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The CouncilThe Council

T
here aren't many mortal organizations with the

power to fuel a true pact - many content

themselves with small boons such as magical

items or simple favors. But some councils are

different. Whether a secretive cabal of

archmages flush with magical knowledge, or a

hidden association of potent sorcerers, such

councils do indeed exist. And yet, despite their power, every

good council needs at least one agent.

Such powerful councils demand both an aura of secrecy

and a means of verification. As their agent, you are marked

with their sigil. Roll on or choose from the following table to

determine other specifics of your mark.

Mark of OfficeMark of Office
d6d6 MarkMark

1 You have a tattoo on your inner wrist which you keep
hidden with a cloth wrap.

2 An area on your arms, hands, neck, or face is branded.
The brand is light, having been healed quickly and
smoothly.

3 The symbol is faintly visible in the pupil of one eye,
which may or may not be a different color.

4 You have a trinket of some kind, such as an earring,
amulet, or bracelet. If removed, it reappears in your
hand within 1 minute.

5 A large tattoo wraps around your arm, with the symbol
hidden within the greater design.

6 Veins on the back of one hand form the symbol's
shape, standing out most with your fist clenched.

Expanded Spell ListExpanded Spell List
Council SpellsCouncil Spells
Spell LevelSpell Level SpellsSpells

1st identify, shield

2nd blindness/deafness, Nystul's Magic Aura

3rd Melf's minute meteors, sending

4th arcane eye, Mordenkainen's private sanctum

5th Bigby's hand, *teleportation circle**

*When you learn this spell, one of the sigil sequences you

learn leads to a circle associated with the Council

Council's GuidanceCouncil's Guidance
When you take this subclass at 1st level, your connection with

the Council allows you to channel their knowledge when you

need it. Choose five skills from the wizard class that you do

not already have proficiency in.

As an action, you gain gain proficiency in one of these skills

for 1 minute. You may use this feature once per short rest.

Shared ArcanaShared Arcana
Also at 1st level, you gain the ability to allow the Council to

cast spells through you when needed. Choose two spells from

the wizard spell list which you do not already know, and

which are of a level for which you have spell slots.

You can cast a spell from this feature using a spell slot as

normal. When you do so, you use Intelligence as your

spellcasting ability score, rather than Charisma. You may

only cast each spell once per 24 hours. If the spell has the

ritual tag, you may cast it as a ritual an unlimited number of

times, but with a doubled casting time.

You add an additional spell to this list at 6th and 14th

levels. Also, whenever you gain a level you may switch one

spell for another of a level you can cast.

Sigil of PowerSigil of Power
Beginning at 6th level, your mark of office gains a magical

quality, allowing you to use it in your spellcasting. You can

now use your mark as an arcane focus for casting your spells,

though you still require a free hand to cast.

Additionally, whenever you cast a spell from your Shared

Arcana feature, you can use your reaction to conjure a

magical ward from your mark, either causing the next attack

against you to have disadvantage, or giving you advantage on

your next saving throw.

Well of KnowledgeWell of Knowledge
Starting at 10th level, you can use your Council's Guidance

feature three times per short rest, instead of once. You also

choose up to five languages or tool kits, which you add to the

skill proficiencies you can gain.

Additionally, you can expend two uses of your Council's

Guidance feature to cast the legend lore spell without

expending a spell slot. You may only do this once per long

rest.

Focused WillFocused Will
At 14th level, your connection with your Patrons allows them

to help shoulder your burdens. As a bonus action, you can

entreat the Council to aid you by concentrating on a spell. For

1 minute, the council concentrates on the spell for you,

allowing you to concentrate on a second spell.

The spell the Council maintains for you must be one found

on the wizard spell list. During this time, you make

concentration checks for both spells.

After 1 minute, this spell ends unless you begin

concentrating on it again. You may use this feature once per

long rest.
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Eldritch InvocationsEldritch Invocations
Your choice of Patron also grants you certain options when

choosing Eldritch Invocations, which are listed below.

Companion to the ArchdruidsCompanion to the Archdruids
Prerequisites: The Council subclass.

You replace all instances of "wizard" with "druid" and all

instances of "Intelligence" with "Wisdom" when using your

subclass features or any subclass-restricted Invocations.

Guardian's LoreGuardian's Lore
Prerequisite: The Council subclass, Charisma and

Intelligence scores of 13 or higher.

When learning cantrips and spells, you may choose from

either the warlock or wizard spell lists. Any spells you learn

from the wizard spell list use Intelligence as their spellcasting

ability score, rather than Charisma.

Knight of the CouncilKnight of the Council
Prerequisites: The Council subclass, Pact of the Blade, 7th

level.

You gain proficiency in medium and heavy armor, as well as

shields. Whenever you summon your Pact Weapon, you can

cause it have the properties of a +1 weapon+ or flametongue.

Starting at 14th level you can also choose to give it the

properties of a +2 weapon or frostbrand.

These weapons are drawn from your Patrons' stores and

collections, thus any use-based abilities can only be used

their normal number of times, even if the weapon is

dismissed and re-summoned.

Secret-FinderSecret-Finder
Prerequisite: the Pact of the Tome feature.

Your Book of Shadows also serves as a powerful spying

tool. As a 1 minute ritual, you can magically copy a number of

pages equal to your Charisma modifier from a book, letter, or

etching into your tome. The tome can hold a number of pages

equal to five times your Charisma modifier at one time,

though you can magically wipe a page clean with a 1 minute

ritual performed during a short or long rest.

Servant of the ArchpriestsServant of the Archpriests
Prerequisites: The Council subclass.

You replace all instances of "wizard" with "cleric" and all

instances of "Intelligence" with "Wisdom" when using your

subclass features or any subclass-restricted Invocations.

Squire of the CouncilSquire of the Council
Prerequisites: The Council subclass.

You gain proficiency in medium armor and shields, as well

as two martial weapons of your choice.
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