
The Summoner

Level
Proficiency 

Bonus Features
Contracts 

Known 1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1st +2 Summoning Magic 1 2 ─ ─ ─ ─ ─ ─ ─ ─
2nd +2 Moral Path 1 3 ─ ─ ─ ─ ─ ─ ─ ─
3rd +2 Direct Order 2 3 2 ─ ─ ─ ─ ─ ─ ─
4th +2 Ability Score improvement 2 4 3 ─ ─ ─ ─ ─ ─ ─
5th +3 Eye of Contempt 2 4 3 2 ─ ─ ─ ─ ─ ─
6th +3 Quick Thinking 2 4 3 3 ─ ─ ─ ─ ─ ─
7th +3 Ability Score improvement 2 4 3 3 1 ─ ─ ─ ─ ─
8th +3 Covetous Creator 3 4 3 3 2 ─ ─ ─ ─ ─
9th +4 Inspiring Leader 3 4 3 3 3 1 ─ ─ ─ ─

10th +4 Ability Score Improvement 3 4 3 3 3 2 ─ ─ ─ ─
11th +4 Collective Mindset 3 4 3 3 3 2 1 ─ ─ ─
12th +4 Split Brain 3 4 3 3 3 2 1 ─ ─ ─
13th +5 Ability Score Improvement 4 4 3 3 3 2 1 1 ─ ─
14th +5 Behind the Curtain 4 4 3 3 3 2 1 1 ─ ─
15th +5 Chained Processing 4 4 3 3 3 2 1 1 1 ─
16th +5 Ability Score Improvement 4 4 3 3 3 2 1 1 1 ─
17th +6 Verbal Shorthand 4 4 3 3 3 2 1 1 1 1

18th +6 Vowed Fielty 5 4 3 3 3 3 1 1 1 1

19th +6 ─ 5 4 3 3 3 3 2 1 1 1

20th +6 Contract Greater Beings 5 4 3 3 3 3 2 2 1 1

Summoner
Not content with merely reshaping fey spirits, a summoner

calls upon the still-living souls of men, monsters, angels, and

devils. Whether by a kind heart and noble cause, or deceitful

manipulative tricks, they weave words in subtle ways only the

soul can understand, and collect the service of skilled allies to

act in their stead.

Though a summoner may be weak directly, his indirect

might is unmatched. With a commanding presence and a

silver tongue, there are few powers outside his grasp if he is

clever enough to gain their allegiance.

 

Class Features
As a summoner, you gain the following class features.

Hit Points
Hit Dice: 1d6 per Summoner level

Hit Points at 1st Level: 6 + your Constitution modifier

Hit Points at Higher Levels: 1d6 (or 4) + your Constitution

modifier per Summoner level after 1st



Proficiencies
Armor: Light Armor, Shields

Weapons: Simple weapons

Tools: Calligrapher's kit

Saving Throws: Intelligence, Charisma

Skills: Choose two from Arcana, Animal Handling,

Persuasion, and Deception

Equipment
You start with the following equipment, in addition to the

equipment granted by your background:

(a) any simple weapon or (b) a shield

(a) an arcane focus or (b) a component pouch

Leather armor and a diplomat's pack

Summoning Magic
You know the spell Contract Summoning. This spell does not

count against your number of prepared spells. You know the

cantrips on the Summoner spell list.

You also possess a Book of Contracts. You know one

contract, which is transcribed in your book. At 3rd level, you

learn a second contract. At 8th level, you learn a third. At 13th

level, you learn a fourth. At 18th level, you learn a 5th.

Gift of Gab
You may add your Intelligence modifier to any Persuasion or

Deception check in addition to its usual modifiers. You also

learn new languages more easily, and may train multiple

languages at once if you have the means available.

 

Your Book of Contracts
Your book is a magical item. Any creature with an
Intelligence score of 5 or higher that knows a
language may pledge its loyalty to you by signing
its name to a contract in the book.  

