ARCANE TRADITION

The study of wizardry is ancient, stretching back to the
earliest mortal discoveries of magic. It is firmly established
in the worlds of D&D, with various traditions dedicated to
its complex study. The most common arcane traditions in
the multiverse revolve around the schools of magic.
Wizards through the ages have cataloged thousands of
spells, grouping them into categories called schools. In
some places, these traditions are literally schools; a wizard
might study at the School of Illusion while another studies
across town at the School of Enchantment. In other
institutions, the schools are more like academic
departments, with rival faculties competing for students and
funding. Even wizards who train apprentices in the solitude
of their own towers use the division of magic into schools
as a learning device, since the spells of each school require
mastery of different techniques.

ScHOOL OF CHARADE

Spellcasters are distrusted in almost as many places as
they're welcome. After all, it's hard to blame people for
being suspicious of those who can summon fire from their
fingertips or animate the dead in their graves. Wizards who
adopt the School of Charade, therefore, use illusions and
enchantments to disguise their magic entirely, walking
among others as if they were simple mundane folk. These
spellcasters can find success almost anywhere, disguising
their magical talent as any number of other useful skills,
from craftsmanship, to trade, and even to sports like
siegeball. Only in the direst circumstance to these wizards
drop their facade; the element of surprise is their greatest
advantage.

FURTIVE SPELLCASTER

Starting when you choose this school at 2nd level, you
completely hide your wizardly nature. You gain proficiency
in Deception and you can add your Intelligence modifier,
instead of your Charisma modifier, to Charisma
(Deception) checks you make.

You can disguise your spellbook and arcane focus as
other objects, if you choose.

Additionally, whenever a humanoid that does not know
you are a spellcaster makes a saving throw against a spell
that you cast, you can choose for it to gain disadvantage on
the save. If you do so, the target knows that you are the
source of the spell. Once you use this ability, you can't use
it again until you finish a long rest.

CONCEALED SPELL

At 2nd level, you can suppress the visual effects of wizard
cantrips you cast. If a cantrip would have a visual
manifestation, such as the spectral hand of a mage hand
cantrip or a fire bolt's mote of flame, it is instead rendered
invisible. The effects of the spell on its environment, such
as objects moved by mage hand or those set aflame by fire
bolt, are still visible. Other effects of the spells, such as the
sound of their casting or creatures summoned by the effects
of the spell, are unaffected.

When you cast a spell in this way, you must still provide
material components, but somatic and verbal components
that you provide can be disguised. You can make a
Charisma (Deception) check, opposed by the Wisdom
(Perception) check of any creature that watches you cast
the spell. If you succeed, the somatic and verbal
components are disguised in any manner that you choose.

As you gain higher levels in this class, you can conceal
the effects of higher level wizard spells, as shown on the
table below.

Wizard Level Spells
3rd st
5th 2nd
9th 3rd
13th 4th
17th 5th

ALIBI

Starting at 6th level, you can make
a persistent illusory duplicate of
yourself that will pretend to
perform mundane tasks while
you are elsewhere. This
duplicate seems completely
real, including sounds, smells,
and temperature appropriate to
the task depicted. Physical
interaction with the duplicate
reveals it to be an illusion,
however, because things can
pass through it.

If the duplicate is spoken to, you
can hear what is said to it and respond
mentally; the duplicate speaks your
response aloud. You can also use your
action to command the duplicate to
move around, but it disappears if it
moves more



than 30 feet from where it is created. This duplicate lasts
for 8 hours, or until you dismiss it (no action required.)
Once you create a duplicate, you can't do so again until you
finish a long rest.

SUBTLE MAGIC

Starting at 10th level, you can cast any wizard spell without
providing somatic components or verbal components (your
choice when you cast the spell).

FORGETTING GLANCE
By 14th level, you've mastered a technique to muddle the
memories of those who have learned your arcane secret. As
an action, you can glare at a creature you can see within 60
feet of you who can also see you. This creature must make
a Wisdom saving throw against your spell save DC. On a
failed save, the target forgets the events of the last minute,
and has disadvantage on attack rolls and ability checks on
its next turn, owing to the vertigo of having one's memories
tempered with.

Once you use this ability, you can’t use it again until
you finish a short or long rest.
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