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SET OF TRAVELER'S CLOTHES
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GEOGRAPHY AND YOU CAN ALWAYS RECALL THE GENERAL
LAYOUT OF TERAIN, SETTLEMENTS, AND OTHER FEATURES
AROLIND YOU.. IN ADDITION, YOU CAN FIND FOOD AND FRESH
WATER FOR YOURSELF AND UP TO FIVE OTHER PEOPLE EACH
DAY, PROVIDED THAT THE LAND OFFERS BERRIES, SMALL
GAME, WATER, AND 8O FORTH.
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PREPARED SPELLS

CURE WOUNDS

1st-level evocation

Casting Time: 1 action

Range: Touch

Components: V, S

Duration: Instantaneous

A creature you touch regains 1d8+3 hit points.

This spell has no effect on undead or constructs.

HAIL OF THORNS
1st-level conjuration

Casting Time: 1 bonus action

Range: Self

Components: V

Duration: Concentration, up to 1 minute

The next time you hit a creature with a ranged
weapon attack before the spell ends, this spell
creates a rain of thorns that sprouts from your
ranged weapon or ammunition. In addition to
the normal effect of the attack, the target of the
attack and each creature within 5 feet of it must
make a Dexterity saving throw. A creature
takes 1d10 piercing damage on a failed save, or
half as much damage on a successful one.

SPEAK WITH ANIMALS
1st-level divination (ritual)

Casting Time: 1 action

Range: Self

Components: V, S

Duration: 10 minutes

You gain the ability to comprehend and
verbally communicate with beasts for the
duration. The knowledge and awareness of
many beasts is limited by their intelligence, but
at minimum, beasts can give you information
about nearby locations and monsters, including
whatever they can perceive or have perceived
within the past day. You might be able to
persuade a beast to perform a small favor for
you, at the GM’s discretion.




