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Entertainer
You thrive in front of an audience. You know how to entrance them, entertain them, and

even inspire them. Your poetics can stir the hearts of those who hear you, awakening

grief or joy, laughter or anger. Your music raises their spirits or captures their sorrow.

Your dance steps captivate, your humor cuts to the quick. Whatever techniques you

use, your art is your life.

Source: Player's Handbook

Skill Proficiencies: Acrobatics, Performance
Tool Proficiencies: Disguise kit, one type of musical instrument
Languages: None
Equipment: A musical instrument (one of your choice), the favor of an admirer (love letter, lock of
hair, or trinket), a costume, and a pouch containing 15gp

Variants
Gladiator
A gladiator is as much an entertainer as any minstrel or circus performer trained to make the arts
of combat into a spectacle the crowd can enjoy. This kind of flashy combat is your entertainer
routine, though you might also have some skills as a tumbler or actor. Using your By Popular
Demand feature, you can find a place to perform in any place that features combat for
entertainment-perhaps a gladiatorial arena or secret pit fighting club. You can replace the musical
instrument in your equipment package with an inexpensive but unusual weapon, such as a trident
or net.

Features



Entertainer Routines
A good entertainer is versatile, spicing up every performance with a variety of different routines.
Choose one to three routines or roll on the table below to define your expertise as an entertainer.
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By Popular Demand
You can always find a place to perform, usually in an inn or tavern but possibly with a circus, at a
theater, or even in a noble's court. At such a place, you receive free lodging and food of a modest
or comfortable standard (depending on the quality of the establishment), as long as you perform
each night. In addition, your performance makes you something of a local figure. When strangers
recognize you in a town where you have performed, they typically take a liking to you.

Suggested Characteristics
Successful entertainers have to be able to capture and hold an audience's attention, so they tend
to have flamboyant or forceful personalities. They're inclined toward the romantic and often cling
to high-minded ideals about the practice of art and the appreciation of beauty.

Personality Traits
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cted
at
me.
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r if
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atte
ntio
n.
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than
perf
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on.

8 I
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d or
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cha
nge
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son
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 Wh
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mak
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d
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than
it
was.
(Go
od)



2 Tra
diti
on.
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the
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nev
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be
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 The
worl
d is
in
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(Ch
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4 Gre
ed.
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only
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for
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mon
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and
fam
e.
(Evil
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5 Peo
ple.
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seei
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smil
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s
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whe
n I
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That
's all
that
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(Ne
utra
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reall
y
are.
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e
stol
e
my
prec
ious
instr
ume
nt,
and
som
eda
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fam
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4 I
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old
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s
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nst
that
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.



5 I will
do
anyt
hing
to
prov
e
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erio
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d
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.

6 I
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for
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r
me
mbe
rs of
my
old
trou
pe.

Flaws
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1 I'll
do
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to
win
fam
e
and
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wn.

2 I'm
a
suck
er
for a
pret
ty
face
.



3 A
scan
dal
prev
ents
me
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m
ever
goin
g
hom
e
agai
n.
That
kind
of
trou
ble
see
ms
to
follo
w
me
arou
nd.



4 I
onc
e
satir
ized
a
nobl
e
who
still
wan
ts
my
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d. It
was
a
mist
ake
that
I will
likel
y
repe
at.



5 I
hav
e
trou
ble
kee
ping
my
true
feeli
ngs
hidd
en.
My
shar
p
tong
ue
land
s
me
in
trou
ble.

6 Des
pite
my
best
effo
rts, I
am
unre
liabl
e to
my
frien
ds.



Backgrounds
• Acolyte
• Anthropologist
• Archaeologist
• Athlete
• Charlatan
• City Watch
• Clan Crafter
• Cloistered Scholar
• Courtier
• Criminal
• Entertainer
• Faceless
• Faction Agent
• Far Traveler
• Feylost
• Fisher
• Folk Hero
• Gladiator
• Guild Artisan
• Guild Merchant
• Haunted One
• Hermit
• House Agent
• Inheritor
• Investigator
• Knight
• Knight of the Order
• Marine
• Mercenary Veteran
• Noble
• Outlander
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• Pirate
• Sage
• Sailor
• Shipwright
• Smuggler
• Soldier
• Spy
• Urban Bounty Hunter
• Urchin
• Uthgardt Tribe Member
• Waterdhavian Noble
• Witchlight Hand

Ravnica

• Azorius Functionary
• Boros Legionnaire
• Dimir Operative
• Golgari Agent
• Gruul Anarch
• Izzet Engineer
• Orzhov Representative
• Rakdos Cultist
• Selesnya Initiate
• Simic Scientist
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Gruul Anarch
The entire world of Ravnica is a sprawling metropolis, but you are a native of the wild

areas that still exist - the abandoned districts, the rubblebelts, the overgrown parks,

and the crumbling ruins. You are part of a savage society that clings desperately to the

Old Ways - attuned to nature, full of primal rage, and given short shrift by a world

consumed with continuing civilization's march of progress.

Source: Guildmaster's Guide to Ravnica

Skill Proficiencies: Animal Handling, Athletics
Tool Proficiencies: Herbalism Kit
Languages: Choose one of Draconic, Giant, Goblin, or Sylvan
Equipment: A Gruul insignia, a hunting trap, an herbalism kit, the skull of a boar, a beast-hide
cloak, a set of traveler's clothes, and a pouch containing 10gp (Azorius 1-zino coins)

Features
Rubblebelt Refuge
You are intimately familiar with areas of the city that most people shun: ruined neighborhoods
where wurms rampaged, overgrown parks that no hand has tended in decades, and the vast,
sprawling rubblebelts of broken terrain that civilized folk have long abandoned. You can find a
suitable place for you and your allies to hide or rest in these areas. In addition, you can find food
and fresh water in these areas for yourself and up to five other people each day.

Gruul Guild Spells
Prerequisite: Spellcasting or Pact Magic class feature



For you, the spells on the Gruul Guild Spells table are added to the spell list of your spellcasting
class. (If you are a multiclass character with multiple spell lists, these spells are added to all of
them.)

Gruul Guild Spells
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2nd Bea
st
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Shat
ter

3rd Conj
ure
Ani
mal
s, 
Conj
ure
Barr
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4th Do
min
ate
Bea
st, 
Ston
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n

5th Dest
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ve
Wav
e

Fueled by the fire of rage burning in your heart, your magic is almost always accompanied by fiery
effects, such as flames smoldering behind your eyes or dancing over your hands.
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Suggested Characteristics
Gruul ways aren't the ways of civilized folk, and the Gruul have little patience for social niceties.
But they do have cherished traditions and values, just as important to them as the different values
held by the urban, cosmopolitan culture of Ravnica.

Personality Traits
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the
bac
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2 Go
ahe
ad
and
insu
lt
me -
I
dare
you.

3 I
scor
n
thos
e
who
can'
t
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ive
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y
fro
m
the
com
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of
the
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4 Don'
t tell
me
I'm
not
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to
do
som
ethi
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5 Law
s
are
for
peo
ple
who
are
afrai
d to
face
thei
r
inne
r
bea
sts.

6 I
sme
ar
the
bloo
d of
my
ene
mie
s
over
my
skin
.

7 I
was,
in
fact,
rais
ed
by
maa
ka.



8 Harr
RRA
AGG
HH!
[I
rare
ly
for
m a
coh
eren
t
sent
enc
e
and
pref
er
to
expr
ess
mys
elf
by
brea
king
thin
gs.]
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al



1 Cla
n.
 My
clan
is all
that
reall
y
mat
ters.
(Any
)

2 Ana
rch
y.
 No
pers
on
or
law
or
cust
om
can
tell
anot
her
wha
t to
do.
(Ch
aoti
c)



3 Nat
ure.
 We
wer
en't
born
tam
e or
dom
esti
cate
d,
so
we
sho
uldn
't
hav
e to
live
that
way
.
(Ne
utra
l)

4 Mig
ht.
 The
stro
nge
st
are
mea
nt
to
dom
inat
e
the
wea
k.
(Evil
)



5 Rag
e.
 AA
AAA
ARR
RRg
ggg
h!
[To
live
is to
feel
and
expr
ess
the
rage
burn
ing
in
your
bell
y.]
(Ch
aoti
c)

6 Tra
diti
on.
 The
Old
Way
s
mus
t be
pres
erve
d
and
uph
eld.
(Any
)



Bonds
d6 Bon

d

1 I am
dete
rmin
ed
that
one
day
I will
lead
my
clan
- or
a
new
one.

2 I
wou
ld
give
my
life
for
my
clan
chie
ftain
.



3 The
chie
ftain
of
anot
her
clan
has
a
grud
ge
agai
nst
me.

4 I am
dev
oted
to a
sacr
ed
site
in
the
mid
st of
the
rubb
lebe
lt.



5 My
wea
pon
is
mad
e fro
m
the
first
rakt
usk
I
ever
hunt
ed.

6 Grrr
RRA
AAA
GGH
H! [I
will
do
anyt
hing
to
prov
e
mys
elf
grea
ter
than
my
sibli
ngs
or
anc
esto
rs.]

Flaws



d6 Fla
w

1 If
you
que
stio
n
my
cour
age,
I will
nev
er
bac
k
dow
n.

2 Hrrr
GG
GAA
AAR
Ruu
uh!
[My
ang
er in
battl
e
led
to
the
deat
h of
a
love
d
one.
]



3 I'm
as
stub
born
as a
batt
erbo
ar.

4 I'm
so
con
vinc
ed
of
my
sup
erio
rity
over
soft,
civili
zed
peo
ple
that
I'll
take
grea
t
risks
to
prov
e it.



5 I'm
easil
y
man
ipul
ated
by
peo
ple I
find
attr
acti
ve.

6 I'm
not
actu
ally
all
that
angr
y.

Contacts
The members of the Gruul Clans rely on each other even as they vie for territory and glory. Their
encounters with members of other guilds are more often violent than friendly, but occasional bonds
do form.

Roll twice on the Gruul Contacts table (for an ally and a rival) and once on the Non-Gruul Contacts
table.

Gruul Contacts
d8 Con

tact



1 One
of
my
pare
nts
is a
reno
wne
d
warr
ior
in
my
clan
.

2 My
sibli
ng
has
the
ear
of
the
clan
chie
f.

3 I
hav
e
cous
ins
in a
diffe
rent
clan
.



4 Whe
n
we
wer
e
you
nger
, I
was
rom
anti
cally
invo
lved
with
a
pro
min
ent
warr
ior
in
my
clan
.

5 A
drui
d in
my
clan
beli
eve
s I
hav
e a
dest
iny
to
fulfil
l.



6 The
warr
ior
who
trai
ned
me
rem
emb
ers
me
for
my
exc
epti
onal
pote
ntial
.



7 My
clan
chie
f
kille
d
one
of
my
pare
nts,
who
had
chal
leng
ed
the
chie
f for
lead
ersh
ip of
the
clan
.
Som
e
com
bina
tion
of
rese
ntm
ent
and
rem
orse
stirs
the
clan
chie
f to
help
me
som
etim
es.



8 I
mad
e a
stro
ng
impr
essi
on
on
Bor
bory
gmo
s.

Non-Gruul Contacts
d10 Con

tact

1 An
Azor
ius
arre
ster
thin
ks I
can
be
refo
rme
d.



2 A
Boro
s
sold
ier
give
s
me
gifts
in
exc
han
ge
for
infor
mati
on
abo
ut
othe
r
clan
s'
mov
eme
nts.

3 I
onc
e
cau
ght
and
rele
ase
d a
Dimi
r
spy.



4 I
cons
ult
with
a
Golg
ari
sha
man
for
spiri
tual
guid
anc
e at
time
s.

5 Roll
an
addi
tion
al
Gru
ul
cont
act;
you
can
deci
de if
the
cont
act
is
an
ally
or a
rival
.



6 An
Izze
t
scie
ntist
bla
mes
the
Gru
ul
for
the
dest
ructi
on
of
his
life's
wor
k in
a
raid,
but
see
ms
to
thin
k
that
I'm
not
like
othe
r
Gru
ul.



7 I
fooli
shly
borr
owe
d
mon
ey
fro
m
an
Orz
hov
syn
dic
to
indu
lge
a
sha
mef
ul
vice
.

8 A
clos
e
frien
d
left
our
clan
and
join
ed
the
Cult
of
Rak
dos.



9 A
dist
ant
relat
ive
is
tryin
g to
recr
uit
me
into
the
Sele
sny
a
Con
clav
e.

10 I
stop
ped
a
Simi
c
bio
man
cer
fro
m
trap
ping
wild
bea
sts
to
perf
orm
vile
exp
erim
ents
on
the
m.





Simic scientist
Imagine a perfect world: one in which nature and civilization exist in harmony, adapted

to each other; one in which life is shaped to match its environment and the environment

is shaped to match life. That's the world you have been trying to grow in the

laboratories of the Simic Combine. Nature is all about adaptation, evolution, and

balance - but for it to keep up with the pace of advancing civilization, nature needs

some help from biomancers and terraformers. If, along the way, you happen to create

super-soldiers and mutant monsters that can bolster the combine's defenses against

the schemes and ambitions of the other guilds, so much the better.

Source: Guildmaster's Guide to Ravnica

Skill Proficiencies: Arcana, Medicine
Languages: Two of your choice
Equipment: A Simic insignia, a set of commoner's clothes, a book of research notes, an ink pen, a 
bottle of squid ink, a flask of oil (made from blubber), a vial of acid (derived from digestive juices),
a vial of fish scales, a vial of seaweed, a vial of jellyfish stingers, a glass bottle of unidentified slime,
and a pouch containing 10gp (Azorius 1-zino coins)

Features
Clades and Projects
As a Simic researcher, you are part of a clade - a diverse group of individuals combining disparate
talents in pursuit of a common goal - or a researcher on a specialized, short-term project focused
on addressing an immediate need. You can roll a d6 or choose from the options in the Research
Options table to determine your area of research.



d6 Cla
de/
Proj
ect

1 Hull
Clad
e,
focu
sed
on
prot
ecti
on
and
dura
bilit
y

2 Fin
Clad
e,
focu
sed
on
mov
eme
nt

3 Gyr
e
Clad
e,
focu
sed
on
cycli
cal
patt
erns
and
met
ama
gic



4 Gua
rdia
n
Proj
ect,
focu
sed
on
crea
ting
guar
d
mon
ster
s
and
sup
er
sold
iers

5 Cry
psis
Proj
ect,
focu
sed
on
intel
lige
nce
and
cou
nter
intel
lige
nce

6 Inde
pen
dent
rese
arch
in a
new
area



Researcher
When you attempt to learn or recall a magical or scientific fact, if you don't know that information,
you know where and from whom you can obtain it. Usually, this information comes from a Simic
laboratory, or sometimes from an Izzet facility, a library, a university, or an independent scholar or
other learned person or creature. Knowing where the information can be found doesn't
automatically enable you to learn it; you might need to offer bribes, favors, or other incentives to
induce people to reveal their secrets.

Your DM might rule that the knowledge you seek is secreted away in an inaccessible place, or that
it simply can't be found. Unearthing the deepest secrets of the multiverse can require an adventure
or even a whole campaign.

Simic Guild Spells
Prerequisite: Spellcasting or Pact Magic class feature

For you, the spells on the Simic Guild Spells table are added to the spell list of your spellcasting
class. (If you are a multiclass character with multiple spell lists, these spells are added to all of
them.)

Simic Guild Spells

Spe
ll

Lev
el

Spe
ll

Can
trip

Acid
Spla
sh, 
Drui
dcra
ft

http://dnd5e.wikidot.com/spell:acid-splash
http://dnd5e.wikidot.com/spell:acid-splash
http://dnd5e.wikidot.com/spell:acid-splash
http://dnd5e.wikidot.com/spell:druidcraft
http://dnd5e.wikidot.com/spell:druidcraft
http://dnd5e.wikidot.com/spell:druidcraft


