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Mage Hand
Conjuration Cantrip

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 magic
items, or carry more than 10 pounds.

Thunderclap
Evocation Cantrip

Casting Time: 1 action
Range: 5 feet
Components: S
Duration: Instantaneous

You create a burst of thunderous sound, which can be heard
100 feet away. Each creature other than you within range, other
than you, must succeed on a Constitution saving throw or take
1d6 thunder damage.

The spell's damage increases by 1d6 when you reach 5th level
(2d6), 11th level (3d6), and 17th level (4d6).

Vicious Mockery
Enchantment Cantrip

Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Instantaneous

You unleash a string of insults laced with subtle enchantments
at a creature you can see within range. If the target can hear
you (thought it need not understand you), it must succeed on a
Wisdom saving throw or take 1d4 psychic damage and have
disadvantage on the next attack roll it makes before the end of
its next turn. This spell’s damage increases by 1d4 when you
reach 5th level (2d4), 11th level (3d4) and 17th level (4d4)

Bane
1st-level enchantment

Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a drop of blood)
Duration: Concentration, up to 1 minute

Up to three creatures of your choice that you can see within
range must make Charisma saving throws. Whener a target that
fails this saving throw makes an attack roll or a saving throw
before the spell ends, the target must roll a d4 and subtract the
number rolled from the attack roll or saving throw.

At Higher Levels.
 When you cast this spell using a spell slot of 2nd level or
higher, you can target one aditional creature for each slot level
above 1st.

Cure Wounds
1st-level evocation

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous

A creature you touch regains a number of hit points equal to 1d8
+ your spellcasting ability modifier. This spell has no effect on
undead or constructs.

At Higher Levels.
 When you cast this spell using a spell slot of 2nd level or
higher, the healing increases by 1d8 for each slot level above
1st.

Dissonant Whispers
1st-level enchantment

Casting Time: 1 action
Range: 60 feet
Components: V
Duration: Instantaneous

You whisper a discordant melody that only one creature of your
choice within range can hear, wracking it with terrible pain. The
target must make a Wisdom saving throw. On a failed save, it
takes 3d6 psychic damage and must immediately use its
reaction , if available, to move as far as its speed allows away
from you. The creature doesn’t move into obviously dangerous
ground, such as a fire or a pit. On a successful save, the target
takes half as much damage and doesn’t have to move away. A
deafened creature automatically succeeds on the save.

At Higher Levels.
 When you cast this spell using a spell slot of 2nd level or
higher, the damage increases by 1d6 for each slot level above
1st.

Identify
1st-level divination (ritual)

Casting Time: 1 minute
Range: Touch
Components: V, S, M (a pearl worth at least 100 gp and an owl
feather)
Duration: Instantaneous

You choose one object that you must touch throughout the
casting of the spell. If it is a magic item or some other magic-
imbued object, you learn its properties and how to use them,
whether it requires attunement to use, and how many charges it
has, if any. You learn whether any spells are affecting the item
and what they are. If the item was created by a spell, you learn
which spell created it. If you instead touch a creature throughout
the casting, you learn what spells, if any, are currently affecting
it.

Sleep
1st-level enchantment

Casting Time: 1 action
Range: 90 feet
Components: V, S, M (a pinch of find sand, rose petals, or a
cricket)
Duration: 1 minute

This spell sends creatures into a magical slumber. Roll 5d8, the
total is how many hit points of creatures this spell can affect.
Creatures within 20 feet ofa point you choose within range are
affected in ascending order of their current hit points (ignoring
unconscious creatures). Starting with the creature that has the
lowest current hit points, each creature affected by this spell
falls unconscious until the spell ends, the sleeper takes
damage, or someone uses an action to shake or slap the
sleeper awake. Subtract each creature’s hit points from the total
before moving on to the creature with the next lowest hit points.
A creature’s hit points must be equal to or less than the
remaining total for that creature to be affected. Undead and
creatures immune to being charmed aren’t affected by this spell.

At Higher Levels.
 When you cast this spell using a spell slot of 2nd level or
higher, roll an additional 2d8 for each slot level above 1st.

