophisticated concepts, but could relay what they have seen or heard in the recent past. While you can speak with them, you have advantage on all Charisma checks you make to influence beasts and plants.

Hexes. You can learn a number of powerful incantations, known as hexes, derived from the same insidious magic that cursed you.

At 1st level, you gain two hexes of your choice. Your hex options are detailed on this page. When you reach certain levels in this class, you gain additional hexes of your choice, as shown in the Hexes Known column of the Witch table. Additionally, when you gain a level in this class, you can choose one of the hexes you know and replace it with another hex.

Unless otherwise stated, if a hex requires an attack roll or saving throw, it uses your spell attack bonus and spell save DC. All hexes require either verbal or somatic components (your choice at the time of casting the hex).

Unless otherwise noted, if a hex lasts for a duration, you concentrate on it as you would a spell. You lose your concentration on a hex if you cast another hex; however, you can concentrate on a hex and a spell at the same time, making only one Constitution saving throw to maintain your concentration on both.

Improved Familiar. At 7th level, your familiar's attacks count as magical for the purpose of overcoming damage resistance and immunity to nonmagical attacks and damage. Additionally, you can choose the following forms for your familiar: brass dragon wyrmling (can't use its breath weapon), fright, grep, imp, or quasit.

Insidious Spell. Starting at 5th level, when you cast a witch spell that affects a creature that is under the effect of your hex, that creature has disadvantage on its first saving throw against the spell. This feature only applies to a hostile creature that is the sole target of your hex.

Languages. You know Common and Elvish.

Level 1: Witch's Curse. You are wracked by a terrible curse, which infects your body and soul. At 1st level, choose the form that this curse takes from the options below.

Burned. Almost all of your body has been scorched by arcane flames, leaving you with striking black scars and embers of magic that burn under the skin. As a result, you have resistance to fire damage, and you know the produce flame cantrip, which doesn't count against your number of cantrips known.

Drowned. Water fills your lungs, and yet you do not die. You can breathe air and water. Additionally, you have a swimming speed equal to your walking speed.

Feral. Through your curse, you have forgotten the manners and customs of civilized men and gone to live among beasts in the wild. You have proficiency in the Survival skill. Additionally, while you are wearing no armor and not wielding a shield, your AC equals 12 + your Dexterity modifier.

Hideous. Your appearance is ghastly to behold. You have proficiency in the Intimidation skill. When you roll initiative, you can choose one humanoid you can see to scare. That creature must make a Wisdom saving throw against your spell save DC or be frightened of you until the end of your next turn.

Hollow. Your soul has been divorced from your body, trapping you in a limbo between life and death. When you or your familiar reduces a hostile creature to 0 hit points, you drain some of its life force, gaining temporary hit points equal to your Charisma modifier + your witch level (minimum of 1).

Infested. You are constantly followed by vermin, like insects and rats, which crawl on your skin and swarm in your wake. As a result, you are immune to disease.

Additionally, you can command these pests as your own. Starting at 2nd level, you can choose the form of a swarm of rats for your familiar. Starting at 7th level, you can choose a swarm of insects.

Loveless. You are cursed to never find true love. Jaded and disaffected, not even magic can turn your heart; as a result, you are immune to being charmed.

Possessed. Your soul is occupied by a foreign spirit that sometimes tries to wrest away your consciousness. However, while you sleep, the spirit whispers magical secrets to you. You learn an additional witch spell at a level for which you have spell slots at 1st level, and again at 4th level, 8th level, and 12th level. These spells don't count against your total number of spells known.

Starving. No matter how much you eat, food turns to ash in your mouth. Your curse nourishes you, but only at the edge of starvation, and you are constantly wracked by pangs of hunger. You don't need to eat or drink, but can still imbibe and benefit from potions. Additionally, you are immune to being poisoned.

Visions. You are cursed to have terrible visions of the future, presaging the death of your friends, family, and yourself. Though many of these visions are cruel deceptions, they are sometimes grimly accurate. You can give yourself a bonus to your initiative rolls equal to your Charisma modifier.