1st Det
ect
Pois
on
and
Dise
ase
, 
Exp
editi
ous
Retr
eat, 
Jum
p

2nd Alte
r
Self
, 
Enh
anc
e
Abili
ty, 
Enla
rge/
Red
uce

http://dnd5e.wikidot.com/spell:detect-poison-and-disease
http://dnd5e.wikidot.com/spell:detect-poison-and-disease
http://dnd5e.wikidot.com/spell:detect-poison-and-disease
http://dnd5e.wikidot.com/spell:detect-poison-and-disease
http://dnd5e.wikidot.com/spell:detect-poison-and-disease
http://dnd5e.wikidot.com/spell:detect-poison-and-disease
http://dnd5e.wikidot.com/spell:detect-poison-and-disease
http://dnd5e.wikidot.com/spell:expeditious-retreat
http://dnd5e.wikidot.com/spell:expeditious-retreat
http://dnd5e.wikidot.com/spell:expeditious-retreat
http://dnd5e.wikidot.com/spell:expeditious-retreat
http://dnd5e.wikidot.com/spell:expeditious-retreat
http://dnd5e.wikidot.com/spell:jump
http://dnd5e.wikidot.com/spell:jump
http://dnd5e.wikidot.com/spell:alter-self
http://dnd5e.wikidot.com/spell:alter-self
http://dnd5e.wikidot.com/spell:alter-self
http://dnd5e.wikidot.com/spell:enhance-ability
http://dnd5e.wikidot.com/spell:enhance-ability
http://dnd5e.wikidot.com/spell:enhance-ability
http://dnd5e.wikidot.com/spell:enhance-ability
http://dnd5e.wikidot.com/spell:enhance-ability
http://dnd5e.wikidot.com/spell:enlarge-reduce
http://dnd5e.wikidot.com/spell:enlarge-reduce
http://dnd5e.wikidot.com/spell:enlarge-reduce
http://dnd5e.wikidot.com/spell:enlarge-reduce


3rd Gas
eou
s
For
m, 
Wat
er
Bre
athi
ng, 
Win
d
Wall

4th Free
dom
of
Mov
eme
nt, 
Poly
mor
ph

5th Cre
atio
n

When your magic causes physical alterations in yourself or others, the result often displays the
characteristics of fish, amphibians, or other water-dwelling creatures. Blue-green eddies of magical
energy sometimes accompany your spellcasting, forming spirals that reflect the mathematical
perfection of nature.

Suggested Characteristics

http://dnd5e.wikidot.com/spell:gaseous-form
http://dnd5e.wikidot.com/spell:gaseous-form
http://dnd5e.wikidot.com/spell:gaseous-form
http://dnd5e.wikidot.com/spell:gaseous-form
http://dnd5e.wikidot.com/spell:gaseous-form
http://dnd5e.wikidot.com/spell:water-breathing
http://dnd5e.wikidot.com/spell:water-breathing
http://dnd5e.wikidot.com/spell:water-breathing
http://dnd5e.wikidot.com/spell:water-breathing
http://dnd5e.wikidot.com/spell:water-breathing
http://dnd5e.wikidot.com/spell:wind-wall
http://dnd5e.wikidot.com/spell:wind-wall
http://dnd5e.wikidot.com/spell:wind-wall
http://dnd5e.wikidot.com/spell:freedom-of-movement
http://dnd5e.wikidot.com/spell:freedom-of-movement
http://dnd5e.wikidot.com/spell:freedom-of-movement
http://dnd5e.wikidot.com/spell:freedom-of-movement
http://dnd5e.wikidot.com/spell:freedom-of-movement
http://dnd5e.wikidot.com/spell:freedom-of-movement
http://dnd5e.wikidot.com/spell:polymorph
http://dnd5e.wikidot.com/spell:polymorph
http://dnd5e.wikidot.com/spell:polymorph
http://dnd5e.wikidot.com/spell:creation
http://dnd5e.wikidot.com/spell:creation
http://dnd5e.wikidot.com/spell:creation


The bizarre science of the Simic Combine attracts a certain type of personality and encompasses a
set of beliefs about the nature of life. Simic members' bonds and flaws derive from their scientific
research - including their creation of new life forms, which they can become very attached to.

