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Level Up Playtest #14 
Warlock 

Welcome to the 14th Level Up playtest document. This playtest contains a candidate for 
the first 10 levels of the game’s warlock class.

What this is 
This is a playtest document. We’d love you to try out the rules presented here, and then 
answer the follow-up survey in a few days.

What this is not 
This is NOT the final game. It’s OK if you don’t like elements of these rules; that’s the purpose 
of a playtest document. Be sure to participate in the follow-up survey in a few days. All data, 
positive or negative is useful.

What we use this for 
Your survey responses help form the direction of the game as it goes through the development 
process.

Don’t forget! 
Sign up for the mailing list for notifications of playtests, surveys, and news, and also ensure 
you get notified on Kickstarter when the project launches in 2021.

https://mailchi.mp/enpublishingrpg/level-up
http://www.levelup5e.com


Warlock
A wiry youth with equally wiry hair bows before 
an entity of otherworldly beauty, their 
outstretched arms presenting a satchel of gifts. 
“Child of the Old Ways,” the entity proclaims, 
“you may approach. Come speak with me. It has 
been long since I last had a visitor.”
   A novice stares into a vat of glowing green fluid 
with innumerable tadpole-like creatures. She 
gasps for breath and plunges her clenched fist in 
all the way to the shoulder, screaming and 
writhing as the things beneath the frothing 
surface burrow into her flesh. Now she must 
dissipate their venom throughout her body, until 
the symbionts’ power becomes her own. 
   An otherwise nondescript villager rushes 
headlong down an alley, turning back to catch a 
glimpse of his pursuer: a cloaked figure with a 

wide smile and unblinking stare. The man tries to 
lose the follower however he might—the crowded 
streets, the temple service, one pub, another, then 
the next—but everywhere his stalker follows. At 
nightfall he collapses with exhaustion. The figure 
looms over him, still smiling, and says, “Your 
payment is due. You owe me a corpse. Can you 
pay, or shall I collect?” The man brings himself 
back to his feet, tears streaming down his face. 
“No, no,” he breathes, “I can pay.”
   Warlocks meddle with forbidden powers, 
forces which wiser (or less courageous) folk 
would leave well enough alone. When fairy 
tales, ghost stories, and religious narratives 
strike fear into the masses, you instead sense 
an opportunity for growth. Following the 
breadcrumbs to the front door of destiny, you 
knocked and were forever changed by the 
power you found on the other side. The bond 
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forged between the seeker and their 
supernatural patron is called a pact—which 
can have any number of terms and 
stipulations, most commonly arcane power 
in return for work-in-kind. Some pacts are 
more like curses and afflictions, making 
unwitting victims for generations to come.   

Arcane Patronage
Every warlock gains their magic from a 
powerful being, typically an otherworldly or 
supernatural entity. 
   The arrangement and relationship between 
warlock and patron can vary greatly. Many 
warlocks love power for its own sake and 
will commit any taboo in exchange for arcane 
supremacy. Some warlocks are in effect 
revivalists of elder magical and religious 
traditions which have fallen to the wayside 

or become maligned in the present era (often 
for good reason). Other warlocks still are 
mere hapless nobodies entangled in magical 
arrangements beyond their ken.
   Warlock patrons are equally diverse. To 
speak of a warlock patron conventionally 
pins the patron as a powerful demon lord, 
eladrin monarch, or alien intelligence. 
Although this is often true, the power of such 
beings often trickles along innumerable 
tendrils of influence, including powerful 
envoys, mentor warlocks, intergenerational 
curses or blessings, relics and rites, the 
corpses of long-dead gods, and extraplanar 
life-forms who find home in the human body. 
Each vector is enough for the patron to 
whisper into the warlock’s ear the sordid 
secrets of the multiverse.
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Table: Warlock