Potential to Deceive: The contract takes effect
even if the creature was charmed or being
controlled, and remains in effect even if the
creature becomes hostile toward you or its
Intelligence score falls below 5. The creature need
not understand the nature of what it is signing; as
such, contracts in the book may be written over
with the Illusory Script spell to appear to contain
completely different text.  

Ending a Contract: A contract ends if the creature
that signed its name dies, if the page containing
the name is destroyed, or if the name is erased or
replaced. You may erase names from your book at
will. If a contracted creature changes its mind or is
hostile toward you, a Remove Curse spell cast on
that creature erases its signature.  

Replacing the Book: If the book is destroyed, all
contracts in it are broken. A new book can be
made, containing no names, at the cost of 5 hours
and 50 gp per contract, up to the maximum
number known at your Summoner level.

Contract Summoning
1st-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (ink worth at least 10 gp)
Duration: Concentration, up to 1 hour

You speak the name of a creature that has signed your Book

of Contracts. You summon an obedient version of the creature

to an unoccupied space you can see within range. The creature

moves and acts on your turn, following your verbal commands

without question (no action required by you). If you don't

issue any commands to it, it defends you from hostile

creatures and dangerous terrain without regard for its own

safety. It disappears when it drops to 0 hit points or when the

spell ends.  

The summoned creature is a temporary copy of the original

that signed your Book of Contracts, and is created from a small

fragment of its soul. Whenever such a copy is made, the

original hears your voice in its mind, and suffers psychic

damage by a number of d12 equal to its challenge rating. If

this kills the original, the spell fails as the creature's name

disappears from your book. If the original is hostile toward you

when you call upon it, you suffer half the damage it takes

during the summoning, resulting from its mental struggle

against you.  

The copy shares the abilities, equipment, languages,

memories, and proficiencies had by the original, but carries

mundane versions of any magical items in the original's

possession. It may cast spells it knows by spending the spell

slots of the original, which is alerted whenever its magic is

being drawn upon. 

The spell level needed to summon a contracted creature is

equal to its challenge rating, rounded up. If the contracted

creature is on a different plane than you when this spell is cast,

or moves to a different plane, the spell fails.

 

Moral Path
At 2nd level, you have decided upon a code to govern your

contracts--either to protect those who have devoted

themselves to you, or to protect yourself from disenfranchised

or jaded signers. Choose one of the following options.

Honest Ally
When you cast the Contract Summoning spell to call a

creature that is especially kind or loyal to you, or believes you

are using its power to further a cause it supports, the damage

it suffers by being summoned is halved, rounded up.

Merciless Master
When you use the Contract Summoning spell to call a

creature that is hostile toward you, you suffer no damage.



Direct Order
At 3rd level, you learn how to better direct your creations

through more efficient and precise wording.

Using an action, you give a specific command to any

creature you have summoned, or that is under your control, to

perform an activity that it can do this turn. The creature

immediately uses its action in pursuit of your demand. If the

activity requires an attack roll or ability check, you may add

your proficiency to that roll in addition to its usual modifiers.

If you have cast the Message cantrip or the Sending spell

this turn, such an order may be spoken through it as a bonus

action, allowing the order to be given quietly or from longer

distances.

 

 

 

 

Eye of Contempt
At 5th level, your dismissive gaze gives your underlings the

motivation they need to escape traps and bindings.

When a creature that you have summoned, or one that is

under your control or charmed by you, is bound by

nonmagical restraints such as vines, manacles, or a creature

that has it grappled, it may use its reaction to escape

unharmed and move 5 feet. It can not do so again until the

end of your next turn.

Quick Thinking
At 6th level, you have honed your response time to the point

that your commands come as a reflex, and your creations

leap at the opportunity to act as a living shield for threats

against you.

If you are targeted with a weapon or spell attack that you

can see while a creature you created with the Contract

Summoning spell is within 5 feet of you, you may force it to

use its reaction to become the attack's target.

Covetous Creator
At 8th level, by way of diligent training or petty jealousy, your

ability to maintain control over others is hightened.

When a creature summoned by you, or one that is under

your control or charmed by you, falls under the effects of

Enchantment spells or charms, you may remove any number

of those effects from the creature as a reaction.