Heat Metal
2nd-level transmutation

Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a piece of iron and a flame)
Duration: Concentration, up to 1 minute

Choose a manufactured metal object, such as a metal weapon
or a suit of heavy or medium metal armor, that you can see
within range. You cause the object to glow red-hot. Any creature
in physical contact with the object takes 2d8 fire damage when
you cast the spell. Until the spell ends, you can use a bonus
action on each of your subsequent turns to cause this damage
again. If a creature is holding or wearing the object and takes
the damage from it, the creature must succeed on a Constitution
saving throw or drop the object if it can. If it doesn’t drop the
object, it has disadvantage on attack rolls and ability checks
until the start of your next turn.

At Higher Levels.
 When you cast this spell using a spell slot of 3rd level or higher,
the damage increases by 1d8 for each slot above 2nd.



Silence
2nd-level illusion (ritual)

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 10 minutes

For the duration, no sound can be created within or pass
through a 20-foot-radius sphere centered on a point you choose
within range. Any creature or object entirely inside the sphere is
immune to thunder damage, and creatures are deafened while
entirely inside it. Casting a spell that includes a verbal
component is impossible there.

Dispel Magic
3rd-level abjuration

Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Instantaneous

Choose any creature, object, or magical effect within range. Any
spell of 3rd level or lower on the target ends. For each spell of
4th level or higher on the target, make an ability check using
your spellcasting ability. The DC equals 10 + the spell’s level.
On a successful check, the spell ends.

At Higher Levels.
 When you cast this spell using a spell slot of 4th level or higher,
you automatically end the effects of a spell on the target if the
spell’s level is equal to or less than the level of the spell slot you
used.



Rapier
Martial Melee Weapon

Properties. Finesse
Damage. 1d8 piercing

Proficiency with a rapier allows you to add your proficiency
bonus to the attack roll for any attack you make with it.

Rapier
Martial Melee Weapon

Properties. Finesse
Damage. 1d8 piercing

Proficiency with a rapier allows you to add your proficiency
bonus to the attack roll for any attack you make with it.

Chain Shirt

Armor Class. 13 + Dex modifier (max 2)
Strength. —
Stealth. —

Disguise Kit
Tools

The perfect tool for anyone who wants to engage in trickery, a
disguise kit enables its owner to adopt a false identity.

Components. A disguise kit includes cosmetics, hair dye, small
props, and a few pieces of clothing.

Deception. In certain cases, a disguise can improve your ability
to weave convincing lies.

Intimidation. The right disguise can make you look more
fearsome, whether you want to scare someone away by posing
as a plague victim or intimidate a gang of thugs by taking the
appearance of a bully.

Performance. A cunning disguise can enhance an audience’s
enjoyment of a performance, provided the disguise is properly
designed to evoke the desired reaction.

Persuasion. Folk tend to trust a person in uniform. If you
disguise yourself as an authority figure, your efforts to persuade
others are often more effective.

Create Disguise. As part of a long rest, you can create a
disguise. It takes you 1 minute to don such a disguise once you
have created it. You can carry only one such disguise on you at

Forgery Kit
Tools

A forgery kit is designed to duplicate documents and to make it
easier to copy a person’s seal or signature.

Components. A forgery kit includes several different types of
ink, a variety of parchments and papers, several quills, seals
and sealing wax, gold and silver leaf, and small tools to sculpt
melted wax to mimic a seal.

Arcana. A forgery kit can be used in conjunction with the Arcana
skill to determine if a magic item is real or fake.

Deception. A wellwcrafted forgery, such as papers proclaiming
you to be a noble or a writ that grants you safe passage, can
lend credence to a lie.

History. A forgery kit combined with your knowledge of history
improves your ability to create fake historical documents or to
tell if an old document is authentic.

Investigation. When you examine objects, proficiency with a
forgery kit is useful for determining how an object was made
and whether it is genuine.

Other Tools. Knowledge of other tools makes your forgeries that
much more believable. For example, you could combine

Clothes, Common
Adventuring Gear

Pouch
Adventuring Gear

A cloth or leather pouch can hold up to 20 sling bullets or 50
blowgun needles, among other things.