Invocations

Level Features Knacks 
Known

Cantrips 
Known

Spells 
Known

Spell 
Level

Spell 
Points Any Court Eldritch

1st Otherworldly Patron, Pact 
Magic, Eldritch Blast

- 1 2 1st 2 - - -

2nd Eldritch Invocations, 
Exploration Knack

1 1 3 1st 4 1 - -

3rd Pact Boon 1 1 4 2nd 5 2 - -

4th ASI, Court Invocation 1 2 5 2nd 6 2 1 -

5th Extra Blast 1 2 6 3rd 7 3 1 -

6th Otherworldly Patron, 
Eldritch Invocation

2 2 7 3rd 8 3 1 1

7th - 2 2 8 4th 11 4 1 1

8th ASI 2 3 9 4th 12 4 1 1

9th - 2 3 10 5th 13 5 1 1

10th Court Invocation, 
Otherworldly Patron

2 3 11 5th 14 5 2 1
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Wedged Between Worlds
There is only a small bubble in the multiverse 
where mortals can safely inhabit, which 
means any seeker can find a path to eldritch 
power if they are willing to uncover that 
which sane society would keep hidden. As a 
would-be warlock tears at the seams and 
stitches of sanity (or unwittingly falls 
through the gaps), there are social and 
ontological prices to pay. They come to 
question the state of their soul, mind, and 
physiology—all of which are subject to 
contamination by extraplanar forces.
   Warlocks lord over the edges of society, 
safety, and sanity. They take their name from 
an ancient word meaning “oathbreaker,” 
because their arts appear to blaspheme 
against their own lives. Shunned from polite 
company, warlock collectives are rare and 
frequently unstable so to find genuine 
community they must become more than 
mere mortals—which is precisely the warlock 
ethos.   

Creating a Warlock
Whether you be an unassuming villager, a 
cunning scoundrel, a seeker of arcane power, 
or a victim of supernatural circumstance—
you have a pact forged with an otherworldly 
patron, the terms of which set the tone for 
your entire adventure. 
   What circumstances drew you into an 
eldritch pact? The allure of power? Love, 
fear, and sheer happenstance? Did forming 
your pact involve anybody else, like someone 
you know or love? Does your pact have 
noteworthy conditions and consequences, or 
is that all a secret? Does your pact leave any 
outward mark on your person—such as a 
tattoo or scar—or are the signs of your pact 
more ephemeral? 
   How did you select your patron? Or is it 
that your patron chose you? How do you 
maintain contact with your patron? Or is it 
that you think you can run away?

CLASS FEATURES
As a warlock you gain the following class 
features.

Hit Dice: 1d8 per warlock level
Hit Points at 1st Level: 8 + your Constitution 
   modifier
Hit Points at Higher Levels: 1d8 (or 5) + 
   your Constitution modifier per warlock 
   level after 1st
Armor: Light armor
Weapons: Simple weapons
Tools: None
Saving Throws: Wisdom, Charisma
Skills: Choose two skills from Arcana, 
   Deception, History, Intimidation, 
   Investigation, Nature, and Religion

Equipment
You begin the game with 125 gold which you 
can spend on your character’s starting 
weapons, armor, and adventuring gear. You 
can select your own gear or choose one of the 
following equipment packages. Also consult 
the Suggested Equipment section of your 
chosen Background. 
• Heretical Scholar Kit (cost 73 gold): 

Cloth armor, dagger, sickle, scholar’s 
pack, and an arcane focus (grimoire)

• Inconspicuous Civilian Kit (cost 66 
gold): Cloth armor, quarterstaff, 
explorer’s pack, dice set, one dose of 
laudanum, and an arcane focus 
(crystal)

• Shadowy Scoundrel Kit (cost 102 
gold): Leather armor, two daggers, 
light crossbow and 20 bolts, 
dungeoneer’s pack, a spell component 
pouch

Otherworldly Patron
At 1st level, you have reached out to, 
stumbled upon, or otherwise crossed paths 
with a powerful entity beyond the ken of 
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mortals. Whether you were coerced, tricked, 
or simply willing to accept the cost, a bargain 
was struck and you gained great power in 
exchange. Your choice grants you features at 
1st level and again at 6th, 10th, and 14th 
level.