Split Brain
At 9th level, you gain the ability to fracture your thought

process into independent streams. You can focus on multiple

ideas simultaneously, but when engaged in this way your

thoughts are more easily interrupted.

You may concentrate on two spells at once if both are on

the Summoner spell list. While doing so, the DC for

Constitution saving throws to maintain your concentration is

15 or half the damage taken, whichever is higher. If your

concentration is broken as a result of taking damage, it is

broken for both spells.

Collective Mindset
At 11th level, your coordination with and among creatures

you command has become second nature, allowing you to

foresee and account for one another's actions.

Creatures you have summoned, or ones under your control,

may not be harmed by any spell you cast, or by one another,

unless you allow it. Any difficult terrain you create with a

spell does not hinder their movement.

Inspiring Leader
At 12th level, the knowledge and expertise you demonstrate

in and out of battle instills pride in those you command,

affording them greater resiliency.

You may cast Aid once without expending a Summoner

spell slot, targeting any combination of creatures you have

summoned, are under your control, or are charmed by you. Its

spell level is equal to half your Summoner level, rounded

down. You can't do so again until you finish a short rest.



Behind the Curtain
At 14th level, you gain the knowledge to communicate with

your creations across adjacent planes of reality.

The spell Blink does not count against your number of

prepared spells. Creatures you have summoned with the

Contract Summoning spell can hear your verbal orders while

you are on the Ethereal Plane.

Chained Processing
At 15th level, you form a network of invisible information

conduits between the minds of you and your creations.

As a bonus action, if you are concentrating on a spell, you

may pass its concentration onto a creature that you have

summoned with the Contract Summoning spell. The creature

must have an Intelligence of 8 or higher, and may not

concentrate on the spell that maintains it. If the creature is

already concentrating on a spell that exists on the Summoner

spell list, you may trade its spell for yours.

Verbal Shorthand
At 17th level, your commands have taken the form of a highly

efficient code, conveying complex information in few words.

You may issue a Direct Order as a bonus action.

Vowed Fielty
At 18th level, you learn of methods to form more durable

bonds in your contracts.

If a creature has signed your Book of Contracts in its own

blood, rather than in ink, the duration of the Contract

Summoning spell when calling upon that creature is 8 hours.

If the creature changes its mind or becomes hostile toward

you, a Remove Curse spell cast from a spell slot of 7th level

or higher on the creature is needed to erase its name from

the book without your consent.

Contract Greater Beings
By expending both a 9th and 8th level spell slot when casting

the Contract Summoning spell, you may summon a creature

of a CR greater than 9 whose signature is in your book.
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Spellcasting
Preparing and Casting Spells
The Summoner table shows how many spell slots you have to

cast your spells of 1st level and higher. To cast one of these

spells, you must expend a slot of the spell's level or higher.

You regain all expended spell slots when you finish a long

rest.

You prepare the list of summoner spells that are available

for you to cast, choosing from the summoner spell list. When

you do so, choose a number of spells equal to your

Intelligence modifier + your summoner level.

You can change your list of prepared spells when you finish

a long rest.  

Ritual Casting
You can cast a summoner spell as a ritual if that spell has the

ritual tag and you have the spell prepared.

Spellcasting Ability
Intelligence is your spellcasting ability for your summoner

spells. The power of your spells comes from your intense

study and research into arcane verbiage. You use your

Intelligence whenever a spell refers to your spellcasting

ability. In addition, use your Intelligence modifier when

setting the saving throw DC for a summoner spell you cast

and when making an attack roll with one.  

Spell save DC = 8 + your proficiency bonus +  
your Intelligence modifier  

 
Spell attack modifier = your proficiency bonus +  

your Intelligence modifier

Spellcasting Focus
You can use an arcane focus (found in chapter 5) as a

spellcasting focus for your summoner spells.

Cantrips (0 Level)
Friends
Message

Thorn Whip

1st Level

Beast Bond
Contract Summoning
Ensnaring Strike

Entangle
Illusory Script
Unseen Servant

2nd Level