Pan flute
Musical Instruments

If you have proficiency with the pan flute, you can add your
proficiency bonus to any ability checks you make to play music
with the instrument. A bard can use a musical instrument as a
spellcasting focus.

Lute
Musical Instruments

If you have proficiency with the lute, you can add your
proficiency bonus to any ability checks you make to play music
with the instrument. A bard can use a musical instrument as a
spellcasting focus.



Potion of Healing (3)
Potion, common

You regain 2d4 + 2 hit points when you drink this potion.
Whatever its potency, the potion’s red liquid glimmers when
agitated.

Entertainer’s Pack
Equipment Packs

Includes a backpack, a bedroll, 2 costumes, 5 candles, 5 days
of rations, a waterskin, and a disguise kit.

Torch (10)
Adventuring Gear

A torch burns for 1 hour, providing bright light in a 20-foot radius
and dim light for an additional 20 feet. If you make a melee
attack with a burning torch and hit, it deals 1 fire damage.

Vial (5)
Adventuring Gear

Tinderbox (1)
Adventuring Gear

This small container holds flint, fire steel, and tinder (usually dry
cloth soaked in light oil) used to kindle a fire. Using it to light a
torch—or anything else with abundant, exposed fuel—takes an
action. Lighting any other fire takes 1 minute.

Oil (flask) (5)
Adventuring Gear

Oil usually comes in a clay flask that holds 1 pint. As an action,
you can splash the oil in this flask onto a creature within 5 feet
of you or throw it up to 20 feet, shattering it on impact. Make a
ranged attack against a target creature or object, treating the oil
as an improvised weapon. On a hit, the target is covered in oil. If
the target takes any fire damage before the oil dries (after 1
minute), the target takes an additional 5 fire damage from the
burning oil. You can also pour a flask of oil on the ground to
cover a 5-foot-square area, provided that the surface is level. If
lit, the oil burns for 2 rounds and deals 5 fire damage to any
creature that enters the area or ends its turn in the area. A
creature can take this damage only once per turn.

Manacles (2)
Adventuring Gear

These metal restraints can bind a Small or Medium creature.
Escaping the manacles requires a successful DC 20 Dexterity
check. Breaking them requires a successful DC 20 Strength
check. Each set of manacles comes with one key. Without the
key, a creature proficient with thieves’ tools can pick the
manacles’ lock with a successful DC 15 Dexterity check.
Manacles have 15 hit points.

Lantern, Hooded (1)
Adventuring Gear

A hooded lantern casts bright light in a 30-foot radius and dim
light for an additional 30 feet. Once lit, it burns for 6 hours on a
flask (1 pint) of oil. As an action, you can lower the hood,
reducing the light to dim light in a 5-foot radius.

Ink (1 ounce bottle) (1)
Adventuring Gear



Ink Pen (1)
Adventuring Gear

Parchment (one sheet) (5)
Adventuring Gear

Paper (one sheet) (5)
Adventuring Gear

Mirror, Steel (1)
Adventuring Gear

Mess Kit (1)
Adventuring Gear

This tin box contains a cup and simple cutlery. The box clamps
together, and one side can be used as a cooking pan and the
other as a plate or shallow bowl.

Healer’s Kit (3)
Adventuring Gear

This kit is a leather pouch containing bandages, salves, and
splints. The kit has ten uses. As an action, you can expend one
use of the kit to stabilize a creature that has 0 hit points, without
needing to make a Wisdom (Medicine) check.

Crowbar (1)
Adventuring Gear

Using a crowbar grants advantage to Strength checks where the
crowbar’s leverage can be applied.

Case, Map or Scroll
Adventuring Gear

This cylindrical leather case can hold up to ten rolled-up sheets
of paper or five rolled-up sheets of parchment.

Case, Map or Scroll
Adventuring Gear

This cylindrical leather case can hold up to ten rolled-up sheets
of paper or five rolled-up sheets of parchment.



Flask or Tankard (2)
Adventuring Gear

Disguise Kit
Tools

The perfect tool for anyone who wants to engage in trickery, a
disguise kit enables its owner to adopt a false identity.