Pact Magic
With care, practice, and dedication you have 
learned how to best siphon and channel the 
otherworldly powers you’ve gained from 
your patron. 

Cantrips
You know one cantrip of your choice from 
the warlock spell list. You learn additional 
warlock cantrips of your choice at higher 
levels, as shown in the Cantrips Known 
column of the Warlock table.

Spell Points
The Warlock table (right) shows how many 
spell points you have. To cast one of your 
warlock spells of 1st-level or higher, you 
must expend a number spell points 
dependent on the spell’s level, shown on the 
table below. You can also cast a spell you 
know at a higher spell level by spending the 
appropriate number of spell points. The 
maximum spell level you can cast is shown 
in the Spell Level column of the Warlock 
table. You regain all expended spell points 
when you finish a short or long rest.

Spells Known of 1st-Level and 
Higher
You know two 1st-level spells of your choice 
from the warlock spell list.
   The Spells Known column of the Warlock 
table shows when you learn more warlock 
spells of your choice. Each of these spells 
must be of a level that you are able to cast. 
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 warlock 
spells you know and replace it with another 
spell from the warlock spell list, which also 
must be of a level for which you have spell 
slots.

Spellcasting Ability
The manner in which you pursue ever 
greater power from your patron is defined by 
the nature of that pursuit: through wit, 
devotion, or fervor. Choose Intelligence, 
Wisdom, or Charisma to be your spellcasting 
ability. Once you make this choice, you 
cannot change it. You use the chosen ability 
whenever a spell refers to your spellcasting 
ability. In addition, you use that ability 
modifier  when setting the saving throw DC 
for a warlock spell you cast and when 
making an attack roll with one.

   Spell save DC = 8 + your proficiency bonus 
+ your chosen ability modifier
   Spell attack modifier = your proficiency 
bonus + your chosen ability modifier 

Spellcasting Focus
You can use an arcane focus as a spellcasting 
focus for your warlock spells.
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Spell Level Spell Points

1st 2

2nd 3

3rd 5

4th 6

5th 7
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Eldritch Blast
At 1st level you learn to use your patron’s 
power as a weapon, blasting enemies with an 
eldritch force that defies even the laws of 
magic. Choose one of the following features:

Eldritch Ray
As an action you create a deadly beam that 
strikes a creature within 120 feet. Make a 
ranged spell attack against the target. On hit, 
the target takes 1d10 force damage.

Eldritch Scythe
As an action you form arcana into an 
unearthly blade and make a melee spell 
attack against a creature within your reach. 
On hit, the target takes 1d8 force damage. In 
addition, choose a different creature that you 
can see and that is within your reach. It takes 
half as much damage.

Eldritch Spasm
As an action you briefly spawn reality-
distorting energies inside the body of a 
creature you can see within 60 feet. The 
target makes a Wisdom saving throw or takes 
1d10 force damage.

Eldritch Invocations
The gifts of your patron are manyfold—not 
only can you channel their magic to work 
spells, but you can also siphon away talents, 
tricks, and reality-defying essence to perform 
other impressive magical feats.
   At 2nd level, you gain an eldritch 
invocation of your choice. Your invocation 
options are detailed at the end of the class 
description. When you gain certain warlock 
levels, you gain additional invocations of 
your choice, as shown in the Invocations 
Known column of the Warlock table.   
    Additionally, when you gain a level in this 
class, you can choose one of the invocations 

you know and replace it with another 
invocation that you could learn at that level.
   At certain levels you gain bonus 
invocations that must possess the [Court] or 
[Eldritch] tag. These are learned in addition 
to your other invocations, and are shown in 
the Court and Eldritch columns under the 
Invocations Known column of the Warlock 
table. You may only replace an invocation 
with an invocation possessing the same tag.
    You gain a [Court] invocation when you 
reach 4th level, and again at 10th level.
    You gain an [Eldritch] invocation when 
you reach 6th level.
   Extra Exploration Knacks. When you are 
able to learn a new invocation that has no 
tag, you may instead choose to learn a 
warlock exploration knack.