Personality Traits
d8 Per

son
alit
y

Trai
t

1 I
can'
t
wait
to
see
wha
t I
bec
ome
next
!



2 I am
con
vinc
ed
that
ever
ythi
ng
incli
nes
tow
ard
cons
tant
impr
ove
men
t.



3 I'm
eag
er
to
expl
ain
ever
y
deta
il of
my
mos
t
intri
cate
exp
erim
ents
and
theo
ries
to
any
one
who
sho
ws
the
leas
t bit
of
inte
rest.



4 I
assu
me
that
ever
yon
e
nee
ds
eve
n
the
mos
t
basi
c
con
cept
s
expl
aine
d to
the
m.



5 I
desc
ribe
ever
ythi
ng
that
hap
pen
s as
if it
wer
e
goin
g
into
my
rese
arch
note
s
(and
it
ofte
n
is).



6 I am
insa
tiabl
y
curi
ous
abo
ut
the
see
min
gly
infin
ite
for
ms
and
ada
ptati
ons
of
life.

7 I
can'
t
resi
st
pryi
ng
into
anyt
hing
forbi
dde
n,
sinc
e it
mus
t be
terri
bly
inte
resti
ng.



8 I
emp
loy
a
high
ly
tech
nica
l
voc
abul
ary
to
avoi
d
impr
ecisi
on
and
amb
iguit
y in
my
com
mun
icati
on.

Ideals
d6 Ide

al



1 Guil
d.
 My
guil
d is
all
that
reall
y
mat
ters.
(Any
)



2 Cha
nge
. All
life
is
mea
nt
to
prog
ress
tow
ard
perf
ecti
on,
and
our
wor
k is
to
hurr
y it
alon
g -
no
mat
ter
wha
t
mus
t be
upe
nde
d
alon
g
the
way
.
(Ch
aoti
c)



3 Kno
wle
dge
.
 Und
erst
andi
ng
the
worl
d is
mor
e
imp
orta
nt
than
wha
t
you
do
with
your
kno
wle
dge.
(Ne
utra
l)



4 Gre
ate
r
Goo
d. I
wan
t to
resh
ape
the
worl
d
into
high
er
for
ms
of
life
so
that
all
can
enjo
y
evol
utio
n.
(Go
od)



5 Log
ic.
 It's
fooli
sh
to
let
emo
tion
s
and
prin
cipl
es
inte
rfer
e
with
the
con
clusi
ons
of
logi
c.
(La
wful
)



6 Sup
erio
rity
. My
vast
intel
lect
and
stre
ngth
are
dire
cted
tow
ard
incr
easi
ng
my
swa
y
over
othe
rs.
(Evil
)

Bonds
d6 Bon

d



1 I
help
ed
crea
te a
kras
is
that
I
love
like
a
pet
and
wou
ld
carr
y
with
me
ever
ywh
ere
…
exc
ept
it's
the
size
of a
buil
ding
,
and
it
mig
ht
eat
me.



2 In
my
labo
rato
ry, I
disc
over
ed
som
ethi
ng
that
I
thin
k
coul
d
elim
inat
e
half
the
life
on
Rav
nica
.



3 The
othe
r
rese
arch
ers
in
my
clad
e
are
my
fami
ly -
a
big,
ecc
entr
ic
fami
ly
incl
udin
g
me
mbe
rs
and
part
s of
man
y
spec
ies.