Components. A disguise kit includes cosmetics, hair dye, small
props, and a few pieces of clothing.

Deception. In certain cases, a disguise can improve your ability
to weave convincing lies.

Intimidation. The right disguise can make you look more
fearsome, whether you want to scare someone away by posing
as a plague victim or intimidate a gang of thugs by taking the
appearance of a bully.

Performance. A cunning disguise can enhance an audience’s
enjoyment of a performance, provided the disguise is properly
designed to evoke the desired reaction.

Persuasion. Folk tend to trust a person in uniform. If you
disguise yourself as an authority figure, your efforts to persuade
others are often more effective.

Create Disguise. As part of a long rest, you can create a
disguise. It takes you 1 minute to don such a disguise once you
have created it. You can carry only one such disguise on you at

Forgery Kit
Tools

A forgery kit is designed to duplicate documents and to make it
easier to copy a person’s seal or signature.

Components. A forgery kit includes several different types of
ink, a variety of parchments and papers, several quills, seals
and sealing wax, gold and silver leaf, and small tools to sculpt
melted wax to mimic a seal.

Arcana. A forgery kit can be used in conjunction with the Arcana
skill to determine if a magic item is real or fake.

Deception. A wellwcrafted forgery, such as papers proclaiming
you to be a noble or a writ that grants you safe passage, can
lend credence to a lie.

History. A forgery kit combined with your knowledge of history
improves your ability to create fake historical documents or to
tell if an old document is authentic.

Investigation. When you examine objects, proficiency with a
forgery kit is useful for determining how an object was made
and whether it is genuine.

Other Tools. Knowledge of other tools makes your forgeries that
much more believable. For example, you could combine

Crossbow, Hand
Martial Ranged Weapon

Properties. Ammunition (30/120), light, loading
Damage. 1d6 piercing

Proficiency with a crossbow, hand allows you to add your
proficiency bonus to the attack roll for any attack you make with
it.

Case, Crossbow Bolt
Adventuring Gear

This wooden case can hold up to twenty crossbow bolts.

Case, Crossbow Bolt
Adventuring Gear

This wooden case can hold up to twenty crossbow bolts.

Crossbow Bolt (40)
Ammunition

Crossbow bolts are used with a crossbow to make a ranged
attack.

Component Pouch
Adventuring Gear

A component pouch is a small, watertight leather belt pouch that
has compartments to hold all the material components and
other special items you need to cast your spells, except for
those components that have a specific cost (as indicated in a
spell's description).

Ball Bearings (bag of 1,000) (1)
Adventuring Gear

As an action, you can spill these tiny metal balls from their
pouch to cover a level, square area that is 10 feet on a side. A
creature moving across the covered area must succeed on a
DC 10 Dexterity saving throw or fall prone. A creature moving
through the area at half speed doesn’t need to make the save.



Robes
Adventuring Gear

Whetstone (1)
Adventuring Gear


	ClassLevel: Bard (5)
	Background: Secret Identity
	PlayerName: Player 1
	CharacterName: May Tee
	Race : Human
	Alignment: Chaotic Neutral
	XP: 6500
	Inspiration: 
	STR: -1
	ProfBonus: +3
	AC: 15
	Initiative: 2
	Speed: 30ft.
	PersonalityTraits : I think flattery is the best way to direct attention away from me.
I don't make friends easily. They're a liability I cannot afford.
	STRmod: 8
	ST Strength: -1
	DEX: +2
	Ideals: Depraved: I have lost my moral compass. The ends justify most any means. (Evil)
	DEXmod : 14
	Bonds: My secret identity is the only thing protecting me from the Kain Kringle I will stop at nothing to maintain it.
	CON: +2
	HDTotal: 5d8
	Check Box 12: No
	Check Box 13: No
	Check Box 14: No
	CONmod: 14
	Check Box 15: No
	Check Box 16: No
	Check Box 17: No
	HD: 
	Flaws: I've been lying so often and for so long that I can't help it anymore. I frequently lie for no reason at all.
	INT: +1
	ST Dexterity: +5
	ST Constitution: +2
	ST Intelligence: +1
	ST Wisdom: +0
	ST Charisma: +6
	Acrobatics: +3
	Animal: +1
	Athletics: +2
	Deception : +9
	History : +2
	Wpn Name: Rapier MH
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d8 + 2
	Insight: +1
	Intimidation: +4
	Wpn Name 2: Rapier OH
	Wpn2 AtkBonus : +5
	Wpn Name 3: HandCB
	Wpn3 AtkBonus  : +5
	Check Box 11: No
	Check Box 18: Yes
	Check Box 19: No
	Check Box 20: No
	Check Box 21: No
	Check Box 22: Yes
	INTmod: 12
	Wpn2 Damage : 1d8 + 2
	Investigation : +4
	WIS: +0
	Arcana: +2
	Perception : +1
	WISmod: 10
	CHA: +3
	Nature: +2
	Performance: +6
	Medicine: +1
	Religion: +2
	Stealth : +8
	Check Box 23: No
	Check Box 24: No
	Check Box 25: No
	Check Box 26: Yes
	Check Box 27: Yes
	Check Box 28: No
	Check Box 29: No
	Check Box 30: No
	Check Box 31: Yes
	Check Box 32: No
	Check Box 33: No
	Check Box 34: No
	Check Box 35: Yes
	Check Box 36: No
	Check Box 37: No
	Check Box 38: Yes
	Check Box 39: Yes
	Check Box 40: No
	Persuasion: +4
	HPMax: 36
	HPCurrent: 
	HPTemp: 
	Wpn3 Damage : 1d6 + 2
	SleightofHand: +5
	CHamod: 16
	Survival: +1
	AttacksSpellcasting: 
	Passive: 11
	CP: 3
	ProficienciesLang: Languages. Common, Elvish
Armor Proficiencies. Light Armor, Medium Armor
Weapon Proficiencies. Simple Weapons, Crossbow, Hand, Longsword, Rapier, Shortsword, Scimitar
Tool Proficiencies. Viol, Lute, Pan flute, Disguise kit, Forgery kit

	SP: 1
	EP: 0
	GP: 326
	PP: 0
	Equipment: Rapier (E)
Rapier (E)
Chain Shirt (E)
Disguise Kit
Forgery Kit
Clothes, Common
Pouch
Pan flute
Lute
Potion of Healing (3)
Entertainer’s Pack
Torch (10)
Vial (5)
Tinderbox (1)
Oil (flask) (5)
Manacles (2)
Lantern, Hooded (1)
Ink (1 ounce bottle) (1)
Ink Pen (1)
Parchment (one sheet) (5)
Paper (one sheet) (5)
Mirror, Steel (1)
Mess Kit (1)
Healer’s Kit (3)
Crowbar (1)
Case, Map or Scroll
Case, Map or Scroll
Flask or Tankard (2)
Disguise Kit
Forgery Kit
Crossbow, Hand
Case, Crossbow Bolt
Case, Crossbow Bolt
Crossbow Bolt (40)
Component Pouch
Ball Bearings (bag of 1,000) (1)
Robes
Whetstone (1)