Exploration Knacks
Also at 2nd level, you learn one warlock 
exploration knack of your choice. Your 
exploration knacks are detailed at the end of 
the class description. The Knacks Known 
column of the Warlock table shows when you 
learn more exploration knacks.

Pact Boon
At 3rd level, the entity to which you are 
beholden provides a more durable and 
lasting blessing. Choose one of the following 
features.

Pact of the Blade 
You can use your action to conjure in your 
empty hand an armament bestowed with 
power: a pact weapon. Choose any simple or 
martial weapon when you conjure your pact 
weapon. You are proficient with it while you 
wield your pact weapon, and you can use 
your spellcasting ability for attack and 
damage rolls with it. This weapon counts as 
magical for the purpose of overcoming 
resistance and immunity to nonmagical 
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attacks and damage. Your pact weapon 
disappears if it is more than 5 feet away from 
you for 1 minute or more. It also disappears 
if you use this feature again, if you dismiss 
the weapon (no action required), or if you 
die. 
   By performing a 1 hour ritual while 
holding a magic weapon or rare weapon, you 
can transform it into your pact weapon. You 
can then dismiss the weapon, shunting it into 
an extradimensional space, and it appears 
whenever you create your pact weapon 
thereafter. You can’t affect an artifact or a 
sentient weapon in this way. The weapon 
ceases being your pact weapon if you die, if 
you perform the ritual on a different weapon, 
or if you use a 1 hour ritual to break your 
bond to it. The weapon is collected by your 
patron if the bond breaks while it is in the 
extradimensional space.   

Pact of the Chain 
You learn the find familiar spell and can cast it 
as a ritual. The spell doesn't count against 
your number of spells known. When you cast 
the spell, you can choose one of the normal 
forms for your familiar or one of the 
following special forms: imp, pseudodragon, 
quasit, sprite, or any Tiny creature of CR 1/2 
or less. 
   When you take the Attack action, you can 
forgo one of your own attacks to allow your 
familiar to make one attack of its own with 
its reaction. Additionally, when you use 
Eldritch Scythe, you can choose to deliver the 
attack through your familiar as though you 
had cast a spell with a range of touch.

Pact of the Tome 
Aware of your drive for knowledge, you 
awaken to find a grimoire left in your pack 
by your patron: a Book of Shadows. Choose 
three cantrips. While the book is in your 
possession, you know these cantrips and they 
are treated as warlock spells. They don’t 

count against your number of cantrips 
known. If you lose your Book of Shadows, 
you can perform a 1 hour ceremony to 
receive a replacement from your patron. This 
ceremony destroys the previous book. The 
book is collected by your patron when you 
die.

Ability Score Improvement
When you reach 4th level, and again at 8th, 
12th, 16th, and 19th level, you can increase 
one ability score of your choice by 2, or you 
can increase two ability scores of your choice 
by 1. As normal, you can’t increase an ability 
score above 20 using this feature.

Extra Blast
Beginning at 5th level your Eldritch Blast 
becomes more vicious. When you use 
Eldritch Ray, Eldritch Scythe, or Eldritch 
Spasm, you can do so twice, instead of once. 
At 11th level you may use it three times at 
once, and at 17th level you may use it four 
times at once. 
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ELDRITCH INVOCATIONS
If an eldritch invocation has prerequisites, 
you must meet them to learn it. You can learn 
the invocation at the same time that you meet 
its prerequisites. A level prerequisite refers to 
your warlock level.

Agonizing Blast [Eldritch]
When you use your Eldritch Blast, you deal 
extra damage equal to your spellcasting 
ability modifier.

Arcane Expropriation
Prerequisite: 5th level
When you use a magic item, you ignore any 
requirements related to class, heritage, 
culture, or level.

Armor of Shadows
You are under the constant effects of the mage 
armor spell.

Beguiling Influence [Court]
You gain proficiency in the Deception and 
Persuasion skills. If you are already proficient 
in either of these skills, you instead gain an 
expertise die.

