
}./ le1el abj0ra/ion 
¢dr0id� ranger� 2arlock� 2i5ard£

Ca./ing Time� } reac/ion� 2hich 4o0 /ake 2hen 4o0 are hi/ b4
an a//ack 
Range� Self 
Componen/.� V� S 
D0ra/ion� In./an/aneo0.

Yo0 manife./ a barrier of .ha//ered bone. /ha/ pro/ec/. 4o0�
Yo0 red0ce /he incoming damage b4 � and if /he a//acking
enem4 i. 2i/hin }|f/ of 4o0� deal � .la.hing damage /o /hem�
a. /he bone .hield e3plode.�

A/ higher le1el.� When 4o0 ca./ /hi. .pell 0.ing a .pell .lo/ of
~nd le1el or higher� bo/h /he damage red0c/ion and /he
.la.hing damage increa.e b4 � for each .lo/�

~nd le1el /ran.m0/a/ion 
¢dr0id� 2i5ard£

Ca./ing Time� } ac/ion 
Range� To0ch 
Componen/.� V� S� M ¢A /0r/le .hell£ 
D0ra/ion� Concen/ra/ion� 0p /o } ho0r

Yo0 /o0ch a 2illing crea/0re /ha/ i.n�/ 2earing hea14 armor�
Un/il /he .pell end.� /he /arge/�. .kin i. reinforced 2i/h bon4
./r0c/0re. and pro/r0.ion.� anima/ed b4 magic� increa.ing
/heir AC b4 ~ and gi1ing /hem ad1an/age on all S/reng/h
check. and .a1ing /hro2.�

�rd le1el conj0ra/ion 
¢dr0id� 2arlock� 2i5ard£

Ca./ing Time� } ac/ion 
Range� Self ¢}| fee/ radi0.£ 
Componen/.� V� S 
D0ra/ion� }| min0/e.

Yo0 force a cage of elonga/ed bone. /o er0p/ from /he gro0nd
/ha/ .0rro0nd. a }|�foo/ radi0. area cen/ered on 4o0� The
bone. are /hick and pro1ide /hree�q0ar/er. co1er /o crea/0re.
in.ide and o0/.ide� Yo0� and an4 o/her. 4o0 de.igna/e� can
pa.. /hro0gh /he cage a/ 2ill� The o..eo0. cage ha. AC }~� }||
hi/ poin/.� and 10lnerabili/4 /o bl0dgeoning damage� If 4o0
ca./ /hi. .pell again 2hil./ alread4 ha1ing a cage .0mmoned�
/he pre1io0. cage /0rn. /o d0./�

A/ higher le1el.� When 4o0 ca./ /hi. .pell 0.ing a .pell .lo/ of
�/h le1el or higher� /he cage�. hi/ poin/ /o/al increa.e. b4 ~|
per .pell .lo/ le1el abo1e �rd�

~nd le1el e1oca/ion 
¢2arlock� 2i5ard£

Ca./ing Time� } ac/ion 
Range� �| fee/ 
Componen/.� V� S� M ¢a piece of h0manoid car/ilage 2or/h a/
lea./ � gp£ 
D0ra/ion� Concen/ra/ion� 0p /o } min0/e

Yo0 foc0. 4o0r magic /o .ha//er a /arge/�. bod4� Choo.e one
crea/0re 2i/hin range� /he4 m0./ .0cceed a S/reng/h .a1ing
/hro2 or /ake �d� piercing damage� and be knocked prone on
a fail0re� On .0b.eq0en/ /0rn.� a. a bon0. ac/ion� 4o0 can
force /he /arge/ /o make ano/her .a1ing /hro2� /aking �d�
piercing damage and being knocked prone on a fail0re� If /he4
fail /he .a1e again./ /hi. .pell /hree /ime.� /heir 2alking .peed
hal1ed 0n/il /heir ne3/ long re./ and /he .pell end.� If a
crea/0re .0cceed an4 of /he .a1e.� /he .pell end. earl4�

A/ higher le1el.� When 4o0 ca./ /hi. .pell 0.ing a .pell .lo/ of
�rd le1el or higher� /he piercing damage increa.e. b4 ~d� for
each .pell .lo/ le1el abo1e ~nd�


