Makos Spells
Thunderclap
A Elemental Evil spell
Evocation
Level: 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 5 feet of you must make a Constitution saving throw. On a
failed save, the creature takes 1d6 thunder damage.
The spell’s damage increases by 1d6 when you reach 5th level (2d6), 11th level (3d6), and 17th level
(4d6).

Mage Armor
Abjuration
Level: 1
Casting time: 1 Action
Range: Touch
Components: V, S, M (a piece of cured leather)
Duration: 8 hours
You touch a willing creature who isn’t wearing armor, and a protective magical force surrounds it
until the spell ends. The target’s base AC becomes 13 + its Dexterity modifier. The spell ends it if the
target dons armor or if you dismiss the spell as an action.

Disguise Self
Illusion
Level: 1
Casting time: 1 Action
Range: Self
Components: V, S
Duration: 1 hour
You make yourself – including your clothing, armor, weapons, and other belongings on your person
– look different until the spell ends or until you use your action to dismiss it.
You can seem 1 foot shorter or taller and can appear thin, fat, or in between. You can’t change your
body type, so you must adopt a form that has the same basic arrangement of limbs. Otherwise, the
extent of the illusion is up to you.
The changes wrought by this spell fail to hold up to physical inspection. For example, if you use this
spell to add a hat to your outfit, objects pass through the hat, and anyone who touches it would feel

nothing or would feel your head and hair. If you use this spell to appear thinner than you are, the
hand of som eone who reaches out to touch you would bump into you while it was seemingly still in
midair. To discern that you are disguised, a creature can use its action to inspect your appearance
and must succeed on an Intelligence (Investigation) check against your spell save DC.

Protection from Evil and Good
Abjuration
Level: 1
Casting time: 1 Action
Range: Touch
Components: V, S, M (holy water or powdered silver and iron, which the spell consumes)
Duration: Concentration, up to 10 minutes
Until the spell ends, one willing creature you touch is protected against certain types of creatures:
aberrations, celestials, elementals, fey, fiends, and undead.
The protection grants several benefits. Creatures of those types have disadvantage on attack rolls
against the target. The target also can’t be charmed, frightened, or possessed by them. If the target
is already charmed, frightened, or possessed by such a creature, the target has advantage on any
new saving throw against the relevant effect.

Minor Illusion
Illusion
Level: Cantrip
Casting time: 1 Action
Range: 30 feet
Components: S, M (a bit of fleece)
Duration: 1 minute
You create a sound or an image of an object within range that lasts for the duration. The illusion also
ends if you dismiss it as an action or cast this spell again.
If you create a sound, its volume can range from a whisper to a scream. It can be your voice,
someone else’s voice, a lion’s roar, a beating of drums, or any other sound you choose. The sound
continues unabated throughout the duration, or you can make discrete sounds at different times
before the spell ends.
If you create an image of an object such as a chair, muddy footprints, or a small chest it must be no
larger than a 5-foot cube. The image can’t create sound, light, smell, or any other sensory effect.
Physical interaction with the image reveals it to be an illusion, because things can pass through it.
If a creature uses its action to examine the sound or image, the creature can determine that it is an
illusion with a successful Intelligence (Investigation) check against your spell save DC. If a creature
discerns the illusion for what it is, the illusion becomes faint to the creature.

Unseen Servant (Ritual)
Conjuration
Level: 1
Casting time: 1 Action
Range: 60 feet
Components: V, S, M (a piece of string and a bit of wood)
Duration: 1 hour
This spell creates an invisible, mindless, shapeless force that performs simple tasks at your command
until the spell ends. The servant springs into existence in an unoccupied space on the ground within
range. It has AC 10, 1 hit point, and a Strength of 2, and it can’t attack. If it drops to 0 hit points, the
spell ends.
Once on each of your turns as a bonus action, you can mentally command the servant to move up to
15 feet and inteact with an object. The servant can perform simple tasks that a human servant could
do, such as fetching things, cleaning, mending, folding clothes, lighting fires, serving food, and
pouring wine. Once you give the command, the servant performs the task to the best of its ability
until it completes the task, then waits for your next command.
If you command the servant to perform a task that would move it more than 60 feet away from you,
the spell ends.

Hex
Enchantment
Level: 1
Casting time: 1 Bonus Action
Range: 90 feet
Components: V, S, M (the petrified eye of a newt)
Duration: Concentration, up to 1 hour
You place a curse on a creature that you can see within range. Until the spell ends, you deal an extra
1d6 necrotic damage to the target whenever you hit it with an attack. Also, choose one ability when
you cast the spell. The target has disadvantage on ability checks made with the chosen ability.
If the target drops to 0 hit points before this spell ends, you can use a bonus action on a subsequent
turn of yours to curse a new creature.
A remove curse cast on the target ends this spell early.
At higher level
When you cast this spell using a spell slot of 3rd or 4th level, you can maintain your concentration on
the spell for up to 8 hours.
When you use a spell slot of 5th level or higher, you can maintain your concentration on the spell for
up to 24 hours.