Courts of the Outer Realms 
[Court]
Choose one creature type from the following: 
aberration, celestial, elemental, fey, fiend, or 
undead. You are familiar with the intricacies 
of society and politics among those creatures, 
and you have advantage on checks made to 
interact with them or recall lore about them.
   Additionally, you gain proficiency with 
your choice of either Arcana, History, or 
Religion. If you are already proficient in the 
skill you choose, you instead gain an 
expertise die.

Dreadful Word
Prerequisite: 7th level
You can cast confusion once by spending 6 
spell points. You can’t do so again until you 
finish a long rest. 

Eldritch Breath [Eldritch]
Prerequisite: 7th level, Eldritch Ray feature
As an action, you can use your Eldritch Blast 
against all creatures within a 30-foot cone. 
Each creature in the area takes force damage 
equal to 1d10 × your proficiency bonus 
(Dexterity save halves). 
   Once you use this feature, you can’t do so 
again until you finish a short or long rest. 
Otherwise you regain the use of this feature 
after you’ve spent 5 spell points to cast a 
spell or use other features.

Eldritch Grasp [Eldritch]
Prerequisite: 7th level
When you hit a creature with your Eldritch 
Blast or when a creature fails its saving throw 
against it, you can attempt to grapple it, 
using your spell attack bonus for the grapple 
check and for checks made to contest an 
escape. The grapple automatically ends if the 
creature leaves your Eldritch Blast range or if 
you attempt to grapple another creature. 

Eldritch Ingot [Eldritch]
Prerequisite: 7th level, Eldritch Spasm feature
As an action, you can use your Eldritch Blast 
against all creatures within a 20-foot 
diameter cube originating at a point within 
60 feet. Each creature in the area takes force 
damage equal to 1d10 × your proficiency 
bonus (Wisdom save halves). 
   Once you use this feature, you can’t do so 
again until you finish a short or long rest. 
Otherwise you regain the use of this feature 
after you’ve spent 5 spell points to cast a 
spell or use other features.
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Eldritch Opportunity [Eldritch]
Prerequisite: Eldritch Scythe feature
When a creature provokes an opportunity 
attack from you, you can use your reaction to 
use Eldritch Scythe against it.

Eldritch Riposte [Eldritch]
Prerequisite: Eldritch Spasm or Eldritch Ray 
feature
As a reaction when a creature you can see 
within 30 feet deals damage to you, you can 
spend spell points to use your Eldritch 
Spasm or Eldritch Ray against it. Instead of 
the normal damage, for every 1 spell point 
you spend activating this feature (up to a 
maximum equal to your proficiency bonus), 
you deal 1d10 force damage.

Eldritch Severance [Eldritch]
Prerequisite: 7th level, Eldritch Scythe feature
As an action, you can use your Eldritch Blast 
against creatures within a 60-foot line that is 
5 feet wide. Each creature in the area takes 
force damage equal to 1d10 x your 
proficiency bonus (Dexterity save halves)..
   Once you use this feature, you can’t do so 
again until you finish a short or long rest. 
Otherwise you regain the use of this feature 
after you’ve spent 5 spell points to cast a 
spell or use other features.

Eldritch Spear [Eldritch]
Prerequisite: Eldritch Ray feature
The range of your Eldritch Ray is 300 feet.

Eldritch Tentacle [Eldritch]
When you hit a creature with your Eldritch 
Blast or when a creature fails its saving throw 
against it, you can pull the creature up to 10 
feet toward you in a straight line.

Eyes of the Rune Keeper [Court]
You can read all writing.

Fiendish Vigor
You learn the false life spell, and the spell 
doesn't count against your number of spells 
known. When you cast it on yourself as 1st-
level spell, you can do so without expending 
spell points or material components.

Gaze of Two Minds [Court]
You can use your action to touch a willing 
humanoid and perceive through its senses 
until the end of your next turn. On 
subsequent turns you can use a bonus action 
to maintain this connection, extending the 
duration until the end of your next turn. 
While perceiving through the other creature’s 
senses, you benefit from any special senses 
possessed by that creature, and you are 
blinded and deafened to your own 
surroundings.

