Iliquen's Spells


Cantrips


Spell name: Eldritch Blast�Casting Time: 1 action�Range: 120 feet�Components: V, S�Duration: Instantaneous


A beam of crackling energy streaks toward a creature within range. Make a ranged spell attack (+5) against the target. On a hit, the target takes 1d10+3 force damage.


Spell name: Mage Hand�Casting Time: 1 action�Range: 30 feet�Components: V, S�Duration: 1 minute


A spectral, floating hand appears at a point you choose within range. The hand lasts for the duration or until you dismiss it as an action. The hand vanishes if it is ever more than 30 feet away from you or if you cast this spell again.


You can use your action to control the hand. You can use the hand to manipulate an object, open an unlocked door or container, stow or retrieve an item from an open container, or pour the contents out of a vial. You can move the hand up to 30 feet each time you use it.


The hand can’t attack, activate magical items, or carry more than 10 pounds.


1st Level Spells


Spell name: Hellish Rebuke�Casting Time: 1 reaction, which you take when you are damaged by a creature within 60 feet of you that you can see�Range: 60 feet�Components: V, S�Duration: Instantaneous


You point your finger, and the creature that damaged you is momentarily surrounded by hellish flames. The creature must make a Dexterity saving throw(13). It takes 2d10 fire damage on a failed save, or half as much damage on a successful one.


Spell name: Burning Hands�Casting Time: 1 action�Range: Self (15-foot cone)�Components: V, S�Duration: Instantaneous


As you hold your hands with thumbs touching and fingers spread, a thin sheet of flames shoots forth from your outstretched fingertips. Each creature in a 15-foot cone (on the grid, a triangle consisting of one square in a row, then two, then three, with at least one square next to your character) must make a Dexterity saving throw(13). A creature takes 4d6 fire damage on a failed save, or half as much damage on a successful one.


The fire ignites any flammable objects in the area that aren’t being worn or carried.





2nd Level Spells


()	()


Spell name: Misty Step�Casting Time: 1 bonus action�Range: Self�Components: V�Duration: Instantaneous


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


Spell name: Blindness/Deafness�Casting Time: 1 action�Range: 30 feet�Components: V�Duration: 1 minute


You can blind or deafen a foe. Choose one creature that you can see within range to make a Constitution saving throw(13). If it fails, the target is either blinded or deafened (your choice) for the duration. At the end of each of its turns, the target can make a Constitution saving throw. On a success, the spell ends.





Familiar


Parrot (Magical)


AC 13, HP 10, Speed 20ft, fly 60ft.


Stats: Str 6 (-2), Dex 17 (+3), Con 13 (+1), Int 11 (+0), Wis 12 (+1), Cha 14 (+2)�Skills: Deception +4, Insight +3, Persuasion +4, Stealth +5�Damage Resistances: Cold; bludgeoning, piercing and slashing from nonmagical nonsilvered weapons�Damage immunities: Fire, Poison�Condition Immunities: Poisoned�Languages: Infernal, common


Advantage on saving throws vs spells and other magic effects


Darkvision 120ft (not affected by magical darkness) Passive Perception 11


Invisibility: at will, lasts until concentration ends. Includes equipment.