Whispers. Unseen voices murmur in your ears at all times. As such, you can telepathically speak to any creature you can see within 30 feet of you. You don't need to share a language with the creature for it to understand your telepathy, but the creature must be able to understand at least one language.

Magic Resistance. You have advantage on saving throws against spells.

Mirthful Leaps. Whenever you make a long jump or a high jump, you can roll a d8 and add the number rolled to the number of feet you cover, even when making a standing jump. This extra distance costs movement as usual.

Primal Ally. Also at 3rd level, whenever you summon your familiar, you conjure one that is hardier than normal. Add three times your witch level, instead of twice your witch level, to your familiar's hit point maximum.

Reveller. As an embodiment of revelry, you have proficiency in the Performance and Persuasion skills, and you have proficiency with one musical instrument of your choice. (Flute).

Spellcasting. You have learned to mold and reshape the magic that curses you into spells.

Cantrips
You know four cantrips of your choice from the witch spell list. You learn additional witch cantrips of your choice at higher levels, as shown in the Cantrips Known column of the Witch table.

Spell Slots
The Witch table shows how many spell slots you have to cast your witch spells of 1st level and higher. To cast one of these spells, you must expend a slot of the spell's level or higher. You regain all expended spell slots when you finish a long rest.

For example, if you know the 1st-level spell bane and have a 1st-level and a 2nd-level spell slot available, you can cast bane using either slot.

Spells Known of 1st Level and Higher
You know two 1st-level spells of your choice from the witch spell list. The Spells Known column of the Witch table shows when you learn more witch spells of your choice.

Each of these spells must be of a level for which you have spell slots, as shown on the table. For instance, when you reach 3rd level in this class, you can learn one new spell of 1st or 2nd level.

Additionally, when you gain a level in this class, you can choose one of the witch spells you know and replace it with another spell from the witch spell list, which also must be of a level for which you have spell slots.

Spellcasting Ability
Charisma is your spellcasting ability for your witch spells. Your magic originates deep within yourself, where your insidious curse stirs restlessly. You use your Charisma whenever a spell refers to your spellcasting ability. In addition, you use your Charisma modifier when setting the saving throw DC for a witch spell you cast and when making an attack roll with one.

Spell save DC = 8 + Charisma modifier + Proficiency Bonus
Spell attack modifier = Charisma modifier + Proficiency Bonus
Ritual Casting
You can cast any witch spell you know as a ritual if that spell has the ritual tag.

Spellcasting Focus
You can use an arcane focus as a spellcasting focus for your witch spells.

Twin Familiar. By 6th level, when you summon your familiar, you can divide its spirit into two bodies. When summoned in this way, your familiar is two identical creatures that share a single pool of hit points. Your twin familiars act on subsequent turns. You can use your bonus action to command one twin to attack and your action to command the other to attack. A spell or feature that targets or dismisses your familiar affects both twins.

Vital Nourishment. By 10th level, you exude an aura of Green Magic that restores and reinvigorates life around you. When you finish a long rest, plant life within 120 feet of where you finished your long rest grows as if a month had passed with abundant food, water, and other necessities. If the plants would produce fruits, berries, or vegetables, the plants grow enough food to feed six creatures for one day.

Additionally, choose up to six creatures you can see at the end of the rest. Those creatures each gain temporary hit points equal to half your witch level + your Charisma modifier. You can also end one disease affecting each creature, or end one of the following conditions: blinded, deafened, paralyzed, or poisoned.

Witch's Craft. Your skill in magic has culminated in learning a craft, an innate variety of magic that exists apart from the schools of magic. When you reach 3rd level, choose one Witch's Craft. Your choice grants you features at 3rd level, and again at 6th, 10th, and 14th level.

If your craft grants you a hex at any level, it doesn't count against your total number of hexes known.

Craft Spells
Each craft is associated with a branch of arcana, represented by a number of spells that you learn. The levels of these spells are noted in the craft description. These spells count as witch spells for you but don't count against your number of spells known.