Lifedrinker
Prerequisite: Pact of the Blade feature
When you hit a creature with your pact 
weapon, the creature takes extra necrotic 
damage equal to your spellcasting ability 
modifier (minimum 1).

Mask of Many Faces [Court]
You can cast disguise self at will, without 
expending spell points.

Minions of the Multiverse
Prerequisite: 7th level
When you take this invocation, choose one 
spell of the summoning school of your choice 
from any spell list, up to a spell level that you 
are capable of casting, to a maximum of 5th-
level. You can cast this spell once by 
spending an appropriate number of spell 
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points (see Table: Spell Points). You can't do 
so again until you finish a long rest.

Mire the Mind
Prerequisite: 5th level
You can cast slow once by spending 5 spell 
points. You can’t do so again until you finish 
a long rest.

Misty Visions
You can cast silent image at will, without 
expending spell points or material 
components.

Noxious Invigoration
Whenever you gain temporary hit points, 
increase the amount you gain by your 
proficiency modifier. 

Ominous Tormentor [Court]
You gain proficiency in Insight and 
Intimidation. If you are already proficient in 
either of these skills, you instead gain an 
expertise die.

Patron Token [Eldritch]
Your patron gifts you with a patron token 
(see Patron Tokens on page @@ in Chapter 
13: Enchanted Gear). You are unable to sell 
your patron token, and if you somehow lose 
it, the next time you finish a long rest you 
discover it on your person.

Reanimation
Prerequisite: 5th level
You can cast animate dead once by spending 5 
spell points; you can instead cast it as 4th-
level spell or higher by spending additional 
spell points (see Table: Spell Points). You 
can’t do so again until you finish a long rest. 

Repelling Blast [Eldritch]
When you hit a creature with your Eldritch 
Blast or when a creature fails its saving throw 
against it, you can push the creature up to 10 
feet away from you in a straight line.

Sculptor of Flesh
Prerequisite: 7th level
You can cast polymorph once by spending 6 
spell points. You can’t do so again until you 
finish a long rest.

Sign of Ill Omen
Prerequisite: 5th level
You can cast bestow curse once by spending 5 
spell points. You can’t do so again until you 
finish a long rest.

Spellbinding Contract [Court]
Prerequisite: 9th level
You can cast geas once by spending 7 spell 
points. You can’t do so again until you finish 
a long rest.
   If the command of the geas is the stipulation 
of an agreement to which the target consents, 
the target automatically fails its saving throw 
against this spell.

Thief of Five Fates
You can cast bane once by spending 2 spell 
points. You can’t do so again until you finish 
a long rest.

Thirsting Blade
Prerequisite: 5th level, Pact of the Blade feature
You can attack with your pact weapon twice, 
instead of once, whenever you take the 
Attack action on your turn.

www.levelup5e.com 10 © EN Publishing 2021

http://www.levelup5e.com


Versatile Blast [Eldritch]
You learn an additional Eldritch Blast feature 
of your choice. When you use Extra Blast, 
you can switch freely between whichever of 
the three the Eldritch Blast features you 
possess.
   You can take this invocation a second time, 
learning the final Eldritch Blast feature.

Voice of the Chain Master [Court]
Prerequisite: Pact of the Chain feature
So long as you are on the same plane of 
existence, you can communicate 
telepathically with your familiar,  perceive 
through your familiar’s senses, and also 
speak through your familiar in your own 
voice (even if your familiar is normally 
incapable of speech).

Whispers of the Grave [Court]
Prerequisite: 9th level
You can cast speak with dead at will, without 
expending spell points.

Writhing Void
Prerequisite: 7th level
You can cast black tentacles once by spending 
6 spell points. You can’t do so again until you 
finish a long rest.
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Exploration Knacks
When you gain access to a new exploration 
knack, choose one of the following. Some 
knacks have requirements, such as minimum 
warlock level, class feature, or another knack. 
You must meet those requirements before 
you choose that knack.