4 The
labo
rato
ry
whe
re I
did
my
rese
arch
cont
ains
ever
ythi
ng
that
is
prec
ious
to
me.

5 I will
get
reve
nge
on
the
shor
tsig
hted
fool
who
kille
d
my
prec
ious
kras
is
crea
tion.



6 Ever
ythi
ng I
do
is
an
atte
mpt
to
impr
ess
som
eon
e I
love
.

Flaws
d6 Fla

w



1 I
hav
e a
rath
er
emb
arra
ssin
g
mut
atio
n
that
I do
ever
ythi
ng I
can
to
kee
p
hidd
en.



2 I'm
mor
e
inte
rest
ed
in
taki
ng
note
s on
mon
stro
us
anat
omy
than
in
fight
ing
mon
ster
s.



3 Ever
y
soci
al
situ
atio
n
I'm
in
see
ms
to
lead
to
my
aski
ng
rude
pers
onal
que
stio
ns.



4 I'm
supr
eme
ly
conf
iden
t in
my
abili
ty to
ada
pt
to
any
situ
atio
n
and
han
dle
any
dan
ger.

5 I'll
take
any
risk
to
earn
reco
gniti
on
for
my
scie
ntifi
c
brilli
anc
e.



6 I
hav
e a
tend
enc
y to
take
shor
tcut
s in
my
rese
arch
and
any
othe
r
task
s I
hav
e to
com
plet
e.

Contacts
The fluid nature of clades, whose rosters span different laboratories and change as researchers
discover new interests, creates abundant connections among the Simic. The guild members live in
watery sinkholes called zonots, and their isolation shelters them from much contact with outsiders.
Nonetheless, a fair number of Simic members are former members of other guilds.

Roll twice on the Simic Contacts table (for an ally and a rival) and once on the Non-Simic Contacts
table.

Simic Contacts



d8 Con
tact

1 My
rese
arch
buil
ds
on
my
pare
nts'
wor
k
and
take
s it
in
inte
resti
ng
new
dire
ctio
ns.



2 If a
seri
ous
prob
lem
conf
oun
ds
me,
I
can
cou
nt
on
my
men
tor
to
prov
ide
clari
ty of
thou
ght.

3 A
for
mer
labo
rato
ry
coll
eag
ue
wen
t on
to
wor
k on
the
Gua
rdia
n
Proj
ect.



4 A
for
mer
coll
eag
ue
has
vent
ured
into
field
s of
rese
arch
that
are
poss
ibly
imm
oral
and
alm
ost
cert
ainl
y
illeg
al.

5 A
for
mer
love
r is
now
the
sup
ervi
sor
of a
pro
min
ent
clad
e.



6 My
sibli
ng
has
bec
ome
an
alm
ost
unre
cog
niza
ble
mut
ant.



7 An
old
frien
d
has
retr
eate
d
into
a
secl
ude
d
life
as
an
asce
tic
dee
psa
ge,
dev
oted
to
cont
emp
latin
g
phil
oso
phic
al
prin
cipl
es.



8 My
for
mer
clad
e
sup
ervi
sor
is
now
eng
age
d in
field
rese
arch
stud
ying
som
e of
the
larg
est
bea
sts
and
mon
ster
s on
Rav
nica
.

Non-Simic Contacts
d10 Con

tact



1 My
olde
r
sibli
ng
is
ups
et
that
I
didn
't
follo
w
the
m
into
the
Azor
ius.



2 A
Boro
s
serg
eant
is
alw
ays
aski
ng
que
stio
ns
abo
ut
my
wor
k,
but I
susp
ect
they
're
gen
uine
ly
curi
ous.



3 A
frien
d in
my
clad
e
thin
ks I
don'
t
kno
w
they
're a
Dimi
r
age
nt.

4 I
help
ed a
Golg
ari
spor
e
drui
d
with
the
ferti
lizat
ion
and
gro
wth
of
thei
r
fung
us
field
.



5 I
can'
t
fath
om
wha
t
coul
d
hav
e
mad
e
my
chil
dho
od
frien
d
run
off
and
join
the
Gru
ul.



6 I
love
com
pari
ng
note
s
with
my
frien
d in
the
Izze
t,
thou
gh
our
field
s of
rese
arch
are
very
diffe
rent
.



7 I
borr
owe
d a
lot
of
mon
ey
fro
m
an
Orz
hov
syn
dic
to
help
fina
nce
my
rese
arch
.



8 A
Rak
dos
ring
mas
ter
has
take
n an
inte
rest
in
my
rese
arch
whic
h,
com
e to
thin
k of
it,
mig
ht
mak
e a
nice
side
sho
w
act.



9 I left
the
Sele
sny
a -
and
a
love
r -
behi
nd
whe
n I
join
ed
the
Simi
c.

10 Roll
an
addi
tion
al
Simi
c
cont
act;
you
can
deci
de if
the
cont
act
is
an
ally
or a
rival
.