	Features and Traits: Human Variant Trait.     Dual Wielder. +1 bonus to AC while you are wielding a separate melee weapon in each hand.Healer Trait (Level 4)When you use a healer’s kit to stabilize a dying creature, that creature also regains 1 hit point. As an action, you can spend one use of a healer’s kit to tend to a creature and restore 1d6 + 4 hit points to it, plus additional hit points equal to the creature’s maximum number of Hit Dice. The creature can’t regain hit points from this feat again until it finishes a short or long rest.Bardic Inspiration. As a bonus action you can inspire one creature other that yourself within 60 feet of you who can hear you. 3 times a d8/long restSpellcasting Attack: + 6Spellcasting DC: 14Jack of All Trades. You can add half your proficiency bonus, rounded down, to any ability check you make that doesn’t already include your proficiency bonus.Song of Rest. You or any friendly creatures who can hear your performance regain hit points at the end of the short rest by spending one or more Hit Dice, each of those creatures regains an extra 1d6 hit points.Bard College - SwordsExpertise.     Skill Expertise (Deception).     Skill Expertise (Stealth). Font of Inspiration. You regain all of your expended uses of Bardic Inspiration when you finish a short or long rest.Bonus Proficiencies. If you‘re proficient with a simple or martial melee weapon, you can use it as a spellcasting focus for your bard spells.Two-Weapon Fighting. When you engage in two-weapon fighting, you can add your ability modifier to the damage of the second attack.Blade Flourish. When you attack as an action, your speed increases by 10ft until the end of the turn. If a weapon attack in this action hits, you can use one of your Bardic Inspirations to use a Blade Flourish of your choice.(1/turn)         Defensive Flourish. Roll a d8, the number you roll is added to the damage of the hit, and adds to your AC untill the start of the next turn.         Slashing Flourish. Roll a d8, the number you roll is added to the damage of the hit, and to any other creature within 5ft of you.         Mobile Flourish. Roll a d8, the number you roll is added to the damage of the hit, and you can push the target the number you rolled+5ft away from you. You can then move up to your walking speed towards the target as a reaction.
	CharacterName 2: May Tee
	Age: 22
	Height: 4'8"
	Weight: 110 lb.
	Eyes: Blue / Grey
	Skin: Pale
	Hair: Black
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	Allies: The Grinch

Enemies:

Kain Kringle
	FactionName: 
	Backstory: I was abducted from my parents as a child by my master, he claims this was because the joy in my heart made me weak; and that he would help me become strong. I am my masters secret weapon, in the never ending war against Kain Kringle, a man who attempts to sow lies into children and adults alike, using them to grow his wealth by brainwashing them into spending huge sums of money during the winter months. My master has sent me into the world to findmy prey, and to try and undo the damage of Kain Kringle, who now has such a hold over the worlds population, that he no longer needs to target children himself; instead letting their parents brainwash them for him.
	Feat+Traits: My skin is always cold to the touch.
	Treasure: 
	Spellcasting Class 2:1: Bard
	SpellcastingAbility 2:1: Charisma
	SpellSaveDC  2:1: 14
	SpellAtkBonus 2:1: 6
	SlotsTotal 19:1: 4
	SlotsRemaining 19:1: 
	Spells 1014:1: Mage Hand
	Spells 1015:1: Bane
	Spells 1016:1: Thunderclap
	Spells 1017:1: Vicious Mockery
	Spells 1018:1: 
	Spells 1019:1: 
	Spells 1020:1: 
	Spells 1021:1: 
	Spells 1022:1: 
	Check Box 314:1: No
	Check Box 3031:1: No
	Check Box 3032:1: No
	Check Box 3033:1: No
	Check Box 3034:1: No
	Check Box 3035:1: No
	Check Box 3036:1: No
	Check Box 3037:1: No
	Check Box 3038:1: No
	Check Box 3039:1: No
	Check Box 3040:1: No
	Check Box 321:1: No
	Check Box 320:1: No
	Check Box 3060:1: No
	Check Box 3061:1: No
	Check Box 3062:1: No
	Check Box 3063:1: No
	Check Box 3064:1: No
	Check Box 3065:1: No
	Check Box 3066:1: No
	Check Box 315:1: No
	Check Box 3041:1: No
	Spells 1023:1: Cure Wounds
	Check Box 251:1: No
	Check Box 309:1: No
	Check Box 3010:1: No
	Check Box 3011:1: No
	Check Box 3012:1: No
	Check Box 3013:1: No
	Check Box 3014:1: No
	Check Box 3015:1: No
	Check Box 3016:1: No
	Check Box 3017:1: No
	Check Box 3018:1: No
	Check Box 3019:1: No
	Spells 1024:1: Dissonant Whispers
	Spells 1025:1: Identify
	Spells 1026:1: Sleep
	Spells 1027:1: 
	Spells 1028:1: 
	Spells 1029:1: 
	Spells 1030:1: 
	Spells 1031:1: 
	Spells 1032:1: 
	Spells 1033:1: 
	SlotsTotal 20:1: 3
	SlotsRemaining 20:1: 
	Spells 1034:1: Silence
	Spells 1035:1: 
	Spells 1036:1: 
	Spells 1037:1: 
	Spells 1038:1: 
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