Ascendant Step
Prerequisite: 9th level
You can cast levitate on yourself at will, 
without expending spell points or material 
components.

Beast Speech
You are under the constant effects of the speak 
with animals spell.

Book of Ancient Secrets
Prerequisite: Pact of the Tome feature
The complex sigils and symbols of ritual 
magic appear in your Book of Shadows. 
Choose two 1st-level spells that have the 
ritual tag. The spells appear in the book and 
don’t count against the number of spells you 
know. While the book is in your possession, 
you can cast these spells as rituals. You can’t 
cast the spells except as rituals, unless you’ve 
learned them by some other means. You can 
also cast a warlock spell you know as a ritual 
if it has the ritual tag. 
   When you find a spell with the ritual tag, 
you can transcribe it into your Book of 
Shadows if the spell’s level is equal to or less 
than half your warlock level (rounded up). 
For each level of the spell, the transcription 
process takes 2 hours and costs 50 gp for the 
rare inks needed to inscribe it.

Devil’s Sight
You can see normally in all types of darkness 
(including magical) to a distance of 120 feet.

Eldritch Sight
You can cast detect magic at will, without 
expending spell points.

Mirror, Mirror
Prerequisite: 3rd level
Using a reflective object, such as an ordinary 
mirror or the smooth surface of water, you 
can commune with your patron or their 
emissary. You may do so during a short or 
long rest, receiving or conveying information 
related to your master’s bidding. This entity 
may also use such surfaces to bridge 
communication with you on its own terms.
   You can also use this invocation to cast 
augury without spending spell points. 
Casting the spell in this way does not require 
material components, although you do need 
a reflective surface by which your patron 
might appear to you. Once you cast the spell 
in this way, you can’t do so again until you 
finish a long rest.

One with Shadows
Prerequisite: 5th level
You can use an action to become invisible 
while you are in an area of dim light or 
darkness. Your invisibility lasts until you 
move, take an action, or use your reaction.

Otherworldly Leap
You are under the constant effects of the jump 
spell.

Portents & Portals
You automatically know when you are 
within 1 mile of a portal or gateway to 
another plane, even if it is inactive or 
malfunctioning (but not destroyed).
   You have advantage on checks made to 
locate this portal, and gain an expertise die 
on any checks you make to stabilize, activate, 
or open it. 
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Visions of Distant Realms
Prerequisite: 7th level
You can cast arcane eye once without 
expending spell points. You can’t do so again 
until you finish a long rest.

Whiff of the Beyond
You automatically know when an aberration, 
celestial, elemental, fey, fiend, or undead 
creature has been in a space within 30 feet of 
you within the past 24 hours. You also know 
which type of creature triggered this 
invocation. 
   Additionally, you gain an expertise die on 
Perception checks, and you have advantage 
on checks made to track these creatures.
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OPEN GAME LICENSE VERSION 1.0A
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, abrid     
Narrator ent 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 
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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 © 2000, Wizards of the 
Coast, Inc.
System Reference Document © 2000, Wizards of 
the Coast, Inc.; Authors:
Jonathan Tweet, Monte Cook, and Skip Williams, 
based on material by E. Gary Gygax and Dave 
Arneson.
System Reference Document 5.1 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.
Pathfinder Roleplaying Game Reference 
Document. © 2011, Paizo Publishing, LLC; 
Author: Paizo Publishing, LLC.
Level Up Playtest Document #1. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #2. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #3. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #4. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #5. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #6. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #7. © 2020 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #8. © 2021 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #9. © 2021 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #10. © 2021 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #11. © 2021 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #12. © 2021 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #13. © 2021 EN 
Publishing. www.levelup5e.com
Level Up Playtest Document #14. © 2021 EN 
Publishing. www.levelup5e.com

Open Game Content
Except for material designated as Product 
Identity, the game mechanics of this document are 
Open Game Content. 

Product Identity
The following items are designated Product 
Identity: all trademarks, proper nouns, and 
descriptive text, the names ‘Level Up’ and ‘A5E’.

Level Up Playtest © 2021 EN Publishing. 
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